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When I was a child, | wanted to be an astro- 
naut. More than that, | wanted to patrol the infi- 
nite stars in my own space fighter and sit in the 
captain's chair. of my own space cruiser. Sadly, I 
think that we've become prisoners of our age. 
Just as the power of science begins to advertise 
the secrets of distant stars, our sight and our de- 
sire exceed our grasp.We just can't get there yet, 
no matter how much we want to. So we dream, 

My dream of STAR*DRIVE began in early 1996 
along with the creation of the ALTERNITY role- 
playing game. The concept called for a = 
opera that could bal- 
ance excitement and ac- 
tion with brushes of 
realism that didn't vio- 
late every known rule of 
physics. Why space 
opera? Cyberpunk, con- 
temporary, horror, time 
travel, and near-future 
SF are all popular. gen- Р 
res, and maybe someday” F di 
soon we'll explore thems 
But it is spaceships! 
doing battle over a' myr- 
iad of alien worlds that 
our thoughts first turn 
to when we hear the 
words “science fiction.” 

In other Wokds, thé 28th 
century beckoned, 

The work began by 
imagining “how do we 
get tere?" Hours and days of Eie. 
went into erivisioning, the string of events 
that could:bring:uso where and when wee 
wanted to be, We looked back over his- 
tory and att€mpted to draw parallels. WË 


researched popular ‘theories of high-energy - 


sics, and. then we fashioned Өй? future his- 
гу; In so doing, the setting боо оп a lifetof its 


own. With each decision about colbnial power 


in the stars, the growth of STAR'DRIvi 
more.complete, more —]j 
esting to witness. All. said, 
years. 

SrAR"DnIVE TS yours n 
of mine, TSR; ot 
readers and players ofsc 


l invite you to join us іп a dream atte 
David Еси ЧЫ. Ap 


„м 
[more аек 


dà — 


So, you ask, what's this all about? 

John Campbell, one of the great influences on 
Golden Age science fiction, demanded that his 
authors confine themselves to one outrageous 
assumption per story. That was the rule, the de- 
finition of speculative fiction, Today, this old rule 
of science fiction has fallen by the wayside—the 
"audience expects that you'll build on the as- 
sumptions they've seen before in the genre, The 
audience wilbgive you faster-than-light travel, 
antigravity, and a-dozen other basic assump- 
tions; you don’t have to prove your case for each 

in today’s science fic- 
tion if you've got a 
story to tell. 

In the SrAR*DnIVE 
setting, we've postu- 
lated the existence of 
dozens of imaginary 
sciences, technologies, 
alien races, and worlds, 
Despite these marvels; 
this is an imaginary fu- 
ture in which human 
heroism, human weak- 
ness, and-human mo- 
tives drive the action: 
И» ап age of discovery 
and-wonder-stained by 
centuries-old conflicts 
and rabid nationalism: 
Withtthé stars Tn-óür 

5" grasp, humankind is 
still harried by the 
| үттттти of war, greed, Oppression; Aud 
| injustice. And we crafted all of these as- 

арво": to teflithe story of the Verge, 
quar untamedgirontier on the veryedge of 
charted# space; Exploration, intrigue, 

Em warfáre--everythirig that represents 

the-bést ahd the worst humankind has to 
offerc-can be;found in the Verge: ft's an old 
;story, but i it's far from worn out yet. 

2 So, whatiis STÀn*Duive about? It's simple: The 
sistardrive: itself, the central assumption in our 
"universe of assurptions, poses one question for 


уб dnd your players to answer: 


Че could reach the stars, what would we do 
With сей? 


Righard Baker, April.) 998 
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How ro Use Tuis Book 
With more than 200 pages waiting, the task of exploring the 
BrAn'DRIVE campaign may seem a daunting one just now, 
There's a wealth of material presented in the next few 
pages; describing history, technology, and hundreds of indi- 
vidual locations. Don't get overwhelmed. To help you along, 
the sections of the book are divided into discrele chapters 
and sections that you can skip, read, ar return to as you de- 
sire. Eventually, you may read over its entirety. For now, 
though, you have a few ways to get into the game. 

‘Your first option ts to simply turn to the next chapter and 
begin reading. You'll get the details of the Stan*Daive 
timeline—how humanity gat from the dawn of the 21st cen- 
tury to the dawn of the 26th. This section gives you the set- 
ting’s background and history before it gets down to the nuts 
and bolts of creating roleplaying scenarios, but it provides 
the big picture behind the whole setting. 

1 youre a new hero ready to explore the planets of the 
Verge, concentrate on Chapter 5; Hero Creation. The careers 
and other information presented there can give you a foun- 
dation on how to build a distinct hero. Once you've thought 
about the kind of character you want to play, you can con- 
sider specific details such as national origin, species, and all 
nf the game details from the Airerntry Player's Handbook 
When you get a chance, you can turn back to Chapter 3 of 
this book and learn about the game benefits and cultural de- 
tails of the national background you've chosen. five some 
thought to your character's history, personality, and motiva- 
tions-and you're ready to go. 

If you're a Gamemaster starting а new campaign and 
looking (о get under way as quickly as possible, theres na 
need for you to learn every detail from the first three chap- 
ters or research all of the star systems detailed in the sec- 
ond half of the book. Look over page 17 and select a 
campaign model that you feel comfortable starting with. 
Then, turn to Chapter 4 to read the details of the star sys- 
tems recommended for that model, Begin your adventures 
around a single sun and branch oul, Later, you may want to 
turn back and learn more about the cultures that are active 
in your star system. O in time you'll sail on to another point 
of space, another star system described in the Chapter 4 or 
maybe one of your own creation. 

"Wherever you begin or end up, each star system's de- 
scription contains information about the two mast important 
things you'll need. The first of these is a home base. In each 
star system, you'll find populated cities, space stations, and 
protected domes that can fulfill this role. Another choice for 
your heroes’ center is the mobile space station, the Light- 
house, that could serve as a permanent home for heroes 
even as it travels from system to system. 

In each system description. you'll also find sites of inter- 
est and plot ideas that you can use during your first gaming 
sessions. Whether mediating a peace settlement on Blue- 
fall's Orion Way, delving into Tendril’s Skyward Caverns, or 
dodging klick skirmishes in the Vicek Belt, there's no limit 
to the stories you'll tell of the future. Soon you'll invent your 
own material, drawing on the goals and actions of your he- 
roes and on your own creativity. And that’s all part of the 
fun; no two STAR “DaIVE campaigns are the same. Each re- 
fects the personality and gaming desires of players and 
Gamemasters, Make the galaxy your own. 


As humanity proudly takes its first steps to explore space, most of us remain 
stranded here on Earth. The heavens are impossibly far away. We can’t visit the 
Moon, Mars, or Venus, our celestial neighbors; except through remote cameras. As a 
species, we've come so far and done so much, and we've come so close to our 
dreams. Travel to the stars has filled our imagination for years. Yet today, the instru- 
ments of technology can't quite take us there. 

So close your eyes and travel forward into one of humanity’s futures. Leave behind 
the internal combustion engine, the floppy disk, and the seriautomatic pistol. In 500 
years, you can rely on faster-than-light driveships, 3D crystal holograms, and plasma 
cannons. Welcome to the STAR*Drive campaign setting. The year is.2501. 
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The StaaDatve campaign is the first setting for the ArreRNITY" 
science fiction roleplaying game. To make use of this campaign 
book, you'll need copies of the Arreanity Player's Handbook 
and the Gamemaster Guide. Those two books contain all of the 
rules necessary to play the game. This book doesn't contain an 
assortment of additional rules; instead, it introduces you to the 
galaxy's worlds and adventures. 

Its an age of discovery. Human ingenuity and alien technol- 
ogy have created the means to traverse the incredible distances 
between the stars. Gravity's tricks are ours to master. Without 
the boundaries of lights speed limit to bind us, the stars are 
ours to explore. Millions of stars shine in our galaxy, and we've 
only begun to test the Milky Way's depth. White dwarfs, red 
giants, blue supergiants, pulsars, black holes, white holes- 
theyre out there, waiting for us to find them. 

Orbiting these stellar bodies are worlds that defy our com- 
prehension. Sheltered in our solar system, guided by our expe- 
rience of only nine planets and a single sun, we can't conceive 
of the strange combinations that the laws of matter, energy, and 
chance have produced. The universe seems to delight in sur- 
prising us, challenging our understanding of its laws and origins. 
Inthe StAR‘DAIVE campaign, human scientists and archeologists 
routinely discover astonishing new life forms, incredible space 
and time phenomena, and scattered hints of ancient life in the 
Tuis and artifacts of alien worlds. Under the light of a million 
suns, the diversity of the galaxy can dazzle us all 

Its an age of wonder. Science gives us the tools to get there. 
Ships of all sizes, shapes, and purposes navigate through space 
and drivespace to travel between worlds. Fortress ships, verita- 
tle cities in space, are the expensive and indomitable peace- 
keepers of the day, ferrying vessels, protecting trade routes, and 
projecting military force. The proliferation of interstellar travel 
has produced a wealth of independent traders who buy, sell, 
and trade the wealth of planets. 

Life abounds. As astronomers discovered at the end of the 
20th century, planets are common near distant stars. In the 
Stan‘Daive galaxy, life appears on other planets more often 
than today’s most optimistic projections. Planets strange and 
dangerous to human life have become home to organisms that 
meet most if not all of the defining qualities of life: assimilation, 
respiration, reproduction, growth, development, movement, se- 
etian, and excretion. Complex lifeforms find the narrow path 
to survival and evolution. On a few lucky worlds, sentience 
emerges. 

As the 26th century opens, we've made contact with dozens 
of alien species. A few have become familiar brothers and sis- 
lers after centuries of interaction. Others are new friends we've 
just come to know. Some we've adopted, much like children in 
need of guidance as they grow up. No matter what our relation- 
ship, each species comes to us with its own millennia of history. 
Each species has been shaped by its own trials and successes 
on the path to civilization, on a world completely unlike the one 
we know. After all, they're called aliens for a reason. 

Is an age of change. As the centuries have passed, the gov- 
ernments and cultures of Earth have fallen away. Their legacies 
have seeded the stars and given birth to the new powers of 
human space, the stellar nations. Today these nations extend 
humanity's control of space, currently spreading out across 
more than 1,000 light-years. Each nation is the product of a 
unique origin and culture, and their national goals often differ 
widely. All of the stellar nations remain locked in struggle: 

Only a few years ago, the stellar nations ended a century- 
long war, the second fught between the young spaceborne 
powers. The Second Galactic War was a terrible conflict, result- 


ing in the death of billions. In the end, the nations agreed to 
peace not because of any smashing victory, but out of simple 
exhaustion. While some nations now strive to forge a lasting 
peace, others scheme to increase their power and widen their 
sphere of influence. The threat of another great war looms 
shockingly near. 

Humanity itself is changing, For centuries, men and women 
have lived on worlds far from Earth, slowly mutating, adapting, 
and evolving to local conditions. Simultaneously, technological 
integration and body modification has allowed those motivated 
by professional ambition or personal desire to augment them- 
selves with cybertechnology, Medical science has opened the 
path of genetic engineering on both the individual and societal 
scale. Engineered humans, and even mutants, are growing 
more common. The continued rise of extraordinary mental 
powers among human beings is even more inexplicable. 

More than ever, society must address the question ‘What 
does it mean to be human?" 

Its an age of heroes. Whether you're an explorer peeling 
back the edge of the unknown, a diplomat in pursuit of interna- 
tional leverage, a trader hunting down a few extra Concord dol- 
lars, or a soldier defending our new homes in the stars, you can 
hear destiny blowing her trumpet. It will fall on the shoulders of 
a few scattered heroes—human, mutant, mindwalker, cyborg, 
and alien—to make the difference in the years to come. 

Nowhere is this struggle more exemplified than among the 
distant stars of the Verge, a frontier region of the galaxy. Cut off 
from the rest of human civilization during the War, this sector 
of space has only recently been reunited with the galactic com- 
munity, Here, in a handful of star systems, the rivalry of the 
stellar nations flares into espionage, raids, skirmishes, and 
even deadly combat. Some fight the wars of the past; others 
strive to keep the freedom they won during the years of isola- 
lion. More troubling to the denizens of the Verge is the de- 
struction of the Hammer's Star colony, a small outpost at the 
farthest edge of explored space. Rumormongers and prophets 
whisper of a dark and terrifying enemy that wiped out the 
settlement. 

Life in the Verge is tough, and it may get a whole lot tougher. 


LOOKING BACK 
ом TOMORROW 


А terse summary of all of humanity's history—to say nothing of 
the numerous other species we have encountered—would con- 
sume thousands of pages. Fortunately, citizens of the 26th cen- 
tury begin their study of history with the first missions into 
space. Everything else is ‘prespace Earth’ and far too ancient ta 
be of interest to the average youth of 2501. 

Late in the 20th century humanity took its first steps away 
from home. Remote-controlled machines led the way, followed 
by manned craft spiraling into orbit. Before long, artificial ob- 
jects were forever circling above, looking down and transmit- 
ting information across the planet. The first satellites were 
military in function, but soon a halo of satellites beamed mes- 
sages around the planet and a man named Armstrong placed 
the first human footprints on the Moon. 

Technology and invention continued to advance at a rapid 
pace in the 21st century. Slowly, semiautonomous drones and 
probes left Earth to travel throughout the solar system, explor- 
ing and cataloging the nearby planets, In 2032, the world was 
linked electronically by the first Grid, an enhancement of earlier 
electronic networks. The Grid allowed nearly limitless data stor- 


age, lifelike interactive virtual environments, and real-time vi- 
sual communications. As computers grew more personable and 
portable, use of paper declined for the first time. 

As predicted by the doomsayers of the day, growth in tech- 
nology enhanced the power of international corporations and 
anonymous financial cartels. Corporate power and indepen- 
dence grew. As yet, none could present a threat to a world 
power, but less powerful countries were not so immune. Micro- 
tel, the largest of Earth's corporations, began an economic as- 
sistance program in South America that became the classic 
example of national leveraging. Less obtrusively, other corpora- 
lions, such as the military contractor and arms supply con- 
glomerate Ontis Ordnance, manipulated nations through more 
subtle means, Fighting to survive, smaller corporations and in- 
dependents formed formidable consortiums and guilds of their 
own. 

The collapse of rigid, communist governments at the end of 
the 20th and beginning of the 21st century heralded а new op- 
portunity for peace. ll was a time to offer a helping hand to less 
developed nations, Of course, some would call such economic 
development exploitation, destruction of environments, or an at- 
lack on native cultures. But it was an opportunity to solve long- 
standing problems and regional conflicts. Regrettably, small, 
localized conflicts remained common. Nationalism competed 
with economic interest, and new nations formed from the ashes 
of their parent states. Fortunately, governments new and old 
avoided the temptation to construct massive arsenals of nuclear 
weapons. 

The 21st century brought the first steps toward public recog- 
nition of human psionics. Tales of strange power to manipulate 
matter and thought had been part of human legends and su- 
perstitions for years: ghosts, shapeshifters, and magical powers 
were seen as simply irrational tales from a more primitive era. 
But they held a tiny seed of truth. Over the years, those who be- 
lieved were first ridiculed, then brushed aside, then listened to 
with skepticism. More and more cases were documented, but 
the causes behind the stories remained unclear. Were these 
cases the result of a change in human nature or the result of 
more careful observation? Hegardless of the reason, the tide of 
evidence slowly became undeniable. Even when psi powers 
were recognized, the fraction of the population with these talents 
remained small, 

While human nature itself was changing, certain economic 
principles remained the same. Selfinterest propelled many 
nations toward economic union, first in the industrialized West 
and then beyond. As time passed, nations that formed unions 
for business reasons moved on to conduct joint diplomacy and 
draft legislation as one. Political alliance led to consolidation and 
ultimately political union. The nations of the world coalesced 
into six powerful unions: the American States, the European 
Union, the Asiatic Federation, the Microtel Protectorate, the Pa- 
cific Bloc, and the Indo-African League. An era of world gov- 
ernment had begun. 

It was a time when the great powers found new ways to 
wage war. Indeed, industrialization and the Information Age 
presented a significant threat to peace. As more nations strug- 
gled ta join the ranks of the first-world powers, conflict erupted 
over fishing rights, religious reformation, and the flagging lead- 
ership of the United Nations. The motivation behind most 21st- 
century strife was simple: limited resources. Power plants 
relying on fossil fuels were the primary source of power as the 
planet industrialized. Despite the best efforts of many to harness 
renewable wind, solar, or geothermal power, resuurces disap- 
peared at an alarming rate. Governments collapsed as energy 


reserves ran out. Estimates put world population at more than 
20 billion by 2050. Automobiles and personal aircraft became 
staples of most households. Worldwide industrialization led 
most people to pursue a home in the suburbs, modern cars, and 
a plentiful selection of luxuries. Military struggles gave way to 
economic wars fought on trading floors and marketplaces. In- 
dustrial espionage became standard practice. The first conflicts 
over oil and water rights led to the widespread belief that a new 
world war was inevitable. 

The war never materialized. Instead, the development of an 
efficient fusion generator in 2047 spawned the Fusion Age. The 
race for successful nuclear fusion was almost 70 years old 
when two scientific teams made nearly simultaneous an- 
nouncements of the technological feat. The Spenner-Mindara 
reactor, as the first model became known, was a product of an 
independent scientific institute in the European Union and an 
Asiatic Federation goverament research project Rejecting de- 
mands from governments to maintain secrecy, the Spenner In- 
stitute released its findings to the Grid and the scientific 
community on November 11. Within a year, dozens of genera- 
tors were powering an energy-starved world. 

The rise of cheap and plentiful power averted the prospect 
of a war fought over the worlds shrinking fossil fuel supplies. 
While fusion generators were too expensive for anyone but 
governments, large corporations, and wealthy universities, the 
average citizen reaped numerous benefits. Harsh restrictions on 
power consumption vanished as the threat of resource wars re- 
ceded. Fusion-powered rails crisscrossed the planet, providing 
affordable travel to all. Entertainment and leisure industries ex- 
perienced wild, unparalleled growth. Fossil fuel technology was 
improved and replaced. Amazing technological breakthroughs 
advanced the standard of living by leaps and bounds. Thanks ta 
the period’s social stability and the advance of science, the peo- 
ple of Earth experienced a time of unprecedented peace and 
prosperity. 

The deep rumble of fusion torch engines heralded the com- 
ing of the second space race. Despite a plentiful power supply, 
the need for raw resources remained. Orbiting Sol, a wealth of 
valuable materials lay unclaimed. The Pacific Bloc completed 
the first permanent lunar colony in 2064, and the first manned 
outposts on Mars followed less than a decade later. The Amer- 
ican States marked the end of the century by establishing the 
first Jovian colony on Callisto. In the next few decades, almost 
100 stations were established on the nearest planets, moons, 
end asteroids. The first serious efforts at colonization, dreamt of 
and planned for decades, were at last a reality. The six great 
unions dominated the effort, but many corporations joined in to 
make their mark on the future. A healthy competition devel- 
oped, and the vast new frontier proved large enough to contain 
international ambitions without noticeable conflict. 

Back on Earth, science pursued new miracles. Medical re- 
searchers solved mysteries of the human body. Understanding 
of bioelectric energy advanced the security of personal belong- 
ings and homes; only an item's owner could activate it. Cancer 
followed polio and typhoid into oblivion. Humanity became a 
more formidable, often unassailable, opponent for diseases and 
viruses. Genetic engineering, once the sole province of the rich 
and powerful, became widespread, and the maximum human 
lifespan reached more than 150 years. A few nations manu- 
factured clones by mass production. Experiments with the 
human genome produced deliberately altered humans, some 
tailored to adapt to new environments, or for a specific prufes- 
sion, or to improve the species. Public understanding of psion- 
ks, still in its infancy, grew with the release of psionic detectors 


and inhibitors. Cybertechnology, once limited to military and di- 
rect medical application, became available to the public, and cy- 
bernetic limbs and organs replaced or enhanced human 
abilities. Implants such as subdermal body art became briefly 
fashionable. 

New industries on Earth and new business opportunities in 
space forced changes in the world market. The giant cartels and 
business groups that had dominated the previous century had 
їп evolve or die. in 2091, Microtel spawned VoidCorp, a corpo- 
rate division that would later play a significant role in history. 
Within а decade, VoidCorp, responsible for all of the corpora- 
lions space operations, accounted for a fifth of Microtel's re- 
sources. Numerous mergers and corporate takeovers allowed 
existing giants to expand. Austrin Arms joined with its competi- 
tor Олі Ordnance in 2089. Equally important, a burgeoning 
middle class with disposable income and spare lime offered an 
unmistakable chance for corporate interests to increase their 
market share and importance in everyday lives. 

Studies in high-energy physics and advances in the under- 
standing of subatomic matter produced a remarkable new tech- 
nology, The Indo-African government revealed the first 
functional mass reactor in 2106. The same mass reactor de- 
sign, with only slight modifications, has stayed in use for four 
centuries, and remains the standard to the present day. Relying 
on the discovery of a nonbaryonic, exotic dark matter named 
duodecim, the mass reactor offered numerous advantages 
over the fusion generator. It delivered greater power output, and 
for the purposes of the everyday engineer, it never needed re- 
fueling. It was safe, easy to operate, and simple to repair. 
Equally important, 2 mass reactor could be miniaturized and 
used to power smaller spacecraft, equipment, and space sta- 
lions. This scientific advance forever changed the world and hu- 
manity's place in it. 

But the golden era of peace was over. 

The mass reactor renewed political tensions as the great 
powers raced to find uses for this new energy source. Ironically, 
while the fusion generator solved a crisis by ending an energy 
shortage, the mass reactor’s overabundance of energy filled the 
powers of the day with the desire to use it In 2110, the first 
systern-explorer стай equipped with mass reactors, the Ulysses, 
soared into space. Over the next four decades, the world pow- 
ers visited, divided, and colonized the solar system, expanding 
their territories and exploiting natural resources from sun- 
baked Mercury to cold, distant Pluto, Another round of minor 
skirmishes developed during the same period, including con 
stant asteroid poaching in the Dort Cloud, as well as the Apple 
Skirmishes of 2122, the Satellite War of 2157, and the Martian 
War of 2155. War in space was something new to human ex- 
perience—it proved to be quick and exceedingly deadly. Each of 
these conflicts lasted only a few days, and was soon forgotten. 

Despite its new technology, humanity was for all practical 
purposes imprisoned within its solar system. The distances be- 
(ween the stars remained too vast to cross. 


First CONTACT 


Hurnanity's success at colonizing the solar system did not ga un- 
noticed. The fraal, an alien species who had lost contact with 
their own civilization, had spent much of their recorded history 
watching Earth, waiting for an opportunity to reestablish contact 
with humans. Their first attempt, almost 10 millennia ago, re- 
sulted in myths about elves, thundering gods, and fiery chariots 
їп the sky. This irrational human response prompted the fraal 
to abandon human contact. 


So the аг! removed themselves from humanity, resetlling 
in distant reaches of the Earth. Centuries rolled by as the two 
civilizations lived apart, one completely ignorant, one watching 
and waiting. 

Human expansion in the 15th and 16th centuries forced the 
fraal to withdraw to Earth's polar regions. As humanity grew in 
numbers and in its understanding of science, the retreat accel- 
erated. First, the fraal took up new homes on the surface of the 
moon. Then they fled to Mars, to Ganymede, and to Nereid. 
After witnessing the second weve of human colonization of the 
solar system thanks to the mass reactor, a consensus formed 
among the fraal to open relations. From its sealed habitat deep 
within Charon's crust, a fraal vessel slowly rose and made its 
way toward Earth. In the early morning hours of July 17, 2124, 
it landed on Earth, escorted closely by a fleet of warships rep- 
resenting each of Earth's six great powers. Of course, news of 
the fraal ship, including some stunning visuals from the Saturn. 
outposts, had already reached Earth, The revelation that hu- 
mans weren't the only sentient life in the galaxy generated a 
mixture of fear and excitement. That the fraal ambassador had 
come to Earth only enhanced the public's emotions, 

Each power made sure that it was represented in this his- 
toric meeting, and each outdid itself ensuring that none of the 
other nations attempted to sabotage it. At the request of the fraal 
ambassador, the delegates from the six powers agreed to meet 
in the Collage de Genéve to discuss establishing formal diplo- 
matic ties. 

‘The news reports showed the alien ambassador calmly 
walking out of his starship, surrounded by a stnall honor guard. 
Bewildering and disappointing thousands of reporters who 
gathered in hopes of interviewing the aliens, the ambassador 
stopped and made only the briefest of statements: "We are not 
here to wage war, change your way of life, ar to side with any 
of your Earth empires on any particular issues. We are a peace- 
ful people who hope to find friends in this vastness of space” 
After repeating his message in several languages, the ambas- 
sadar left behind a stunned press corps and entered ће Collège 
de Genève. 

Despite his comforting words, the {гаа} presence had an 
immediate effect on Earth. Contact with an alien species fanned 
the flames of confusion and political instability. Groups of 
humans immediately aligned themselves for and against the 
fraal. Several groups entered into retreats of their own, either 
out of xenophobia or to seek spiritual guidance. Among these 
recluses were a group of wealthy aristocrats who would, a few 
years later, form a modest but eventually important nation of 
their own, the Borealis Republic. Religious riots broke out in 
Jerusalem, Home, New Delhi, and Mecca as news that mankind 
wasn't the only sentient creature in the galaxy brought religions 
to their knees, Some religious leaders declared the landing a 
hoax, others called for an execution of the demonic aliens. For- 
tunately, the extremists were in the minority and most religions 
openly embraced the fraal. 

The Contact Treaty, signed on October 27, 2124, granted full 
citizenship to ће fraal. Individual fraal could elect to become 
members of any nation, and an independent fraal outpost on 
Ganymede was recognized as a sovereign state. That's all the 
fraal requested. In exchange, the fraal immediately began to 
share their technology with the nations of Earth. 


THE STARDRIVE 


Fraal technology was quite distinct from that of humanity, It in- 
cluded an understanding of psionics that far surpassed human- 


itys. Fraal mental disciplines—what they call mindwalking—be- 
came enormously popular, even among those without the gift 
for harnessing it. The fraal also offered a knowledge of gravitics 
far more advanced than anything humanity had hypothesized. 
By using the force of gravity to augment a fusion reaction, fraal 
grav-fusion cells could far outmatch human fusion generators. 
The true breakthrough that gravitics offered, though, was ће 
gravity induction engine. For centuries, fraal vessels had ma- 
nipulated gravity to produce motion. The induction engine could, 
in layman's terms, bend space so as to make a spaceship "fall" 
in any desired direction. In comparison, reaction drives such as 
the fusion torch or inn engine were crude, slow, and inefficient. 
The gravity induction engine revolutionized interplanetary 
travel, and the colonization of the solar system entered its final 
phase. 

The technology transfer wasn't entirely one-way; at least 
one human technology bewildered the fraal. The mass reactor, 
a unique invention of the century, eclipsed баа] grav-fusion 
cells, The manipulation of dark matter boggled even the best 
fraal scientists. 

The union of the two species’ most advanced sciences—dark 
matter physics and gravitics-produced the only known means 
af traveling faster than light. The first stardrive was activated in 
2160. 

Human mass reactors could generate and apply a level of 
power that the fraal gravitic coils had never seen. Instead of 
causing space to bend, the stardrive broke it. A stardrive- 
equipped vessel dropped into a previously unknown dimension 
instead of moving through normal space. This dimension, 
termed drivespace, is tied to the gravitic plane of the galaxy, 
though even by the dawn of the 26th century the physics of the 
phenomenon aren't completely understood. In its most basic 
sense, the stardrive was an engine capable of hurling vessels 
from one star system to another in a short period of time, 

The discovery of drivespace was monumental, as neither 
humans nor fraal could have found it on their own. The human- 
built mass reactor couldn't access this dimension, and neither 
could the fraal gravity-induction engine. But the two systems to- 
gether created the stardrive, an engine that opened a singular- 
ity portal into drivespace at one location and allowed a ship іо 
emerge ata location light-years away. It was discovered that the 
larger and more powerful the stardrive, the farther a ship could 
travel-up to a maximum of SO light-years in a single staríall 
with the technology of 2501 

But the first vessels didn’t have nearly this range, instead 
traveling only a few light years for every starfall. Nevertheless, 
the light-speed barrier was broken, and this was an incredible 
improvement over conventional travel. The nations of Earth 
began a new era of exploration and colonization. Thousands, 
millions, and eventually billions of humans bid farewell to the 
solar system. In the first years, the six wealthy power blocs led 
the charge to the stars. Slowly, the cost of interstellar travel fell 
to more reasonable levels. Smaller corporations and wealthy 
individuals made the trip. Humans with valued skills indentured 
themselves to a colony to leave Earth behind and explore a new 
destiny. Happy about the influx of resources and personnel, 
Earth's power blocs made the fateful decision to permit unre- 
stricted colonization. 

Many groups, organizations, and corporations tried to write 
themselves into the history of stellar colonization. One of the first 
was a new religion founded only a decade after the creation of 
the stardrive. The Orlamu Foundation, led by Jeff Sendir, one of 
the scientists who produced the first stardrive, left the Indo- 
African League to study both the technological and the theologi- 


tal aspects of drivespace. More than 
1,000 of Sendir's colleagues lett their 
positions with governments and cor- 
porations to join him in his spiritual 
quest for the true understanding of 
ürivespace and the advancement of 
drivespace technology. The foundation 
moved its headquarters to the colony 
world, Prophethome, 

VoidCorp, Microtel's space division, 
created the first drivespace communi- 
tation satellite in 2193, allowing quick 
communications with the colonies 
Previously, the colonies depended on 
slow and expensive message services 
that carried messages aboard drive- 
ships. Demand for the drivesat com- 
munication technology was incredible, 
æ it allowed fast, reliable communica- 
tions between star systems. VoidCorp had proven itself, and the 
division's coffers filled quickly. Microtel ordered VoidCorp to 
take on additional projects, and the division soon added dozens 
of subsidiaries. 

The first of these branches was Insight, incorporated in 
2198. Insight was assigned the formidable task of developing 
ап interstellar Grid to replace the system-bound ones. As a sec- 
ond, continuing goal, Insight was told to improve the Grid, cre- 
ating new technologies that would become essential ingredients 
for every government, corporation, and individual. They imme- 
diately set to work on technology that would allow virtual shad- 
ows to navigate the Grid independently, create new hardware 
that molded man to the machine, and stretch the Grid's reach 
across the drivesats. 

As engineering techniques and understanding of how the 
sardrive functioned grew, so did the size of the vessels. In 2218 
construction began on the first of the three-kilometer-long 
fortress-class ships. Crafted in Earth orbit these massive ves- 
sels were built around the largest stardrives of their time and 
were capable of carrying hundreds of smaller vessels with them 
in their jurnp into drivespace. They also lived up to their name, 
as they were among the most heavily armed and armored ves- 
sels ever constructed. Because of their size and function, 
fortress ships became traveling cities in space. Markets, the- 
aters, diplomatic posts, and more all made their homes within 
these giant vessels. The stellar navies used the fortress ships to 
control distant systems and to keep enemies at bay by project- 
ing significant force over long distances. No individual could af- 
ford to build them. No nation could afford not to. 

Throughout the early 23rd century, the nations of Earth 
raced to build fortress ships and thus control space and their 
colonies, All the major industrial facilities of the solar system 
were fully occupied with the massive projects, so much so that 
entire new shipyards sprang up to meet the continuing demand 
for civilian vessels. With a fleet of fortress ships under the con- 
‘rol of the great Terran powers hy the 2230s, humanity started 
anew period of exploration and colonization. The exodus to the 
Sars from the crowded worlds near Sol accelerated 


Ey 2241, Earth's alliances claimed more than 100 star systems. 
And despite their enviable technology and impressive techno- 
logical reach, the great nations of Earth found themselves faced 
by dwindling influence aut among the stars. Distance, social fac- 


tors, and a fever of independence have 
deposed many powerful rulers in history: 
The empires of Earth began to crumble. 
The six great powers didn't lose control 
of their colonies at any specific moment. 
Their influence diminished gradually, but 
not without notice. As the Terran powers 
stretched their influence into the stars, thay 
established new governing bodies to deal 
with the problems of colonization. Colonies 
were given autonomy in exchange for 
taxes and raw materials that the Terran 
powers needed for continued growth and 
development. Of course, everyone on 
Earth assured that the loyalty of colonial 
leadership was beyond question. 
So the new powers of the era relo 
cated their capitals, corporate headquar- 
ters, and other centers of power. The 
Borealis Hepublic, virtually ignored on Earth, quietly moved its 
capital to the planet Sapphire in 2245 and opened its doors to 
all who wished to join. The Rigunmor Star Consortium, once 
simply an interstellar trading guild, explored and established a 
colonial nation centered around the planet Bazaar. Austrin-Ontis 
Unlimited transferred its management and operations depart 
ments to the planet Powder, an industrial center dozens of light- 
years from Earth. VoidCorp moved its divisional headquarters 
to Catalog, to ‘take advantage of the unique needs and circum 
stances of developing interstellar commerce’ On these distant 
worlds, colonial leaders laid the foundations for nations built 
along principles more to their liking. 

Early in 2246, the Orlamu Theocracy, a colonial territory, 
made contact with the weren, a race of pugnacious creatures of 
incredible strength and vitality. Knowing that the discovery of 
another intelligent alien species would bring а rush of Terran 
powers to the new planet, the Orlamus carried out negotiations 
themselves. The integration of the weren into the Theocracy 
came quickly and easily. Following the model of the Contact 
‘Treaty, the Orlamus offered complete citizenship to the weren 
and pledged not to invade or otherwise develop Kurg, the weren 
homeworld. The powers of Earth learned of the weren only 
when the treaty was presented to them by the Orlamus. With no 
solid grounds for objection, the Terran powers grudgingly rec- 
ognized the Orlamu treaty. 


History proves that the declaration of the Terran Empire in 
2250 was a largely symbolic gesture. The edict proclaimed that 
Earth was the governing body for human colonies everywhere. 
Colonial representatives were welcome to participate in the Em 
pire as nonvating members. The six Terran powers would con- 
trol all legislative and economic affairs. 

The declaration affected Earth more than its colonies, Hu- 
mans and fraal were living full lives without ever seeing the 
light of Sol, and the fledgling stellar governments cared litle for 
the dictates of a distant regime. The newly declared Empire had 
neither the ships nor the manpower to supervise Earth's thou- 
sand distant colonies. Even those loyal to Earth understood that 
the Sol system was a small part of life in the interstellar scheme 
of things. Each of the fledgling colonial governments was be- 
coming powerful in its own right, building starships and vessels 
of war to defend themselves against any threat. 

When decreas from the Imperial Council of Earth arrived, 


the si 
from the Empire increased, however, it became apparent that 
something needed to be done. None of the young colonial gov: 
was willing to take that first step, however. Publicly, 
they obeyed. Privately, they complained, loudly and bitterly. 

p n and fell among the stars, some 
unnoticed by the Imperial Council. The birth of 
Colonial Authority in September 2263 was des 
the ba в of power. Guided by a vision of a hu 
manity united under а le banner and led by the charismatic 
non Gregor Kent, ldan fleets conveyed waves of millions 
nf colonists to their new homes. Nearby colonies joined with the 
affluent and well-equipped Thuldans—some of them willingly, 


others forced into annexation by the Thuldans’ growing military 
and economic power: Fro orld of Мапа, the 
Nariac Пота! under their 


1 leadership. The Terrans didn’t care who ruled the 
ankly, as long as the money kept rolling in. 
voice within the Terran Empire physically re 
moved itself from Earth's dominion, The Hatires, long consid- 
d rai for their autspoken hatred of technology, endured 
voyage to a new planet where they could set up their own 
life. Critics of their faith took the opportunity to attack the 
all, the technology the Brethren deplored was the 

nding their cwn nation. The Hatire their crit 
settled distant colonies, keeping the location of a few of 
them secret. They were cut aff from Earth influence, but also 
from its technology, resources, and support. Many were happy 
to see them go. 

As the colonies expanded outward into space, new worlds 
fell under human control, and inevitably humans encountered 
n species. Hepresei he Rigunmor Star Con- 


5 echalus, a species of humanoids 
that lived with fully integrated cybertechnology. The Rigunmors 
successfully cajoled the aliens into joining their young nation 
with promises of independence and free trade. 

Likewise, VoidCorp discovered the jungle world of Sheya. A 
eam nearly bypassed the resource: 
ey met a primitive alien species. Working 
s before them, VoidCorp neg l; 
sheyan Со VoidCorp executives intimidated the sesheyan 
population into a servitude equivalent to the conditions all Void- 
Corp Employees operate under to this day. That is, the resulting 
treaty between VoidCorp and the sesheyans guaranteed that the 
offspring of sesheyans would toil in perpetual subjugation for all 
time. Other colonies and the Terran media denounced the treaty, 
but no ane was in a position to force VoidCorp to change its 
The sesheyans became the first alien species that hu- 
forced into slavery. VoidCarp stepped up its efforts to find 


mans 


a second 


‘Tensions between the Terran Empire and its colonies mounted. 
The Imperial Council issued comprehensive mandates intendad 
to bring the stellar governments closer to their Terran roots. 
New colonies were given less time to establish themselves b 
fore taxes came due, and the stellar governments were giv 
less grace period before they had to return profits. 

In 2296, an independent explorer made first conta: 
ва, an alien species with interstellar capability. The (ва con. 
trolled a small cluster of stars that they settled without a 
faster-than-light engine. Unlike previous contacts, 
an obvious claim to the tsa, their worlds, or their 
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nology. And so several colonial states—and the Terran Empire 
Isell-tried to justify the annexation of the t'sa. The (ѕа resisted, 
stgadíastly refusing all offers. They had no qualms about join- 
ing galactic society, but they didn’t want to become a client state 
of humanity either. The conflict over the tsa stretched the dis- 
cord between the Terran Empire and the colonial governments 
to the breaking point 

Gregor Kent, governor of the Thuldan colonies, declared in- 
dependence from Earth in 2298 and simultaneously announced 
the formation of the Thuldan Empire. In short order, the Thul- 
dans convinced many colonial governments to proclaim inde- 
pendence and demand recognition as sovereign governments. 
The Thuldan Empire had the strongest fleet among the colonies. 
Once it declared independence, most other colonies follawed. 
Even VoidCorp joined in, thus beginning a hostile divestiture 
from its parent corporation, Microtel. Only the Borealis Repub- 
lic abstained, as internal factions and classes in that nation 
fought their own civil war. 

The six great Terran powers had to act, or they stood to lose 
everything. The Terran Empire gathered its forces, a massive 
armada of military spacecraft. This armada split up to launch 
attacks on the colonies that had declared their independence, 
and soon other nations and stellar corporations became entan- 
led in the conflict. The First Galactic War had begun. The ini- 
tal posturing and sword rattling erupted into open battle in the 
year 2299. Within three years, all of human space was en- 
gaged in an interstellar free-for-all. Earth's power blocs wanted 
to keep governing—and more important, taxing—the stellar 
nations. At the same time, various nations attacked each other, 
looking to increase their spheres of influence and prove their 
military superiority. Everyone had a wrong to right, a slight to 
avenge. Many claimed that the problems were new, but many 
causes of the war could be traced back to events that had their 
origin in a time when all of Earth's people were firmly rooted 
on the planet that spawned them. Even those nations that con- 
sidered themselves allied to Earth broke away to take advan- 
lage of the situation. 

The First Galactic War was vicious, marked by long periods 
of nerve-wracking anticipation followed by sudden, deadly com- 
bat. Some star systems found themselves engaged in long, 
drawn-out battles as fortress ships fought in-system vessels and 
toop carriers touched down on planetary surfaces. It was an 
expensive war, both in lives and resources. 

The conflict dragged on. Earth's six alliances and some stel- 
lar nations were wracked by internal conflict, but the passage 
of years slowly determined a winner. Beginning in 2308, a se- 


ties of campaigns led by the Thuldan Empire dealt serious 
losses to the Terran forces. By 2311, it had become clear that 
the era of Earth imperialism was over, and the Terran Empire 
agreed to arbitrate a settlement to bring the war to an end. With- 
mut an excuse to keep fighting among themselves, the stellar 
nations came to the peace table. 

The Treaty af Earth was drafted in 2312. Amang the condi 
tions of the treaty that ended the First Galactic War were the 
abolition of the Earth-based superpowers, the formal recogni- 
tion of twenty-five stellar nations, and the formation of a 26th 
nation, the Union of Sol, to replace the extinct Terran Empire. 
The Solar Union was much smaller than the Terran Empire, 
made up of the Sol system and just over 100 nearby stars. 


‘The tyrannical Terran Empire was defeated, but little was set- 
tied. Borders between the stellar nations were contested, and 
nations strong and weak behaved more like predator and prey 
than friendly neighbors. For many stellar nations, the treaty of 
2312 was a time for rearmament rather than a chance for last- 
ing peace. GW1 had made clear that no Earth government 
would control space, but it was an open question what balance 
af powers would replace it. 

During the next three decades, tension boiled just under the 
surface, and several small conflicts kept diplomats hopping—but 
a cautious interstellar peace held. Everyone could see a new 
war on the horizon, and so the nations stockpiled military as. 
sets and strategic resources. The previous conflict had taught 
the stellar nations many lessons about spaceborne war. The 
weapons grew more advanced, the battlefield larger, and the 
stakes even higher, Next time, the war would he fought for more 
than freedom-it would be fought for control of space. 

Wise national leaders committed their nations to preparing 
for the worst. Any spark might reignite the wildfire of war. For 
their own protection, the Free Hyrena Society, Nordic Indepen- 
dent State, and New Columbia joined together with a fourth na- 
tion unrecognized by the Treaty of 2312. This union created a 
new stellar nation, the Drion League, in 2321 

Ironically, the anxious time between the wars stimulated new 
growth on all fronts, The borders of Old Space stretched and 
planetary improvements blossomed as nations developed their 
industrial capacity, It was also a great time for exploration. All 
of the stellar nations funded surveys and colonization of distant 
stars and worlds, They expected to be hungry for raw resources 
soon. In addition, no nation wanted to repeat the errors of the 
Terran Empire by allowing unrestricted expansion to undermine 
their future or their sovereignty. For the next 30 years, the stel- 
lar nations claimed more and mare stars. The nations quickly 
reached the top and bottom of the galactic arm, and began to 
spread out toward its edges. Colonies were established over an 
area some 2,000 light-years across, and regions such as the 
Verge, Far Reach, and the Orion Frontier were opened. The 
scars of war began to fade, but a new war already loomed on 
the horizon. 


The Verge received more attention during this period than any 
other frontier region, Why? Popular media may account for 
some of its success, with numerous blockbuster holofilms and a 
catchy term to attract the masses. But economics was a real dri- 
ving force. When the stellar nations searched for resources, the 


Verge offered an abundance. Fortune had gifted that area of 
space with more than the usual number of worlds rich in raw 
materials. National ambition was the second key to the Verge's 
fame. To date, no human had left the Orion Arm of the galaxy, 
the arm of the Milky Way where humanity was born. The Verge 
rests on the edge of that galactic arm, serving as the gateway 
for the next wave of human expansion. No stellar nation wanted 
to be left aut of the Great Leap to the next galactic arm and the 
rest of the galaxy, and so each made great efforts to establish a 
stronghold. 

Scouts explored the region in 2314 and 2315. Colony ships 
visited Bluefall a year later, establishing the first Orion colony in 
the Aegis system and the first human colony in the Verge As 
Aegis grew and became the acknowledged center of Verge 
space, dozens of other colonies were established. Although 
more than 100 light-years separated the Verge from Old Space, 
the cradle of human nations, many colonies were funded and 
organized by the stellar nations. Fortunately, the wealth of un- 
explored stars kept the stellar nations toa busy for conflict. 
Money and manpower poured into the area. It was a prosper- 
ous time for the Vergers. 

But the Verge was viewed as wild, unclaimed space by the 
stellar nations. Colonies and outposts were created to serve the 
needs of their stellar patrons, and the colonists knew the prob- 
lems and confrontations of Old Space. As the tension in Old 
Space grew, tensions within the Verge increased as well. When 
the dark shroud of war overshadowed the bright glow of peace, 
the citizens of the Verge celebrated with their own little wars to 
imitate the confrontation taking place far away. Verge systems 
went to war with their neighbors, each convinced that its parent 
nation had been wronged. 


The spark that set off the next war was the Mutant Uprising of 
‘Tau Ceti. Within the Union of Sol, the Tau Ceti system was well 
defended against foreign attack, but it was unprepared for a re- 
volt from within. In 2346, an uprising financed and supported 
by the Thuldan Empire gathered attention throughout the Stel- 
lar Ring. The rebellion itself was unremarkable, but it was led 
by ‘mutants’—bioengineered individuals whose genes had been 
heavily tampered with to produce extreme changes. Humans 
were split about the worth of such radical changes, but no one 
was indifferent to the suffering of the Tau Ceti population. 

Solar military forces moved in at once to end the unrest. As 
soon as they learned that the rebellion had been funded by the 
Thuldans, threats, accusations, and counterthreats flew through 
the Grid. The Solars accused the Thuldan Empire of creating su- 
permutants to destroy one of the Union's prized systems, and 
the Empire pointed out the inhumane methods the Solars used 
to quell the rebellion. The shouting match quickly degenerated 
into a shooting match between two of the mos! powerful stellar 
nations, longtime opponents in the previous war. 

Despite the public's violent reaction to the Uprising, the event 
was merely a catalyst. Everyone expected a return to the con- 
flicts of GW1, but this war was far nastier and lasted far longer. 
Once the initial flurry of burned planets ended and the first bil- 
lion had died, the war kept going, plunging humanity into a vi- 
olent age. For more than a century, stellar nations waged war 
upon one another. In many regions, the conflict was localized 
and interstellar travel became harder. The huge fortress ships 
built in the previous century to transport humanity across the 
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void of space became pure war machines under the strict con- 
trol of their parent nations. Fortress ships were still the best way 
to take or hold systems, and no stellar nation could squander its 
assets on exploration or transportation. 

Whole regions of space suffered under the onslaught of ter- 
rible superweapons. Stellar nations were sliced up, swallowed 
whole, or wiped out completely by more powerful nations. 
‘Three immensely powerful alliances developed to preserve a 
balance of power, but mostly served to perpetuate the conflict 
In some places, technological advancement ceased as the war 
devastated more and more worlds and targeted centers of in- 
dustry and learning. Some planets were bombed into a primi- 
tive state, falling from the heights of technological achievement 
to the depths of the worst dark age in humanity's history, Other 
planets starved as supply routes were cut. Some worlds suf- 
fered from germ warfare or asteroid strikes. The war was ex- 
pensive, bankrupting nations as trade dwindled and treasuries 
were exhausted to pay for the war effort. Medical research, 
standards of living, arts and sciences—ell fell by the wayside as 
the stellar nations turned their collective resources to the task of 
destroying each other. It was a grim, deadly period, and civi- 
lization came dangerously close to disappearing entirely. 

Humanity pulled back from its expanded borders. Ultimately 
the developed worlds of Old Space were more precious than 
new settlements. The Verge lost contact with the stellar nations 
in 2375 when the Battle of Kendal destroyed the Kendai drive- 
space communication relay, a crucial link between Old Space 
and the Verge. The increasingly exhausted nations forsook fron- 
tier regions, leaving their distant colonies and client worlds to 
fend for themselves during the dark night of war. 

For more than a century, the Verge colonies were on their 
‘own. Some fought among themselves. Others put an end to 
fighting and resumed the business of living. A few waited im- 
patiently for ships or news to arrive from their sponsor nations. 
Several Vergers set out in small driveships to seek news of the 
war; most of these never returned to the frontier. The colonies 
were on their own, and many of the rugged pioneers came to 
like it that way. To the young people born during this period, the 
stellar nations were nothing more than names in their history 
lessons, legends spoken of by the oldest colonists. 

‘The war raged on. After 100 years of bloody strife, it was 
clear that no nation or alliance could walk away from the war 
and claim victory. Indeed, if the war continued much longer, 
every nation would end up bankrupt, decimated, or destroyed. 
In 2465, the leaders of three powerful stellar nations came to- 
gether to work out a solution. These leaders were Warthen 
Hale, President of the Orion League; Alison Breel, Executive 
Guilder of the Rigunmor Star Consortium; and Emperor Regist 
of the Thuldan Empire. They negotiated for weeks in secret, yet 
even these powerful figures couldn’t mandate a peace. That re- 
quired years of work, and effort more painful than anyone an- 
ticipated. But they knew the effort was humanity's best hope. 

‘Years of negotiations, clandestine deal-making, and intense 
planning passed before an official peace could be established. 


Fresident Hale kept the effort alive, It was his vision of human- 
йүз future that inspired the galaxy and gave even the most des- 
ttute worlds hope. Hale's vision became the basis for the Treaty 
of Concord, signed in the Orion League in 2472. The treaty not 
only ended the war, it established the Galactic Concord, poten- 
tally humanity's greatest achievement. 

‘The treaty set forth several conditions that the stellar nations 
agreed to abide by. First, it divided human space into twelve dis 
tinct nations. Second, it established the Galactic Concord, an in- 
dependent nation made up of worlds, people, and resources 
donated by the war's twelve survivors. The Concord was given 
the duty of preserving the peace, negotiating differences be- 
tween the nations, and generally overseeing humanity and its 
befriended species throughout space. 

The Concord had three qualities that placed it above the petty 
quarrels of even the best stellar nations: a grand purpose, a 
unity of vision, and a moral compass. It was a mix of individu 
als from all stellar nations, giving it a tolerant attitude that al- 
lowed it to see beyond the borders of any single nation. If 
humanity was to survive as a collective force in the galaxy, this 
attitude and vision would be needed in the years ahead. 


In 2496, the Galactic Concord's efforts to repair drivesat relays 
on the frontier yielded a major success. While no word had yet 
come from Far Reach ar the Orion Frontier, the newly repaired 
relay orbiting the star Kendai received the first message from 
the Verge in over 100 years. The Concord welcomed the news, 
but it also feared what might lie behind the message. 

“Borealis colony Silver Bell at Hammer's Star, calling any 
FreeSpace Alliance vessel,” the drivespace message began. "We 
are under attack by ... Repeat, the colony is under heavy at- 
tack by unknown forces. Send help. Repeat, send help. It's May 
3rd, 2489, We need help, damn it! Please ... ^ 

The message repeated. A reconnaissance team was quick- 
ly assembled and launched. When tha Concord fortress ship 
Monitor reached Hammer's Star in 2497, eight years after the 
message had been recorded, it found a decimated planet. The 
colony had been destroyed. There were na survivors. Concord 
observers were able to determine that the colony was destroyed 
їп а matter of hours. 

As the Monitor made its way through the Verge, contact re- 
sumed with Aegis and many other systems. The other colonies 
reported the loss of contact with the Hammer's Star system, but 
по one had an explanation. Verge ships sent to investigate the 
silent colony had found nothing but ruins. Silver Bell never 
called nearby systems for aid, probably because it had been at 
war with its neighbors for years. None of the other colonies re- 
ported attacks or unknown invaders, though the Concord heard 
disturbing rumors of such attacks in the months ahead. 

By the end of 2500, the Concord had established several key 
bases in the Verge and was helping the region rejoin the galac- 
tic community. Unfortunately, the Concord’s resources were 
spread thin, many Verge worlds regarded the Concord with sus- 
picion, and some even saw the Concord as a new enemy. Mare 
over, the stellar nations returning to the Verge were eager to 
bring their lost colonies back into the fold. At least half of the 
Verge systems made public a desire to remain independent. To 
this list of problems, the Concord found persistent evidence that 
some unknown enemy threatened not only the Verge but all of 
human space. 


The year is 2501. Its the dawn of the 26th century, and while 
hopes of a bright future linger, sa do the shadows of ancient 
wars. Hatred dies hard, old enemies have long memories, and 
new dangers haunt the edge of space. Every nation seeks an 
advantage, and most include war as a means to their goals. Та 
further complicate affairs, some nations are already expressing 
disdain for the Concord and the current order. 

War looms on the horizon despite the Concord's determined 
efforts to lay the foundations of peace. This war might come 
from within, as stellar nations struggle for power and aliens 
seek influence. Or it might come from outside, where a myste- 
rious threat lurks, waiting for a chance to strike. What will this 
century hold for humanity and its allies? Individuals and their 
actions will set the course. Throughout human space, explorers 
and traders reestablish ties and regain knowledge Inst in the 
war. The routes to the frontier are reopening as the Verge re- 
turns to the galactic community. In the unsettled systems, new 
opportunities arise constantly for a hero to step forward and 
make a name for himself. 


Star*DRIVE SHORTHAND 
‘When discussing a particular individual, it is often conventent 
to know a few facts but not the character's lile history or pre- 
cise abilities. Some supporting cast members are briefly de- 
scribed by [species-sex/nationality/profession-level]. Far 
example, a level B female human spy of the Concord would 
be described as [Hi/Concord/FA-B]. Professions include 


Combat Spec (C3), Diplomat (DCS, DFA, DTO, or DMW), Free 
Agent (FA), Mindwalker (MW), Tech Op (T0), and Nonpro- 
fessional (NF). 
Species Copes 

Code Species 

B аа] 

H human 

M mechalus 

ü other 

5 sesheyan 

уу (ва 

wW weren 

X mutant 

NATIONALITIES 

Code 

Austrin Austrin-Ontis Unlimited. 

Borealin Borealis Republic 

Hatire Hatire Community 

Insight Insight 

Nariac Nariac Domain 

Orion Orion League 

Drlamu Orlamu Theocracy 

Rigunmor Rigunmor Star Consortium. 

Starmech StarMech Collective 

Thuldan Thuldan Empire 

‘Solar Union of Sol 

VoidCorp VoidCorp 

Concord Galactic Concord 

System Name Verger 

Independent Independent 


TIMELINE 


The fusion generator is developed. Six world powers 
rih: the American States, the European 
Federation, th cific Bloc, the 
do-Atr ague, and Microtel. A period of peace 
and prosperity begins 
Pacific Bloc builds first permanent lunar colony 
Permanent manned colonies on Mars established. 
The mass reactor is developed by the Indo-African 
League, forever changing the world. A period of ten 
and competition begins between the world pow 
that eventually involves even the client states 
he first s raft fitted with mass reactor power 
sources roll off the assembly lines, and system ex 
plorer vessels are quickly developed. Over the next 
50 years, the world pow 
and finally colonize most nf the solar sys 
Humans make first contact with the fraal. 
The Borealis Hepublic founded on Earth. 
Баа! science combines with human technology to 
te the stardrive. Wit ne, space ves 
sels can now travel out of the solar system at rela 
tively fast speeds due to the stardrive's ability to 
access drivespace 
зе Drlamu Foundation, later the Thencracy, colo 
nizes planets of its own 
VoidCorp constructs first drivespace communicati 
satellite 
First fortress-class ships are designed and construc 
tion begins. 
The first fortress ships, vessels capable of leaping 25 
it-years in a single starfall, are completed. A new 
era of exploration and colonization begins. 
More than 100 star systems fall under the control of 
the various Earth powers and growing colanial pow: 
ers. Ties to Earth begin to fray. 
‘The Orlamu Theocracy contacts the werer 
Тһе Earth alliances declare the formation of the Ter 
ran Empire to stem the tide of colonial nationalism 
and ret 'ontral of their extensive holdings. 
Gregor Kent founds the first Thuldan colonies 
The Nariac Domain 
The Hatire Community is formed. 
The mechalus civilization is encountered by the 
Figunmor Star Consortium 
VoidCorp encounters the sesheyans. 
Civil war begins in the Borealis Republic 
First contact with the fsa. 
The Thuldan Colonial Authority declares indepen: 
dence. 
The First Galactic War begins, partially inetted by the 
refusal of the tsa to join the great Terran Empire or 
one of its young colonies. The Terran Empire seeks 
to crush the rebellious colonies. The Guilder Conclave 
declares the independence of the Higunmor Star Carr 
sorti 
StarMech declares itself an independent nation. 
The First Galactic War ends with the signing of the 
"Treaty of Earth. The Terran Empire is replaced by the 


Union of Sol. Twenty-six stellar nations are recog 
nized. The Interbellum begins. It's a period of new ex 
ploration, scientific growth, and development. The 
ultimate range of the stardrive increases from 25 to 
SO light-years 

‘The first explorers reach the Verge. Members of the 
StarMech Collective explore the Tendril system. 

Four nations, the Orion Nation, the Nordic Indepen: 

dent State, Free Kyrene Society, and New Columbia, 
form the Orion League. 

The Hammer Research Group explores Hammer's 
Star, the last system in the Verge to be settled during 
the Interbellum. 

The Mutant Uprising of Tau Ceti sparks the Second 
Galactic War, Nastier than the first, this war plunges 
humanity into a violent dark age. 

Emperor Decret announces the formation of the Ex 

pansion Fentad, which includes the Thuldan Empire, 
VoidCorp, the Hattre Community, the Nariac Domain, 
and the Dreth Commonwealth. The Orion League and 
the Borealis Republic announce the formation of the 
FreeSpace Alliance. The Rigunmor Star Consortium, 
the Union of Sol, Austrin-Ontis Unlimited, and 
StarMech together form the alliance known as Profit 
The Battle of Kendai, The drivespace communications 
link to the Verge is destroyed. 

Representatives from Insight, a division of VoidCorp, 
clandestinely meet with leaders of the FreeSpace Al 

liance and share Expansion Pentad plans and secrets. 
‘The turning point of the war 1s fought at the Battle of 
Songham. The Thuldan Empire and the Expansion 
Pentad are pushed back after almost 70 years of suc 

cess. The “gentleman’s agreement” between the Free- 

Space Alliance and Profit ends. 

Insight declares its independence. The VoidCorp Grid 
crashes. 

Leaders of the three great alliances meet to negotiate 
a peace at the Alkaid Conference 

After years of effort, an agreement is signed to end 
the Second Galactic War. The Treaty of Concord es: 

tablishes the Galactic Concord, a political body made 
up of representatives of each stellar nation and de 

signed to maintain the peace, settle disputes, and 
bring unity to the galaxy. The stellar nations go about 
the business of reconstruction. 

The Borealis Colony on Spes, a planet orbiting Ham 

mer's Star in the Verge, is attacked and destroyed by 
unknown forces. 

The Kendal drivespace relay is rebuilt. Contact with 
the Verge is reestablished, transmitting the seven: 

year-old recorded distress call from Hammer's Star. 

The Concord fortress ship Monitor arrives in the 
Verge and begins a tour of major star systems on the 
way to Hammer's Star. The Monitor finds the Silver 
Bell colony a battered ruin. 

The present. 


‘The depths of space are quite literally beyond our ability to fully 
conceive. So, it's no great surprise that within this vastness one 
finds numerous places to go and wonders to behold. The galaxy 
of 2501 is filled with nations of humans, worlds of alien species, 
mutants, robots, mindwalkers, and more. There's never been a 
better time for heroes to find adventure, 

In all this wealth of opportunity, there are four principal 
models of play that heroes can enjoy; exploration, intrigue, mil- 
itary, and trade. Each model can support hundreds of adven- 
tures, each different and uniquely entertaining. Information to 
support each of these styles of play can be found throughout 
this hook. Players and Gamemasters can concentrate on one or 
two models, or jump between all four. 


EXPLORATION 


This model of play reaches out to the wonder and mysteries of 
the galaxy. Discovery, ultimately, is the reason humans tock to 
the stars. In this campaign, the heroes form an exploratory 
team. They're outriders on the frontier and the leaders of dis- 
covery. Perhaps they represent a professional interest, commis- 
sioned from a guild or government. Corporations employ scouts 
to look for profit and precious resources. Stellar nations con- 
tinue their philosophy of expand or die. The Galactic Concord 
views exploring and contacting new species as part of ils char- 
ter. Finally, there's the independent company of heroes. Maybe 
they've devoted their lives to the frontier. Ur they may count on 
a discovery to produce the next great technological advance—or 
at least a hefty finder's fee. 

This book contains lots of information to help a campaign fo- 
cused on exploration. Bead through the next chapter, especially 
the section on star travel, to get familiar with whats possible. 
‘The Verge is a great place to begin. The descriptions of the set- 
lled systems in Chapter 4 provide some worlds to visit. Ulti- 
mately, an exploration campaign is founded on imagination; as 
heroes peel back the border, players and Gamemasters must 
plot for themselves what lies beyond. 


This style of play emphasizes diplomacy, espionage, courtly in- 
irigues, and games of death and deceit on a galactic scale. He- 
roes become a part of the galactic game of power. They could 
assume the roles of interstellar diplomats, preserving the peace 
in a desperate galaxy. Or they may be part of a government 
agency determined to advance the interests of a single nation. 
Or they may find employment among corporations large or 
small; the lure of the dollar hasn't diminished. Perhaps they're 
involved in the formation of an entirely new government. What- 
ever the mission or its source, this style of play showcases role- 
playing, plotting, and high drama. 

Chapter 3: Stellar Nations should be your starting place for 
this model of play, It describes the goals and differences be- 
tween the thirteen powers that control explored space and the 
web of alliances and conflicts that divide humanity. In the Verge 
(Chapter 4), there is no greater center of power than the planet 
Bluefall in the Aegis system. But throughout the region, the in- 
teresis of stellar nations conflict with one another and with the 
desires of local governments. 


MILITARY 


This model of play emphasizes action-oriented conflict between 
heroes, antiheroes, and villains. The heroes may be Concord 
Marines, sworn to peacekeeping on the frontier. Or they may be 
soldiers trained to protect valuable assets and strategic sites. 
Maybe they're mercenaries who work in the Verge because 
their skills are in such demand by all sides. They may be a unit 
of ground infantry, special forces infiltrators, or ће crew of a 
cutter or corvette. Whether they are attacking a rival nation or 
defending humanity from an unknown enemy, the heroes in this 
style of play thrive on adrenaline and the pulse of action. 

For details on how to flesh out a military campaign, read 
through the "Military" and “Travel & Piracy” sections of the next 
chapter, They contain information on available technologies 
used in conflicts small and large. Chapter 3; Stellar Nations can 
help you determine the likely sources of conflict between gov- 
ernmenis. Finally, star systems such as Algemron and Ham- 
шег Star provide a fantastic battlefield of the future. 


TRADE 


The trade model of play invites more realistic and materialis- 
tic heroes to take a second look at how society really works. 
Why do humans explore? Tn discover new sources of material 
and open new markets; in other words, to make money. Why 
do stellar nations compete? Th increase their economic domi- 
nance and resources. Or, tn put it another way, to make money. 
Why do soldiers fight against one another and against foreign 
threats? To protect current holdings and seize new ones. Money 
again surfaces as a motivating factor, 

There's nothing ignoble in the quest for the Concord dollar. 
This model of play emphasizes trade and commerce; the heroes 
are free traders, smugglers, or corporate merchants. Profit is 
the driving force of this campaign style, but it can also feature 
exploration, alien contact, and combat as the heroes go about 
earning a living along the space lanes. 

‘The place to begin building a trade campaign is with the 
“Economy & Commerce" section of the next chapter and the 
"Ships" sections of Chapter 5: Hera Creation. After that, a Game- 
master can use TABLE 52: COMMODITIES (see page 26), which de- 
scribes the exchange rate for various commodities in demand 
in the Verge. The best places for a general trade campaign in 
the Verge are the Tendril and Oberon systems. 

For a life on the seamier side, the Lucullus system is an ex- 
cellent place to base a campaign concentrating on trade or 
piracy. Thousands of independent traders have flocked to the 
system to escape the regulation, taxation, and tariffs of other 
Verge systems. Anything goes in Lucullus, but as long as a 
trader can cough up protection money or fight to prove that he 
doesn’t need protection, he can get along just fine. 


OTHER Mopets 


Players and Gamemasters can also use the information in this 
hook tn create their own games: epic campaigns of technologi- 
cal wonder, stories of far-future murder and mystery, horrific 
dramas exploiting the sensibilities of the human mind, or daring 
tales of fledgling colonists determined to establish a better to- 
morrow оп a planet fraught with challenges. The future is open 
to heroes as never before. 


The SrAR*DRIvE campaign contains an 
entire galaxy of amazing technology. 
This chapter introduces you to impor- 
tant elements of the setting and how 
they will affect your plots and adven- 
tures. After-all, for heroes to succeed 
they must understand the wonders 
they'll encounter. All heroes should 
understand the advances of science and 
medicine, the complexities of travel, the 
military strategies of 
the day, the specifics 
of commerce, and 
the religions of the 
time, they should 
also have a passing 
familiarity with 
psionics, cybertech- 
nology, and robotics. 


KAORI алк} 
ЧЕТ 


Of course, with thousands of stars to 
explore, some of the ‘generalizations 
made-here won't apply to specific loca- 
tions. Some star systems may lack inter- 
stellar travel. Local economies may func- 
tion ‘by’ barter, or they might deny 
notions of ownership entirely. For 
example, the. Second Galactic War left 
many planets as battered ruins, includ- 
ing some worlds: deep. in the heart of 
Old Space. And who 
can predict what 
explorers may: find 
out on the frontier? 
Heroes, be fore- 
warned: Surprises 
are part of the job 
of interstellar 
adyenture. 


"uU EXELGX 


SCIENCE & TECHNOLOGY 


The era of plentiful energy that began in 2160 is generally 
called the Gravity Age, and it has delivered the miracles it 
promised. The era's namesake science, gravitics, has affected 
all elements of daily life. Spacecraft slide across star systems, 
traveling hundreds of millions of kilorneters in just a few hours, 
using gravity induction engines. The mass reactor and the 
dardrive that gravitics produced both offer enormous power 
and an outlet to the stars. 

Affordable power seeps into the homes of citizens and the 
offices of small businesses. Skycars fill the air, powered by 
induction engines. Luggage is rendered weightless by mass 
meutralizers. Mass transceivers keep friends, relatives, and pro- 
fessional contacts in touch with instantaneous communication 
within a star system. The Gravity Age has also unlocked the 
ability to create holographic images in free air; holo has re- 
placed video as the medium for art, movies, and advanced com- 
puter interfaces. Holobroadcast has replaced television. 

Personal technology keeps people constantly connected to 
society. Computer pads and comm gear are available to every- 
one. Gauntlet technology has become the rage; electronic plates 
Ine the arms of older businessmen, adventurous space jockeys, 
and young gridpilots. Professional gauntlets offer easy access to 
information and guidance. Computer gauntlets and gridcasters 
provide a never-ending flow of data from the Grid. 

То counter the аде? invasion of privacy, those seeking soli- 
tude face some simple choices. Biolocks demand a precise 
binelectric signature and prevent unwelcome intrusions. Anti- 
scan weave can shelter individuals, vehicles, or domiciles from 
unwanted perusal. Sensor detectors reveal prying eyes or 
machines. Ultimately, the answer to overcrowded metropolises, 
burdened infrastructures, and nervous urban psychologies is 
the push into open space where people can begin anew. 


WORLDS OF THE ORION ARM 


The wonders just described are common on first worlds. The 
dassification of planets as first, second, or third worlds has been 
in common use for more than a century, In 2501, the terms de- 
scribe a planets overall level af civilization and technology. The 
first worlds of Old Space, including the stellar capitals, are 
sprawling city-planets of a scale never imagined, home to tens 
of billions. The worlds of the Sol system remain the most ex- 
теше example, inhabited by more than 100 billion humans, 
faal, and other sentients. Current surveys place the total num- 
ber of first worlds at just over 200. Almost without exception, 
first-world environments easily sustain human life. They're the 
jewels of human space, valued and well protected. 

Second worlds are more common; humanity has established 
several thousand of these. Second worlds average a population 
of a billion sentients or less, and their natural environments 
may be uncomfortable for, or even incompatible with, human 
life, Since Earthlike worlds orbit fewer than 1 in 10,000 stars, 
most of the colonized worlds nf Old Space fit into this category. 
Many of these worlds are rich in minerals and resources but too 
alien to become popular homes for free citizens. Others may be 
habitable, but they have yet to grow in population. Technology 
remains state of the art or close. In the Verge, most govern- 
ments recognize Bluetall, Alaundril, Lison, Alitar, and Galvin as 
second worlds. 

Third worlds include any (mostly) self-sufficient settlements. 
These budding worlds may depend on trade to provide specific 


goods (as do many first and second worlds), but in return they 
provide resources to pay for that support. Technology and cer- 
tain goods are scarce in comparison to more developed worlds. 
Third worlds are uncommon in Old Space and growing even 
less common all the time. In the Verge, most independent plan- 
ets and systems fit into this category. 

Uninhabitable worlds don't always remain uninhabitable. 
Terraforming is extraordinarily expensive, costing trillions of 
Concord dollars and years of effort even for the simplest aper- 
ations. Nevertheless, many stellar nations and even wealthy 
colonies and corporations are sometimes willing to pay the 
price. Terraforming more radical shifts in planetology and plan 
etary orbit can give even a stellar nation pause; the costs esca- 
late rapidly at this scale of effort. Today the most famous feat of 
terraforming is the home system of the Thuldan Empire, where 
brilliant engineers have coaxed five planets into lush habitabil- 
ity. Thuldan Prime is simultaneously the pride and the expen- 
sive crown jewel of the Empire. 

l's worth noting that the descriptors first world, second 
world, and third world that describe a planets development 
have no direct correspondence to the system used by environ- 
mentalists and planetologists. For scientific purposes, Class 1-3 
planets describe a relationship to Earth-normal; Class 1 is very 
close to Earthlike, Class 3 is very far Class 4 planets are gas 
giants, and Class 5 planets are airless rocks or other bizarre 
forms. (See page 197 of the Gamemaster Guide for more de- 
fails of this classification system.) 


STANDARD TECHNOLOGY 


In the SrAn"Dniv setting, human technology stands at Progress 
Level 7, as described in Chapter 9: Goods & Services in the 
Avrenniry Player's Handbook and in the Gamemaster Guide. 
Gravity Age technology is the commonly accepted definition of 
cutting edge. Within the borders of Old Space, this technology is 
taken for granted by the average citizen. Nevertheless, many 
items developed during the Fusion Age remain in widespread 
use. Items originally introduced more than 200 years ago are 
still produced by most factories. The design of Fusion Age gear 
is often less expensive, and it has a proven track record that 
some recent innovations lack. 

As for alien technology, several species that humanity has 
encountered have demonstrated at least one superior technol- 
ogy, but none have shown a broader range of expertise. The 
mechalus remain clearly superior in computer hardware and 
organic interfaces, the fraal lead in gravitics and in the mind- 
walking sciences, and the (ва have long since perfected cryo- 
genic technology. But while each of these species has brought 
something new into the scientific or technical realm, no living 
species has reached beyond humanity's ability to understand. At 
least, no species has revealed such an advantage so far. 

The results of humanity's overall technological dominance 
are widespread. The most obvious sign is the relative size of the 
human population compared to the sentients that humans have 
encountered, While humanity is prolific and prone to explo- 
ration and expansion, the fact that humans and the fraal dis- 
covered the stardrive is the key behind humans and fraal 
outnumbering other sentients forty to one. For the last century 
or more, the human-led stellar nations have shared their tech- 
nology. Yet it will take a century or more before the other sen: 
tient species of the Orion Arm can boast a true equality, 


COMMUNICATION 


Fast and reliable communication is critical to the maintenance of 
empires, the growth of free thought, the needs of a modern 
economy, and the deployment of military assets. As humanity 
has grown, the farnily of humans and aliens is increasingly re- 
liant on communications technology to stay in touch. 


PLANETARY 


On a planetary scale, communication has been cheap and in- 
stantaneous for almost five centuries. An armada of satellites 
orbits all developed worlds, dedicated to providing connectivity 
to the citizens below, The average citizen carries comm gear in 
the form of a data slate, headset, or computer gauntlet. The 
same network of satellites provides audio, video, and halo 
mediums, serving as the backbone for the Grid. 


INTERPLANETARY 


For communicating within an individual star system, the limits 
that light speed imposes make the use of radio and laser medi- 
ums cumbersome. Within the familiar Sol system, for example, 
a message from Earth takes more than four hours to reach 
Neptune; any reply takes just as long. Since radio waves are in- 
expensive and easy to generate, many star systems continue to 
rely on this method. But for a culture that has grown beyond a 
single planet of a star system—or for one with the ambition to 
do so—radio and laser mediums simply don't produce the de- 
sired result. 

The mass transceiver—invented by the VoidCorp division In- 
sight in 2330-revolutionized in-system communication. While 
а thousand times more costly than radio, the mass transceiver 
accelerates compressed and massless graviton packets. Instead 
of propagating normally--that is, at the speed of light-these par- 
ticles move at several times their normal speed, making com- 
munication near a star effectively instantaneous. The new 
technology changed the nature of the average star system; an 
entire system could suddenly be administered from one point. 
‘Today, most planets and ships rely on the mass transceiver. 

The mass transceiver suffers under a single limitation that 
has prevented it from becoming the instrument used for com- 
munications everywhere. Since the transceiver depends on the 
star's gravity as a carrier frequency, its range is limited by the 
star's own mass and gravitational well. Communication beyond 
a star's cometary belt is impossible. For the typical G-class star 
similar to Sol or Aegis, that places the maximum range of the 
mass transceiver at about 100 AU. For larger stars, that range 
tan extend up to 10 times that distance; for the smallest red 
dwarfs, the range of a mass transceiver may be only 10 AU. 


INTERSTELLAR 


Drivespace communication relays predate the existence of the 
mass transceiver by a century. Nevertheless, the mass trans- 
ceiver's limitation to a single system makes drivespace com- 
munication the standard for transmitting messages between star 
systems. Drivespace communication utilizes the same principles 
as the stardrive itself to send a relay momentarily into drive- 
space. Since the drive relay isn't actually traveling anywhere, its 
trip tà and return from drivespace are nearly simultaneous. 
During the few seconds thal a drivesat sits in drivespace, it 
launches an energy carrier wave to other drivesats within 50 


light-years. These transmissions take 11 hours to reach their 
destination, and thus contact between star systems always op- 
erates on a delay. Messages traveling from the heart of Old 
Space to the edge of the frontier-same 1,000 light-years away— 
take about nine days to reach their destination, carried over a 
network of relays. A reply takes the same time. 

The political, military, and economic impacts of drivespace 
communication are endless. Drivespace communication makes 
the existence of interstellar nations and empires possible, but its 
limitations place some heavy burdens on these institutions. Be- 
cause communications are slow between systems, economic 
forecasters must accurately predict the need for resources; 
ships that respond to changing market needs are even slower. 
Military forces suffer the same problems, during the Second 
Galactic War, drivesats were primary targets Finally, delayed 
contact diminishes the ability of central governments to contral 
individual systems. Hence regional authorities possess consid- 
erable power, even within huge stellar nations. 

For the stellar nations, nowhere are the lines of support and 
communications longer than those to the Verge. Only three 
Verge systems can boast drivespace relays. Tendril, Aegis, and 
Hammer's Star have been home to relays since before the Sec- 
ond Galactic War, and the Concord Communications Commis- 
sion has recently completed overhauls of all three. The high cost 
of drivespace relays hasn't encouraged their proliferation on the 
frontier, but several stellar nations have begun to consider such 
constructions. Tb stay in touch with the rest of human space, all 
Verge drivesats depend on the crucial link at Kendai, one of the 
few inhabited systems in the barren stretch between the tamed 
regions of space and the Verge. Since the Kendai relay was re- 
stored in 2496, it has become one of the most active drive- 
comm relays outside the heart of Old Space. 

Frontier systems without a drivespace relay must depend on 
merchants who carry messages much like any form of cargo. 
For a fee, these data merchants deliver messages between 
colonies and the nearest drivespace relay. To prevent tamper- 
ing, sophisticated cryptography protects the privacy of trans- 
missions. The profit margins in message traffic generally aren't 
exceptional, so most merchants use it only to supplement their 
normal trading. In addition, today all data merchants must be li- 
censed by the Concord Communications Commission—and the 
CCC has high standards, The CCC's lengthy background checks 
ensure that message carriers of the 26th century can be trusted. 

Inotrading's weakness, especially in the Verge, is its vulner- 
ability to outside interference. While drivespace communica 
tion is almost invulnerable to malfeasance, the same cannot be 
said of the many independent traders and small corporations 
that deal in messages. Despite the best efforts of the CCC, mail 
carriers are still lost to accidents and attack by undisciplined 
rogues and desperate pirates. Star Force, the Galactic Concord’s 
spaceborne military, suffers public condemnation for its inabil- 
ity to end piracy, but the brutal fact is that Concord resources 
are just too thin in the underpopulated systems and less-trav- 
eled star lanes to stop piracy entirely. 

Music gauntlets produce symphonies unimagined by the 
previous generation. Hypochondriacs wear the same medical 
gauntlets paramedics use. The paranoid carry weapon detectors 
to reveal the armed and dangerous. Psi-detectors reveal 
whether neighbors probe each other's minds. And sensor 
gauntlets enable scientific exploration—or simply permit bored 
citizens to watch over neighbors and gossip. 


Whal once intrigued scientists, computer freaks, and hackers is 
now a relatively ordinary facet of the universe, The Grid is taken 
for granted as just another part of a technologically enhanced 
Ife, along with computer gauntlets, holobroadcast entertain- 
ment, and interstellar travel. It's such an essential part of every- 
one’s life, in fact, that the average citizen of the 26th century 
wouldn't know what to do without it. The Grid is an electronic 
world where businesses, governments, the military, and com- 
mon citizens all interact. Vast amounts of information infuse the 
Grid, and even the most paranoid corporations store valuable 
records within it; there’s simply no easy way to access records 
fom a distance unless they are on the Grid. 

Gridspace is, quite simply, the medium for all forms nf com- 
munication. It includes all categories, ranging from private 
person-to-person holographic conversations іо holobroadcast 
entertainment programs watched by hillions. Centuries ago, it 
teplaced telephone, coaxial, fiber-optic cable, television, and 
radio. Now, it's an instrument that encompasses and exceeds all 
of its predecessors. 

The Grid can no longer be divided into districts, regions, or 
even planets. Thanks to the existence of mass transceivers, the 
Grid stretches to include entire star systems. For this reason, 
when analysts rate the communications quality of a star system, 
theyll commonly refer to the Sol Grid, the Tau Ceti Grid, or the 
Tendril Grid. A system's Grid quality is determined simply by 
how well its maintained and the bandwidth it can sustain. In 
turn, the quality of its Grid can help make a star system either 
a bustling beacon of modern times or a backwater nowhere. 

The exact condition of a system's Grid depends on its loce- 
fon and its owner. The basic rule is this: The farther out from 
08 Space a system is, the less current its computer infrastruc 
ure is likely to be. The core worlds and stellar nation capitals 
are home to the most sophisticated Grids in explored space. Ex- 
teptional cases such as Insight and VoidCorp systems univer- 
sally maintain the most up-to-date computer technology. On the 
other hand, Hatire and Austrin-Ontis systems both lag signifi- 
tantly behind the tech curve. 

Of course, at any moment individual computers or networks 
within a system Grid can be as open or restricted as their op- 
erators desire. Security on the Grid ranges from nonexistent to 
extreme, Military and corporate sites frequently have strong se- 
curity measures except in their general information areas. The 
importance of the Grid has created a new area of law that has 
merged with the rest of the criminal code, For example, break- 
ing into a corporation's financial records is prosecuted as crim- 
inal trespass. Protecting one’s Grid domain is perfectly legal, 
however, so a security shadow that destroys an invading 
shadow within a company database has committed no crime. 


THE INTERSTELLAR GRID 


The Stellar Ring is the most densely settled part of space, with 
cultures that span literally thousands of individual star systems. 
Over such distances, people depend on the interstellar Grid to 
stay in touch within and between stellar nations. And the inter- 
stellar Grid depends on the constant work of drivespace com- 
munication satellites. 

Within the confines of the Stellar Ring, drive relays serve 
every populated star system. As everyone knows, all message 
traffic within the Stellar Hing works under a delay of at least 11 
hours—the time it takes communications to travel from one dri- 


vesat to another, And the larger the distance between two sys- 
tems, the more drivesats a message must be relayed across, 
and the longer it takes. Even within crowded Old Space, news 
can be delayed as long as two days. 

Farther out, delays between a communique and its source 
grow longer. Along the frontiers, information lag from the Stel- 
lar Ring can grow incredibly long by the standards of the day. 
Businessmen must make do with data that's days or even weeks 
old. More important to the governments, maintaining ties to 
people, bureaucracies, and military assets is equally difficult. 
The delay is especially annoying for professional computer 
users and gridpilots, Whenever someone wants to obtain infor- 
mation from a database outside his or her own star system, it 
takes at least 22 hours to get it. And that's if the data can be re- 
trieved over a single relay—greater distances increase the delay, 

For data retrieval from public databases, users transmit sim- 
ple requests, launching search engines to capture the data and 
return. Use of drivesats and entry to target databases requires 
access fees. For more complex actions in distant Grids, gridpi- 
lots rely on Insight’s engineering triumph: shadow technology. 
After a shadow is generated to represent the gridpilnt's interests 
and fulfill his or her mission objectives, it can he transmitted 
much like any other form of data. 


Systems WirHout Drive RELAYS 

Grid ghettoes are those without drive relays: the ‘deaf Grids” 
that cannot communicate directly with other Grids. Operating 
within the confines of a deaf Grid is the bane of computer users 
and gridpilots everywhere. Yet use it they must. In these far- 
flung systems, the only meens of transmitting or receiving any- 
thing—data, programs, or shadows—is through the computer 
storage banks of a driveship 

The situation is too bizarre for the modern gridpilot to con- 
template, First he must pay a data merchant to take data to its 
destination directly, or to a system that has a drive relay. Either 
way, it's likely to take weeks, since if the system didn't have a 
drive relay, it's also likely to harbor only small driveships. Such 
small ships generally cannot reach a settled system in a single 
starfall. CCC oversight of these systems is often minimal. As a 
result, dala access in these systems is slow, extraordinarily ex- 
pensive, and completely unreliable, since communications may 
be intercepted, altered, or even misrouted when traveling either 
in or out of the system. 


GRIDPILoTs 


For a select few, the Grid transcends ordinary existence and is, 
instead, reality's underlying truth. These true believers are the 
gridpilots, the masters of the virtual world, Their understanding 
of the Grid goes beyond the simple user knowledge of the 
masses. Gridpilots create and alter the electronic world. Part 
programmer, part mechanic, and part security expert, gridpilots 
can command their own salaries in the business world. Or they 
can enjoy an electronic life unacknowledged by the powers of 
the day even as they take advantage of them. 


Grip News AGENCIES 
‘The Galactic News Agency is an interstellar network of holo and 
Grid reporters who operate throughout human space. In the 
Verge, the TransVerge Network (TVN) fulfills much the same 
function. 


Despite the vast space humanity has settled, galactic citizens ex- 
pect fast and reliable transportation to any destination in any 
system. As a result, vehicles restricted to the muddy earth are 
obsolete. The Fusion Age introduced directed thrust engines and 
flying cars, and 26th-century gravitics provide an elegant alter- 
native: sleek skycars gliding on the invisible waves of gravity. 

The physics behind this гаа] technology are well understood; 
gravity induction engines generate an artificial curve in space. In 
essence, the engine tricks space into believing that a very large 
object lies in front of a vessel, and so it naturally falls forward. 
Sports coupes fill the skyways, enjoying a velocity of thousands 
of kilometers per hour. Family sedans zoom through the atmos- 
phere, carrying passengers anywhere on a planet. Expert pilot- 
ing systems protect even unskilled drivers fram accidents 


Between planets, travelers on a budget offen choose commer- 
cial system liners. These commercial liners may accommodate 
a dozen comfortable first-class passengers or 400 cramped 
passengers in economy seating. Sometimes referred to as 
"planet buses,” the best liners offer transportation across а sys- 
tem for as a little as a few hundred Concord dollars ($). Of 
course, what economy travel gains in low cost, it loses in time. 
Travel across a large solar system can take as much as a 
month. Powered by fusion generators and driven by a fusion 
torch or ion engine, most system liners use reliable technology 
several centuries old. As a result, they can't match the pure 
speed of today’s best vessels, 

Luxury liners, speedy cruisers, and yachts use gravity in- 
duction engines to decrease the time spent planet-hopping. Most 
of these vessels would make the famous Mercury—Neptune run 
in just over a day, The price of fast commercial system travel 
can be five times that of economy travel, reaching $7,000 in 
popular or hazardous systems, and that price assumes a pas- 
senger travels at planned times with scheduled reservations, 
Chartering a space vessel for an unscheduled run can double or 
triple the price. 

Some intrasystem trips are quite sale; other are undertaken 
at great risk. Navigation around developed planets is entirely 
routine. Travel in well-mapped, settled systems is almost uni- 
versally accident-free. Planetary and solar navigational satel- 
lites provide information and traffic control for spacecraft that 
approach velocities of 0.4c—more than a third the speed of light. 

Near fledgling frontier colonies or unexplored systems, in- 
terplanetary travel is slightly more troublesome) gravitational 
influences and orbits are more difficult to navigate in uncharted 
regions. Fortunately, the low density of traffic minimizes the like- 
lihood of a disastrous collision. Regrettably, the law of averages 
has produced some unfortunate consequences. No year goes by 
in the Verge without more than a few mishaps involving cruis- 
ing spacecraft. Most natives of the Verge consider the risk an 
unfortunate fact of life, 

Most wealthy individuals, traders, and frontier freehooters 
buy or lease a starfaring vessel of their own. For the trader on 
a budget, a battered system liner can be had for as little as 
200,000. Travelers only interested in crossing a system's 
inner reaches may consider a launch. But for most heroes of the 
day, a spacecraft isn’t complete without a stardrive for interstel: 
lar travel. For new vessels, a stardrive pushes the price up to 
about 2 million Concord dollars. 


NTERSTELLAR 


Despite impressive feats of conventional travel on and between 
planets, when the average citizen thinks of travel, the likely 
mental image is that of a driveship starfalling into drivespace in 
a multicolored burst of light. 


What is drivespace? Drive physicists have given engineers the 
capability to travel through it, but they have no easy answers. 
For example, terabytes of data exist to explain how to manipu- 
late drivespace to produce faster-than-light travel, but the equa- 
tions that describe drivespace are intelligible to a very small 
percentage of the sentient population, human or otherwise. 
Ultimately, most drive physicists admit that the fundamental 
variables of their best drivespace equations are based on ex- 
periments and observation. In other words, the hows have been 
mastered, but the whys remain mysterious—even to the ob- 
sessed Orlamus, acknowledged leaders in drivespace theory. No 
one can answer how the plane of drivespace came to be, or 
how it stays tied to the gravitic effects of reality but freed from 
the considerations of distance. 

Just as gravity’s pull connects every object, drivespace con- 
nects every point in space. Drivespace travel is accomplished in 
three steps. First, a mass reactor aboard the vessel reaches 
maximum power, briefly producing more energy than a star. 
The stardrive then harnesses this energy to strengthen the link 
between normal space and drivespace, tearing open a rift be- 
tween the two. Finally, the stardrive's tachyon emitter forms a 
bond between the ship's origin and its destination. By carefully 
controlling the application of energy, the sterdrive allows its 
wielder to make starrise within a few thousand kilometers of a 
precisely selected destination. 

The ship disappears in a brilliant splash of multicolored 
light-occasionally, a starfalling ship emits just a single color. 
These colors have various interpretations among the Orlamus, 
physicists, and travelers. Spacers hold the most superstitious 
view; while most spacers consider a black starfall lucky, they 
consider a red starrise a very bad omen. 


The limitations of drive technology have become well under- 
stood By bending two locations in real space to the breaking 
point, the stardrive sidesteps the limits between gravity and 
space and thus the barrier of light speed. But all space vessels 
and objects that traverse drivespace emerge after 121 hours— 
about five days. After a starfall, a vessel must wait two to five 
days for its stardrive to recharge in normal space. 

Resonance is an important side effect of a ship making star- 
fall. When the first drivespace communication relays began op- 
eration, scientists believed that the fluctuating background noise 
was just an unusual form of quantum disturbance. After a few 
years of studying the phenomenon in an effort to better under- 
stand the principles of drivespace mechanics, observers con- 
cluded that the background noise was actually a resonance 
created by every ship that entered drivespace. By careful filter- 
ing, computers installed ahoard second-generation drivespace 
communication relays could pinpoint both the starfalls and im- 
minent starrises of vessels within 50 light-years. These read- 
ings reveal the destination of ships making starfall nearby as 
well as the origin of ships making starrise within the relay's ef- 


Taste SI: 
INTERSTELLAR DisTANCES 


Lu Аг бог Cou En HS lg 
Aegis (Ae) 38,69 4727 4292 48,64 36.02 
Algemran (Al) = 84.82 76.14 53.02 59.54 
Argos (Ar) 38,30 60.83 5299 56.29 


Corrivale (Cor) 84.82 =! 2217 51.16 
5847 63.45 61.53 63.29 
78.14 22.17 = 58.58 


Hammer's Star (HS) 53.02 67,73 5045 79.10. 
Ignatius (Ig) 58.54 5116 5938, z 
Karnath (Ka) 40.48 72,40 71.64 3155 


Lucullus (Lu) 44.01 5448 5753 2451 
Mantebron (Ma) 3704 80.83, 80.99 4854 
Oberon (0b) 33.13 51.65 39.51 4739 


Ptolemy (Pt) 78.45 35.98 50.02 4188 
Rinstoke (Ri) 59.88 32.62 2231 52.69 
Tendril (Ten) 81.29 39.96 5227 26.00 


Terivine (Ter) 33.35 3631 38.16 
Tychus (Ty) 7748 63.30 6747 
Vieron (Vi) 69.67 5508 61.95 


Ty 
Aegis (As) 5102 
Algemron (А) 44.38 
Argos (Ar) 6021 


Corrivale (Cor) 7748 
Coulomb (Cou) B338 
Endomar (En) 6330 


Hammer's Star (HS) 55.96 
Ignatius (Ig) 67.47 
Karnath (Ka) 4785 
Lucullus (Lu) 64.54 
Mantebron (Ma) 7487 
Oberon (0b) 30:34 


Ptolemy (Pt) 89.95 
Binstoke (Fi) 8001 
Tendril (Ten) 7902 
Terivine (Ter) 68.58 


Tychus (Тү) ай 
Vieron (Vi) 2350 


‘The table above lists the distance between the various systems of the Verge. Bold-faced entries show the closest system. 
Note that even coming out one-tenth of a light year from a destination requires an additional jump (ог a few months of 
travel at sublight speeds), 


From Tendril in the Verge to Kendal in the Stellar Hing is a distance of 270 light-years, or six jumps in a SO-light-year 
driveship. The distance to Sal is 1031 light-years. 


fective radius. The same measurements reveal the ship's mass. 
‘Soon, dedicated drivespace detectors were put in orbit around 
important colonies along the borders and were mounted in the 
sensor arrays of capital warships. 

Resonance waves propagate at normal communication 
speeds (11 hours), and thus are an important factor in military 
operations. When an enemy made starfall on a path that would 
put it over a hostile border at starrise, the defending forces had 
four and a half days to prepare, If reinforcements can be sum- 
moned from within a single starfall’s distance, the defenders 
only have to hold on for 11 hours before the reserve fleet or 
troops appeared. Since a raiding fleet can't leave the system it 
is attacking until its drives have recharged, the defender often 
gains a tactical advantage. 


SrARDRIVE Power 

Опе measure of a starship's power is how far it can travel in a 
single five-day starfall. The stardrive is limited only by the 
amount of power that can be generated within a compact area. 
‘The force of gravity resists manipulation, and its only possible 
to bend space back on itself so far. The most efficient power 
generators are fortress ships, titans fueled by more than a 
dozen linked mass reactors. In a single staríall, a fortress ship 
can cross 50 light-years, With such power and range, fortress 
ships can stretch their influence across space for a variety of 
purposes, military or otherwise. The crew of a fortress ship 
numbers tens of thousands and the vessel serves as home to 
50,000 humans and other sentients. Naturally, such a valuable 
target is armed to the teeth and accompanied by a fleet of cruis- 
ers and destroyers. 

Unfortunately, the construction of a fortress ship can bank- 
rupt nations; they cost literally trillions of Concord dollars. Even 
the wealthiest nations have only a few of these irreplaceable 
national assets, some as much as 200 years old and refitted a 
dozen times. Older ships such as Insights New Hope (formerly 
VoldCorp's Fortress Ship 6), the Figunmor Voyageur, and the 
Solar flagship Æiku were built during the first wave of fortress 
ship construction. The Concard's Monitor and the Thuldan Em- 
peror Gregor 1 and Centurion have histories as complex as 
many small star systems. New ships such as the Rigunmor 
Üneagle and the Concord Lighthouse are marvels of speed and 
power. Fortress ships truly are the monarchs of the spaceways. 

Smaller than fortress ships, military dreadnoughts and cruis- 
ers join large commercial transports and industrial freighters in 
the second tier of driveships. These heavy lifters can leap 20 to 
35 light-years in a single starfall. While still expensive, these 
vessels are much more common, with hundreds registered to 
each stellar nation. Unlike the fortress ships, many commercial 
transports belong to private corporations. For both military and 
civilian purposes, they are the workhorses of the stars, moving 
cargo and personnel across the long stretches of space. 

Smaller still are light freighters, traders, yachts, and military 
scouts. While larger vessels may leap hetween major sysiems, 
its not uncommon for smaller ships to make several falls along 
the way. The average free trader or small exploratory vessel 
must make do with a limit of 5 or 10 light-years per starfall. 
While this allows a ship to cross billions of kilometers, popu- 
lated destination systems can be even farther apart. To travel 
great distances, smaller craft must make starfall many times. 

For example, a vessel with a 5-light-year range traveling 
from the Sol system to Beta Pictoris must make 10 starfalls. The 
trip takes about 81 days (50 days in drivespace, and nine wait- 
ing periods averaging three and a half days each), 

Fortunately, small craft have another option, Thanks to their 


abundant power and size, capital-class vessels of both military 
and civilian design can ferry smaller vessels as they travel, Its 
not uncommon for a fortress ship to carry hundreds of small- 
and medium-sized vessels, either connected to a docking ring or 
carried aboard prodigious hangar bays. Dreadnoughts, cruisers, 
and large commercial freighters can fulfill the same function. In 
this way, a systemship or driveship with a small range can travel 
incredible distances quickly. Once its patron makes starrise, the 
smaller craft disconnects and moves on to its destination. 

Economic realities impose certain limits on ferry travel. First 
of all, the commanders of most large driveships demonstrate a 
certain wariness taward unknown or unrecognized craft. Before 
a military driveship provides passage, its crew performs safety 
inspections of its would-be client. Commercial ship crews are 
easier to convince, but they're much more likely to charge а 
hefty fee for the service, up to $50,000 in some regions. Ulti- 
mately, though, the limit on ferry travel is quite obvious, The 
hopeful traveler has to find a larger driveship that's going 
where he wants, when he wants. 

In the established spaceways of the Stellar Hing, the search 
isn't hard. Literally thousands of vessels hop between the pop- 
ulated worlds, following schedules announced on the Grid well 
in advance. In less crowded reaches of space such as the Verge, 
ifs more difficult, The Lighthouse, a mobile station maintained 
by the Concord, tours populated stars in 50 light-year siarfalls. 
‘Two Concord dreadnoughts and a dozen large commercial craft 
regularly traverse the major systems as well, offering a chance 
at 35-light-year jumps. Since large craft are scarce, it can be 
days or even weeks before a vessel arrives to convey craft in 
the major systems. Ferry travel to less populated systems—and 
unexplored siars-is usually not available at all. 


PiRACY 


Pirate ships stalk the spaceways, hijacking ships and stealing 
cargoes; many of these pirates learned their trade during GW2, 
and they know how to cripple a vessel's system engines. Not 
surprisingly, most captains run when pirates appear, but the 
braver souls among them will delend their passengers and car- 
goes with laser cannons and guided missiles. 

‘True pirates can prey on any vessel they choose, In general, 
its difficult to force an engagement on a ship in open space un- 
less the pirate vessel has a significant edge in speed or position; 
pirates in slow ships won't get very many chances to ply their 
trade. The easiest place to catch a prize is near a port, but that's 
also the riskiest tactic, because the victim is in easy reach of 
vessels that may cut a pirate attack short. 

Once a prize is taken, it must he sold. At rogue planets that 
accept such tainted goods, stolen cargo usually sells at 50% of 
its legal market value. The fence makes his profit, and a smart 
pirate captain divides most of the wealth among his crew be- 
fore setting out for another voyage. 

A corsair who wants a semblance of legitimacy for his ac- 
tions may become a privateer. A privateer is a captain who car- 
Ties a letter of marque. This legal document is issued by a 
nation or power against the merchant shipping of an enemy na- 
tion. As long as the privateer limits his prey to the designated 
enemy, he can plunder and loot to his heart's delight. Of course, 
the target nation may take actions to stop him, 

In addition to stealing valuable cargoes, a pirate captain may 
elect to take a vessel as a prize. A pirate can dispose of a stolen 
ship for standard salvage rates—as long as a particular port's 
authorities do not object to the pirate's presence. Typically, pi- 
rates also ransom valuable crew members. 


ECONOMY & COMMERCE 


Money is the blood of empires, and the SrAR'DRIVE campaign 
provides vast fortunes for those who know how to seize them. 
‘The source of this wealth is the interstellar economy of the 26th 
century, a great and hulking beast, larger and stronger than 
ever before. In the last three decades, the Stellar Ring has 
shifted from a century of wartime economy controlled by the 
needs of government to a realm of healthy commerce, growing 
industry, and towering new business. 


CuRRENCY 


‘The Concord dollar reigns supreme in the starfaring nations. Al- 
though each stellar nation had issued its own currency prior to 
GWe, the interconnectedness of their economies made the cur- 
rency markets a source of economic aggression—and a poten- 
tial source of another war. With the Treaty of Concord, the 
stellar nations established a universal currency-the Concord 
dollar (%)—accepted throughout the Stellar Ring and far beyond. 

‘The Galactic Bank, one of the administrative bureaucracies 
of the Concord, is the central bank that controls ће flow of cur- 
rency into the interstellar economy. Whereas system hanks and 
regional financial institutions can only exchange money, the 
Galactic Bank creates and destroys Concord dollars electroni- 
cally to preserve the human sphere's economic health and halt 
the tide of runaway inflation or deflation. 

This isn't to say that paper currency exists; the Concord dal- 
lar is entirely electronic. A few years after the development of 
fusion power, paper money finally disappeared, replaced by 
digits in financial networks. For individuals, a single card com 
pleted any financial transaction. Credit became governed by 
computer analysis of credit records; every individual's worth 
could be estimated, and his or her spending limits determined 
at Grid financial record centers. Except in special cases, robbery 
came to an end. 

After GW1, the 26 stellar nations of the period pushed the 
barriers back by calling for the elimination of credit cards. Bio- 
electric signatures, DNA scans, fingerprint detectors, and voice 
pattern analyzers made it easy to identify individuals, so it was 
no longer necessary to carry identity papers. The interstellar 
Grid made it possible for data networks to spin links between 
the stars. A bioelectric energy scan is the standard means of 
confirming identity and accessing accounts. To transfer money, 
a citizen simply confirms his bioelectric scan with a merchant, 
bank, or financial institution and authorizes the move. Sophisti- 
cated megabit encryption protects the banking community from 
fraud and other disasters. 

The Treaty of Concord also recognized the guilder as a unit 
of exchange equal to one-hundredth of a dollar; this mollified 
the Glar Consortium, the financial empire that threatened ta re- 
ject the treaty. (In Rigunmor space, merchants price an item that 
would sell elsewhere far #7 at 700 guilders.) By a political co- 
incidence that is still the subject of debate, the Solar Union's cur- 
rency, the Solar credit, was exchanged for Concord dollars on a 
one-for-one basis at the time of monetary union in 2482, 10 
years after the end of the war. Many Solars still refer to their 
money as "credits" rather than dollars. 

After endless arguments over rates of exchange, all twelve 
stellar nations have successfully converted currency to the Con- 
cord dollar. Only a few colonies, frontier regions, and backward 
planets use other forms of exchange, such as the T'sa Cluster’s 
treeve or the Orion Frontier's mark. A few years ago, the same 


could be said of all the Verge systems, but since 2497 the Con. 

cord has set aggressive timetables so that even the most distant 
colonies adopt the universal standard. Many systems used in 
the Verge prior to the arrival of the Concord were dated by con- 
temporary standards, but the Galactic Bank spared no expense 
in updating computers, retraining bankers, and exchanging old 
equipment for new. As a result, the Verge banks are becoming 
as up-to-date as those found in Old Space. 


The vast distances between the stars complicate galactic bank- 
ing. Since instant communication between star systems is be- 
yond current drivesat capabilities, the citizens of the 26th 
century find themselves financially limited as they travel. To 
access money, a traveler must temporarily open an account 
with a bank in the local star system. Typically, the traveler 
transfers funds in advance via a drivespace communication 
relay. 

To buy or sell in systems without a drivespace relay, an in 
dividual can carry a 3D crystal that contains the same data as 
a drivespace message. Once the ЗП crystal arrives at a bank in 
the destination system, the traveler has full access to the funds 
it verifies. The ЗП crystal can be protected by its owner's bio- 
electric signature, and most banks limit 3D crystal transfers to 
$100,000 for individuals and $10,000,000 for corporations 
The Galactic Bank can authorize larger transfers, but i! typically 
‘watches such transfers closely to avoid fraud or other crimes. 
Modified shipboard systems can also store binelectrically se 
cured funds; military personnel and traders depend on these se- 
cure onboard systems. 

Banks charge money for their services. They charge a 
straight 1% fee-to a maximum of #1,000—for transferring 
money to another star system, onto a 3D crystal, or into a ship- 
board, computer. 


Loans 

Anyone who wants to buy a spaceship or fund a colony needs 
a great deal of money—hundreds of thousands ar even millions 
of dollars. If you don’t have the funds, you need to approach a 
bank for a loan. Banks won't laan money to just anyone—only 
individuals with proven employment records are eligible, but 
any corporate merchant can secure a loan. A corsair or an out- 
law will have to find another source of funds. 

In exchange for a loan, the bank requires the debtor to sign 
a contract detailing how the loan will be repaid. Typical repay- 
ment plans last five, ten, or twenty years; the interest rate de- 
pends on the length of the loan, the debtor's credit status, the 
bank's perceived risk, and the collateral. Normally, the plan re- 
quires quarterly payments on the debt. If payments fall behind, 
the bank seizes the assets purchased using the loan, and possi- 
bly other assets as well. In many places (including the Rigun- 
mor Star Consortium), a defaulting debtor suffers criminal 
prosecution and punishment, up to and including debtor's slav- 
ery (only in the Star Consortium). By signing the note and fail- 
ing to repay the debt, the debtor relinquishes any rights to 
appeal, much like a criminal who jumps bail. 

Of course, not every loan is a multimillion-dollar contract. 
Loans for a few thousand Concord dollars—for a new weapon 
or some cyber gear, for example—can be made without collat- 
eral. Credit ratings are a matter of public record, freely avail- 
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able on the Grid. Anyone who fails to repay a loan damages his 
credit record for many years, eliminating any chance of getting 
another loan. The credit databases are well protected, and ac- 
cessing a credit record requires a bioelectric signature. 


Interstellar corporations are galaxy-spanning conglomerates 
with interests spread over thousands of light-years. Typical cor- 
porate divisions include advertising, consumer services, sentient 
resources, marketing, market research, merchant relations, op- 
erations, production, research and development, sales, security, 
and transportation. As a company grows and develops, it must 
issue stock and pay dividends, protect equity and market share, 
and outwit the competition. 

For the independent trader, business is much simpler—at 
least in principle. Traders operate under the same theory as all 
other businesses: buy low, sell high. Put bluntly, independents 
fil their cargo holds with cheap goods from one star system and 
carry them to another system where the price is significantly 
higher. Of course, free traders often discover that life is not so 
simple. Merchants may be willing to swindle, scam, or betray a 
free trader, though they would never dare to try it with a cor- 
porate or national representative. Most free traders turn a profit 
despite quirky local complications and risks on the frontiers of 
explored space. In fact, most operate there because the large 
corporations have yet to move in and destroy a small trader's 
chance to prosper. 

Without a controlling organization, free traders sometimes 
band together in guilds. Operating together, guild members 
share information about prices-their most important function. 
‘They also update their members on dangerous situations, 
emerging markets, and opportunities for profit, Typically, the 
guild charges a membership fee for its services, including act- 
ing as a reference for accomplished traders. Some guilds ex- 
pand over time, becoming corporations and issuing stack. 

When independent trader profits become truly lucrative, the 
demand for working capital grows equally high. For a trader to 
make $100,000 transporting technical equipment he must 
have millions of dollars to buy the equipment in the first place. 
Most traders have neither the capital nor the collateral to secure 
such loans. Many are still paying off the loan an their driveship, 
so many free traders work under contract. Rather than pur- 
chasing goods themselves, free traders take a contract from 
someone else. Usually, the price is set on both ends, and the free 
trader takes a percentage of the profits—about 10% plus ex- 
penses. I's never as lucrative as working for yourself, but many 
traders rely on contracts when times are tough. 


Buying and selling data is a tricky business reserved for those 
with plenty of resources and a shrewd understanding of the 
value of knowledge. Those who make a living selling informa- 
tion are known as data merchants. These merchants carry data 
either in special ship computers, on encrypted and biolocked 
Ss, or in secure internal nanocomputers. Basically, data mer- 
chants are intelligence agents and couriers who operate without 
the protection of a central agency; they sell information as 
others sell industrialized parts. 

‘The easiest part of infotrading involves selling information, 
carrying messages, and delivering news to the frontier. Without 
drivespace relays, frontier planets rely on driveships to carry li- 
braries, financial records, and calls for economic and military 
assistance. These are the core business of data merchants. Sim- 


Trane Basics 

So, how should a Gamemaster get a trader hero started? 
First of all, the would-be free trader needs an opportunity to 
buy, lease, or salvage her own ship. A driveshtp is useful if 
the hera wants the opportunity to visit any part of the Verge 
that strikes her fancy, while a systemship is a more eco- 
nomical choice. Even with a systemship, she can visit other 
stars-shel just have to hitch a ride on large intersystem 
transports, the Lighthouse, or any fortress ship passing 
‘through the region. 

‘The free trader needs to raise a stake with which to pur- 
chase her first cargo (see Tante 52: Commodities). A begin- 
ning stake of about 5,000 per Personality point is not 
unreasonable for а new hero using the Trader career (dou- 
ble that if she has the Fillhy Rich perk), but an experienced 
character taking up trade for the first time should only have 
‘whatever she can get her hands on at the start. If she can't 
afford to purchase her own goods for resale later, the free 
trader might rent cargo space to other merchants. A shipping 
fee of 10%, 20%, or 30% (depending on an item's bulk) of 
the total cargo's profit is fairly standard across the Verge. 

Of course, a trader must find a commodity to carry and a 
place to purchase it-though any major port has work ol this 
sort. However, it might be necessary to deal with shipping 
agents or port supervisors in order to arrange a time and 
place for loading. The trader will also have to find a place 
where her cargo is in demand (ог just fly her cargo to a 
buyer's location) and then arrange to sell it. Finally, she can 
count her proceeds from the sale of her own cargo. 

The fastest way for a trader to increase her profits is to 
smuggle contraband. While the return is higher, the risks are 
also greater-many systems will seize a vessel found tn be 
carrying restricted goods. In exchange for the return of her 
ship, the owner must sign a bond backed by funds up to 
20% of the ship's value. If she is again caught smuggling, the 
funds are forfeited and the ship seized permanently. 

Traders may also have to make payments for a ship, or 
dole cut cash for crew salaries, guild dues, and ship mainte- 
nance. In addition, taxes, docking fees, and other expenses 
could put а dent in a merchants bottom line, 


ple data delivery can't provide a living for dealers with small 
ships, so most data merchants also carry normal carga. 

15 a tricky business. Information joins foodstuffs as one af 
the few commodities in the galaxy that grows stale and useless 
over time. Holding information too long can be just as disastrous 
as holding out for a few more dollars. 


A trader with а ship has one other commodity that he can carry 
from system to system: passengers. In the Verge, people pay to 
Tide aboard trade vessels or freighters heading in the right 
direction, This isn't luxury service; the quarters are barely ade- 
quate, the service is nonexistent, and the food consists of what- 
ever the ship's cook puts on the table, However, is an 
economical way to travel. 

Rates rise as the quality of accommodations increase. 
Aboard a ship equipped with a luxury passenger suite, the stan: 
dard rate is $100 per light-year of travel, The rate drops to 
$50 per light-year if the ship has a luxury suite without service, 
and #25 per light-year if the living quarters are standard crew 
fare, 


MILITARY 


‘Among civilizations that are plagued with as much turmoil and 
conflict as the stellar nations of the Orion Arm, devotion to the 
art of war is almost a religion. It is worshiped hy the lonely ex- 
plorer carrying a mass pistol and wearing a CF coat as well as 
the stellar nation that guards itself with thousands of warships. 


PERSONAL HARDWARE 


The continuing exploration of new worlds and a growing fron- 
tier creates a demand for improved small-unit weapons and 
personal weaponry. While Austrin-Ontis Unlimited has led the 
way in arms dealing, it hasn't been the only corporation mak- 
ing money by selling weapons. The rich diversity of 26th-cen- 
tury killing instruments includes render, quantum, mass, stutter, 
and laser energy weapons; the conventional slug-thrower con- 
tinues to evolve with large-bore charge firearms such as the 
25mm sabot cannon. 

For almost two centuries, the handgun of choice has been 
the Эпип charge pistol, or simply “ће nine’ Concealable, reli- 
able, and relatively cheap, the nine has produced many variants 
in style, ammunition, and environmental adaptations. Is a po- 
lice-force staple and remains a standard holdout for military 
and paramilitary forces. Similarly, the 11mm charge rifle is 
standard equipment for the infantry of most stellar nations, 

But the dependence on slugthrowing weapons is slowly fad- 
ing. While sometimes less reliable, energy weapons can deliver 
crippling force with great accuracy. In addition, personal armor 
doesn't effectively counter the strong energy weapons. The 
laser pistol and mass pistol are replacing the Smm and 11mm 
charge pistols, respectively, Quantum rifles may someday lead 
to the disappearance of charge rifles on the high-tech battlefield, 
Mass pistols and mass rifles offer enormous firepower. For riat 
suppression and nonlethal combat, stutter guns are superior to 
rubber bullets or gel rounds. 

The needs of the new era have produced scientific advances 
in a new generation of close-range weapons for specialized 
needs. Explorers and ship assault units favor gravmaces, power 
cesti, and chainswords. Stun and pulse batons are common 
among planetary police and security forces. 

Despite the proliferation of arms technologies, most civilized 
governments, including all stellar nations except Austrin-Ontis, 
explicitly demand permits for owning firearms. Carrying a con- 
cealed weapon is a felony. All firearms and most melee 
weapons are included. Most citizens of Old Space spend their 
lives without even considering the purchase of a handgun. 
Fewer than 1% of the citizens of Old Space (excepting Austrins) 
‘own one. 

On the Verge, where Gravity Age weapons were once rare, 
the reappearance of the stellar nations led to an immediate ex- 
plosion of arms trafficking. Today, advanced weaponry is at 
least as prevalent in the Verge as in the Stellar Ring. Most local 
governments can't control the trade of firearms as the stellar 
nations do, and, given the dangers of the frontier, they wouldn't 
want to, The proliferation of arms has been augmented by the 
governments’ weakness, coupled with the natural desire for 
self-protection on the frontier and the tensions produced by hos- 
tile political groups living side by side, Polls indicate that almost 
one in every four Vergers owns a firearm. The arms business 
remains in the top five industries on the frontier 


STANDARD TECH 

Progress Level 7—the Gravity Age—remains the standard for 
weapons and armor throughout the Sm'DRIVE setting. Leaks 
from government and corporate research facilities hint at 
masers, stealth technology, and personal ablative field suits, but 
by all published reports, functional models of these Energy Age 
(PL 8) technologies are decades away-only а glimmer in the 
eyes of young engineers. 


Snip COMBAT 


In military terms, space fleets {arm the most important aspect af 
controlling a stellar nation, or sending one into war. Infantry 
forces and planet-based tools of war will always be a part of 
occupations and defensive engagements, but a stellar nation, 
corporation, or private individual with an advantage in space 
assets has the upper hand in most conflicts. In the Second 
Galactic War, this was proven true, The epic battles of the con- 
flict were the clashes of stellar navies. The stellar nations di- 
vided their assets into task forces and sector groups that 
defended their own territory or charged into the heart of their 
enemys. When а fleet moved into enemy space, drivespace de- 
tectors recorded the invasion; a dispatch to the nearest task 
forces guaranteed that a battle would ensue shortly after the 
enemy's arrival. Only after the battle in interplanetary space 
was over could assault ships land and establish a beachhead on 
enemy shores. 

Strategies vary from nation to nation, as do techniques of 
‘building and philosophy of design, but military vessels fall into 
classes that describe their mission and capabilities. 

© Fortress ships. The largest vessels built by human 
hands, fortress ships range from 2,500 to 4,000 meters long 
and carry crews of up to 50,000. They travel 50 light-years in 
a single starfall and carry 200 to 500 fighters and scouts. A 
typical fortress ship is armed with a main battery of plasma 
cannons in five turrets, a secondary battery of mass cannons or 
particle beams, and a tertiary battery of MRB missiles from 24 
launch tubes. There are also up to 100 defensive turrets of var- 
ipus types, and an internal drivespace communication relay. 
Fortress ships are often the centerpiece of a fleet, since they can 
carry dozens or hundreds of smaller vessels with them through 
drivespace. The average stellar nation commands eleven 
fortress ships. 

© Dreadnoughts. The largest vessel designed strictly for 
military purposes, dreadnoughts are about 500 to 1,000 meters 
long and carry crews of 1,000 to 2,000, A dreadnought can 
stand up to a fortress ship for a short time, but is quickly out- 
gunned. Four or five together are a match for a lone fortress 
ship. Dreadnoughts are almost always driveships, capable of 
25- to 35-light-year starfalls, and always equipped with an in- 
ternal drivespace communications relay. Light dreadnoughts are 
typically called battlecruisers. They're faster than dreadnoughts, 
skimping on either protection or armament in exchange for 
speed in normal space. Dreadnoughts and battlecruisers are ex- 
pensive, and most stellar nations don’t have more than 70 such 
ships in their fleets. 

© Carriers and Light Carriers. As military fleets reded- 
icate themselves to peacetime operations, the carrier grows in 
popularity. The full carrier bears some 200 fighters, useful for 
patrols, escort missions, and exploration. The light carrier usu- 
ally supports between 5D and 70 fighters. In a confrontation be- 


{ween carrier and dreadnought, the dreadnought usually proves 
victorious; carriers succeed only when they keep the dread- 
nought at a distance while the carrier's fighters do their work. 

© Cruisers. Cruisers are the backbone of every space fleet, 
consisting of both drive cruisers and system cruisers. Cruisers 
Ш а wide variety of missions, so heavy cruisers, light cruisers, 
missile cruisers, and survey cruisers are common. On average, 
astellar nation’s fleet includes 1,000 cruisers; cruisers also em- 
body the heaviest form of military craft owned by independent 
planets and corporations. Cruisers range from 200 to 400 me- 
ters lang and carry crews of 200 to SOO. Most naval personnel 
are guided by a dream of commanding their own cruiser, lead- 
ing independent expeditions across the galactic arm. 

* Destroyers and Frigates. Used to screen capital ships 
and convoy merchant vessels in wartime, destroyers and 
frigates are escort vessels detached for scouting duties or spe- 
dal missions. Produced in equal numbers as driveships and 
systemships, destroyers range from 150 to 250 meters long 
and carry crews of 100 to 150 people. Frigates generally dis- 
pense with secondary weapons systems and make do with one 
main battery; in some cases, this main battery is mounted along 
the spine of the ship. A typical frigate is about 75 to 125 me- 
ters long and supports a crew of 50 to 75. 

е Corvettes and Cutters. Mass-produced in wartime to 
provide large numbers of cheap, expendable units, corvettes 
and cutters form the bottom end of military craft. Many of these 
are systemships. Corvette class driveships make useful pickets 
and scouts; cutters are patrol craft designed to counter pirates, 
watch for smugglers, and keep the space lanes safe for travel. 
Corvettes are 50 to 75 meters long and have a small crew of 
twenty to thirty people. Cutters are smaller, lightly armed by 
military standards, and crewed by only ten to twenty (and can 
be operated by two to six in a pinch). 

© Fighters. A small one- or two-man fighter has neither 
the punch to threaten anything larger than a frigate nor the 
armor and size needed to survive a clash with capital ships. 
Even squadrons of fighters have a difficult time attacking larger 
craft, and losses in such battles can be high. During fleet com- 
bat, they see best use in harrying escorts and performing spe- 
Calized attack runs against individual ships. Squadrons of 
fighters can be based on any warship of cruiser size or larger, 
and even smaller vessels with dedicated hangar bays can carry 
one or two fighters, Typically, though, fighter groups launch 
from carriers and fortress ships, The vast majority of these 
small craft function without stardrives. 

© Assault ships. Delivering marines and other assault 
forces to the battlefield is the job of an assault ship. Fortress 
ships, dreadnoughts, and cruisers often carry marine detach 
ments, but an assault ship is specialized for the job. It carries 
500 to 2,000 marines and their accompanying equiprent-in- 
chiding light artillery, skytanks, armored assault vehicles, comm 
and jamming setellites, and airborne weapons platforms, 


SHIP ARMAMENTS 

Just about every vessel run down a slipway in the last century 
carries offensive armament It's a matter of course for military 
vessels, but even the most innocuous ore hauler or tramp 
freighter carries basic means of self-defense. Piracy flourished 
inthe long, dark years of the Second Galactic War, and the Con- 
cord is just beginning to suppress piracy in the Stellar Ring. Re- 
gions beyond the Ring (such as the Verge) are constantly 
plagued by rogues, criminals, and other threats. 

As shipboard weapons outpace the advancement of per- 
sonal firearms, the decline of projectile weapons is more ap- 


parent in ship-to-ship combat. The principal projectile weapon 
is the rail cannon, using an electromagnetic accelerator to hurl 
small projectiles at relativistic velocities. Power-hungry and in- 
accurate, they can nevertheless be deadly at close ranges. Mis- 
siles are a mainstay, one of the oldest, most reliable weapons 
systems in use, Various warheads and guidance systems are 
available; most use conventional high-explosive or nuclear рау. 
loads. The ordnance of choice is the matter reaction warhead. 

Energy weapons came into use not long after ships colo- 
nized the Sol system. With ships capable of traveling a mea- 
surable percentage of the speed of light, lasers proved 
necessary to strike any distant target. Lasers are accurate and 
have good range and a quick rate of fire, but they don't deliver 
а hard punch, Today, lasers are a little outdated, but sometimes 
independent captains can't spare the funds for anything more 
advanced. Variations include infrared and x-ray lasers, both of 
which perform slightly better than the hasic model. 

The next generation of energy weapons proved much more 
effective: particle beams, plasma cannons, matter torpedoes, 
mass cannons, and mass converters. Particle beams are linear 
accelerators firing bursts of subatomic particles. They consume 
a lot of power, but are accurate and hard-hitting. Plasma can- 
nons convert an electrochemical projectile into white-hot 
plasma. The plasma superheats and explosively vaporizes 
when it contacts a target. Matter torpedoes are charged dark- 
matter warheads flung at a target by a simple accelerator. 
Though they are limited in range and require lots af power, they 
are immensely damaging. Matter torpedoes are strictly military 
ordnance. Mass cannons fire powerful ripples of intense grav- 
ity waves. State-of-the-art weapons, they can be found only an 
front-line military vessels or the most lavishly equipped private 
vessels. Finally, the rarest and most advanced weapons of the 
day are mass converters. They strip a target's atoms of parti- 
cles; a target's substance corrodes to a useless, dusty husk. 


SHIPBOARD 

Standing up to the abuse a heavily armed warship can dish cut 
is difficult. The best protection is distance and speed; it's very 
hard for anything to hit a ship hustling at 0.3 or 0.4с unless the 
pursuer is able to match course and speed. Once a battle en- 
sues, the combatants have only a few choices to bolster their 
ship's defenses: chaff, jammers, point-defense guns, deflection 
fields, and various types of hull armor. Chaff consists of tiny 
strips of metallic foil launched by a simple rocket; the racket ex 
plodes and the chaff blooms into a huge cloud, covering the 
ship. Jammers interfere with radar or communication signals. 
Fire control and missile seekers can be scrambled by a jammer, 
as well as some sensors. Point defense guns use rapid-fire guns 
to create a wall of projectiles between a missile and its target. 
Deflection fields аге created by hull-mounted gravitational ar- 
rays. By emitting intense gravity fields, these fields can deflect 
energy weapons around a ship and stop physical projectiles 
outright. This defense is expensive and consumes a lot of power, 

Finally, Aul/ armor varies from nonexistent to formidable. 
The lightest forms include polymeric and cerametal armor. 
Polymeric armor is made from engineered plastics, much like 
carbonate fiber. Cerametal armor consists of sandwiched plates 
of laminated ceramics and lightweight metals. Alloy armor con. 
sists of large quantities of supertough metals, such as vanadium 
steel. Neutronite armor is the densest, strongest material known, 
but its also extremely expensive. Only wealthy nations can af- 
ford to аш their entire navy in the stuff; most make do with 
lighter armor for the smaller, faster ships, keeping their limited 
supply of neutronite for the finest ships of the fleet. 


Modern medicine has eliminated the plagues, diseases, and epi- 
demics that once harried humanity. The old infectious diseases— 
everything from lethal viruses to the common cold—exist only 
within medical museums. The few infectious diseases that do 
exist on faraway alien worlds must defeat a bolstered, powerful 
immune system to invade the body. Far example, cancer, once 
a bane of the human species, is a trivial matter monitored by 
the body's own cells; rarely, a brief visit to a clinic is all that's 
required to rid it from the body. 


Medical technology has grown commonplace. The average cit- 
izen of the 26th century can pass under a medical scanner at 
work or home once a week and be virtually guaranteed of good 
health. Medical scanners boast a 99.4% effectiveness at diag- 
nosing potential problems. For more up-to-date data, a medical 
gauntlet can keep its wearer constantly updated on all vital sta- 
tistics: heart rate, blood pressure, sugar content, cellular division 
and replication, and body temperature. 

When problems do strike, the intervention of medical per- 
sonnel can often be avoided, Even those with minimal first-aid 
training can use a trauma pack, a belt pouch that combines a 
dedicated computer, medicine injectors, and synthetic flesh 
patches to provide immediate medical relief. A properly used 
trauma pack can heal most wounds and even stabilize mortal 
damage until proper medical attention becomes available, Au- 
tomedics, popular among travelers and explorers, are essen- 
tially smart trauma packs that monitor the wearer's status and 
act to counter disease, toxins, wounds, or injuries via injections 
even if the wearer is totally incapacitated. an autnmedic can 
even close wounds through basic surgery if placed at the pre- 
cise site of injury. 

Yet the need for professional medical personnel has never 
disappeared. Just as old challenges have been overcome, new 
ones arise to take their place. Alien microbes and diseases, rare 
though they may be, pose new obstacles to human health, as 
numerous frontier colonies have discovered. Ironically, the Sec- 
ond Galactic War was a fantastic time for medical research. 
Some of the best hospitals in human history were founded dur- 
ing the conflict, including the medical institutes of Thuldan Prime 
and Sapphire. Nevertheless, for all the praise that surgeons and 
doctors of the war heap upon recent medical innovations, the 
need for trained nurses, doctors, and paramedics continues to 
grow. Skirmishes along the stellar nations’ borders are partially 
responsible, but so is the new age of exploration. 

The advance of medical technology, like that of the stardrive, 
has been a thorough combination of human and alien ingenu- 
ity. Knowledge of the human body has advanced to allow for all 
kinds of improved treatments and reduced hospital stays. Med- 
ical knowledge encompasses so many fields and subspecialties 
that the general practitioner relies extensively on computers, 
databases, holo conferences, robots, and cybernetics. As a re- 
sult, humans enjoy an incredible rate of recovery. Advanced tai- 
lored drugs can augment the body's own ability to heal injury. 
The average hospital stay has been reduced to only two days, 
and many injuries that might have once led to surgery and bed 
rest can now be treated in a few hours. 

Contact with the fraal, mechalus, and tsa has done wonders 
for human medical knowledge, The fraal taught humans how to 
use the mind to treat the body—both by the direct application of 


j E 

a mindwalker's healing powers and by the more general power 
of belief and will In addition, the (а showed humanity incred- 
ibly advanced cryogenics. While humanity doesn't rely on it for 
space travel as da the Ysa, the principles that it unlocked went 
beyond the simple ability to [lash-Ireeze the sick and wounded 
for later treatment. Теа cryogenics made it possible to control 
tissue by directly controlling the rate of cellular interaction. 
Finally, the mechalus completed the human integration of cy- 
berware. Their understanding of neuron-transistar interaction 
gave humans hundreds of workable nanites and vastly reduced 
the rejection rate of cybertechnology. 


A AND CLONES 


The medical extension of sentient Шеѕрапѕ has been possible 
because of the mapping, exploring, and understanding of the 
genomes of each sentient species, With these weapons in the 
medical arsenal, many flaws can be found and corrected long 
before they become threatening. Most expectant mothers visit 
doctors for gene scans and gene therapy. Even after birth, gene 
therapy can alter the DNA strands in cell nuclei to eliminate 
metabolic defects. 

Many governments go beyond simple genetic repairs, taking 
it upon themselves to examine and improve the genome gener- 
ation by generation. Sometimes called “active evolution” and 
sometime denounced as ‘reckless tinkering,” the practice is still 
considered distasteful by many citizens. It's most common 
among colonists locking to adapt their children quickly to the 
foreign environments of alien planets. It's also prevalent 
throughout the Thuldan Empire. 

Genetic engineering has produced advantages for the 
masses too. Each decade or so, citizens go to a hospital or ge- 
netic spa for anti-aging gene therapy. Since the treatment costs 
$7500 or more, not every stellar nation offers it as part of 
basic health care (and in the Hatire Community, genetic life ex- 
tension is illegal). As a result of these treatments, the lifespans 
of humans and other sentient species continue to grow. The typ- 
ical human can live 200 years or more, assuming a life of few 
accidents and consistent medical care. 

Other species have used similar genetic techniques to extend 
their lives. The already long-lived fraal live more than 400 
years. Mechalus, historically slightly longer-lived than humans 
thanks to their molecular repair units, live just over 250 years. 
Aboriginal sesheyans on Sheya before contact with VoidCorp 
lived less than 50 years; with modern science and better nutri- 
tion, they can reach 180 or 190. Weren who survive the bat- 
tles of their youth and reach old age can live up to 160 years, 
Even the notoriously short-lived (ва, once accustomed to living 
just 35 years, now have an average life expectancy of more 
than a century. 

Clones—genetic duplicates-are another outgrowth of genetic 
engineering. Cloned sentients represent less than 5% of the total 
galactic population; most clones are born to infertile couples ar 
are raised in corporate creches. The exact legal status of a clone 
depends on the local laws; usually, they are treated as the legal 
heirs of their genetic parent, their legal parents, or both. 

The Borealis Republic is famous for its clone population, Half 
of the Republic's population shares less than 100 "honored and 
established’ genomes, genetic types that Borealins believe rep- 
resent the elite of their society. Borealin geneticists perfect and 
find new genome lines about once a decade. 


Human society holds two views of what constitutes a mutation. 
The first is some physical characteristic that sets an individual 
apari, such as a different eye color or a skin discoloration. 
‘That's the popular view, but it's a bit simplistic from a scientific 
paint of view. Scientists consider any significant alteration fram 
human norms to be a mutation, but scientific definitions of 'sig- 
nificant alteration’ vary widely. In truth, just about every mu- 
lent-whether engineered or random-has more than 99% of 
the same DNA structure as an unaltered human. That's not sur- 
prising, given that every Terran primate would qualify as well. 

What's the definition of the species Homo sapiens? The sci- 
entific question has been complicated by political issues. Thul- 
dan scientists, well-known for their interest in bettering the 
human genome, hold that genetic alterations up to 1% of the 
genome constitute a member of the same species. Mainstream 
scientists hold that alterations greater than 0.19 can distinguish 
an independent species, and point їп the other Terran primates 
as proof. Preservationist Solars living on Earth teach that any 
intentional genetic alteration—or random ones greater than 
001%-proves a person has gone beyond the boundaries of 
what it means to be human. The debate rages on. 

‘The galaxy has also given rise to natural mutations, individ- 
uals born with a variation in their DNA. Given the months and 
years that spacers spend exposed to cosmic radiation, it's not 
surprising that mutations are more common in the 26th century 
than before the advent of spacefaring. Most natural mutants are 
the offspring of spacers; few are born to planet-bound parents. 

Most natural mutations are defects that hinder the person 
born with them. A few are as beneficial as engineered changes, 
though the result is unpredictable and most mutations are small, 
with litle or no outward sign of their presence. For example, no 
mutants with twelve eyes have appeared, but mutants with het- 
ter night vision have been recorded. More bizarre mutations, for 
Teasons as benign as simple research and as malevolent as the 
creation of supersoldiers, are fortunately very rare. And the 
more extreme the mutation, the more likely that serious flaws— 
even fatal ones—will arise within the mutant's genome. 


Estimates place the total mutant population at 49 billion, or less 
than 005% of the total human population. Among aliens, engi- 
neered mutants are entirely unknown, as none of the major 
spacefaring species tampers with its genes. In some regions 
and distinct populations—including mutant enclaves, certain 
Thuldan colonies, and reservations-the percentage of human 
mutants is much, much higher, up to 100%. 

According to popular opinion, these few live a cursed and 
barren existence, Ostracized by most of society since the Mutant 
Uprising of Tau Ceti, mutants are widely feared and distrusted. 
Holos of Tau Ceti's terrible destruction are shown tn every 
sthoolchild, and anti-mutant sentiment runs deep in some 
nations, especially the Solar Union. The fiercest distrust is aimed 
al mutants with obvious mutations ог mutations clearly intended 
for combat: claws, poison, and the like. On the other hand, most 
of the Stellar Ring has accepted the mild alterations made ta 
colonists seeking to inhabit hostile worlds. 

Mutants’ specific legal status remains up to each stellar na- 
tion. Some mutants have the same rights as other humans, A 
fine example of tolerance can be found in the Thuldan Empire. 
Thuldans have used selective breeding and engineering to alter 


the Thuldan genome, producing a population that's stocky, 
strong, and built to withstand the stresses of combat. Beyond 
this norm, experimentation further improves the speed, aim, 
and reaction time of Thuldan soldiers. 

In the rest of the Stellar Ring, mutant sympathy is less com- 
mon. Mutants are treated as second-class citizens, and many 
engineered humans are little more than slaves shackled tn the 
demands of their corporate or colonial creators, 

Most stellar nations actively encourage individual mutants, 
whether engineered or natural, to live together on selected 
worlds apart from the rest of the galactic community. Mutants 
with dangerous abilities, such as an acidic touch or an electrical 
aura, may find their actions severely limited to biodomes and 
other quarantine structures. Some individuals and cultures even 
see genetic engineering as a crime against nature, The Union of 
Sol, for instance, requires mutants to live in controlled commu- 
nities and gives genetic labs the same respect as sanitariums. In 
other words, they're isolated and kept outside the community. 
Most mutant zones are located near medical facilities, since hos- 
pital environments are needed to treat most genetic disorders, 

Despite widespread prejudice, the average human can genet- 
ically alter his or her offspring as a matter of personal freedom. 
Those who wish to subject their children to the associated risks 
are free to do so. A few communities, such as the Hatire and the 
Solar Union, have laws shielding infants from such alterations 
except in the treatment of medical ar psychiatric ailments. 

Most mutants live pretty freely within the Verge, their actions 
no more limited than any other human's; the frontier is more 
forgiving of such differences. Back in Old Space, the Galactic 
Consulate has repeatedly failed to pass a Mutants Act to grant 
equal rights to mutants. The bill is reintroduced annually by rep- 
resentatives of mutant rights groups, but has gotten little support 
from the Solar Union, Nariac Domain, and Hatire Community. 


CoMMoN GENOTYPES 
Genetic engineering by the Thuldan Empire has produced 
many specific lines or genotypes. The most famous are the 
‘Warlions (see page 251), Vacuum, and Hi-g mutants, all well 
established in the Empire and known (if not exactly familiar) 
elsewhere. Concord Shock Troopers are also fairly common. 

Concord Shock Troopers are a very recent genotype, cre- 
ated by the Taurean Star Republic late in GW2 and since 
adopted by the Concord. They have Increased Metabolism, 
Improved Heflexes, and Adrenal Control. They are trained in 
war from birth; 1,000 such troopers serve with the Concord 
Marines aboard the Monitor. Shock Troopers suffer fram 
moderate Reduced Will. 

Vacuum mutants aren't quite vacuum-proof but they are 
much more space-tolerant than normal humans, With Thin 
Atmosphere Adaptation and Radiation Tolerance, Vacuum. 
mutants suffer half damage from explosive decompression 
and have slight High Gravity Sensitivity and Minor Physical 
Change (narrow faces and elongated limbs) drawbacks. 
Many Thuldan miners are Vacuum mutants. 

Hi-g mutants have Hyper Strength, Gravity Adaptation, 
and Improved CON and can work at up to 2 g. Their fond 
demands are correspondingly higher, and they suffer from 
Inefficient Metabolism and Major Physical Change (1.4 m tall 
and up to 160 kilos). 


Psionic individuals exist throughout explored space. Almost 
every sentient species demonstrates sume ability, though that 
potential isn't always realized within the species’ civilization. 
Fsionic power was first conclusively demonstrated in the second 
decade of the 21st century, ending a century of debate over the 
possibility of extrasensory perception (ESP), The governments 
of the era were remarkably unwilling to accept the possibility, 
but documents uncovered long after the period indicate that cer- 
tain administrations and agencies knew more than they ever 
admitted. They simply had no desire to share their research or 
acknowledge the success of others. 

After ESP gained acceptance, three other mindwalking dis- 
ciplines were acknowledged. The first was Telepathy, nat only 
the ability to sense emotions and thoughts, but also to introduce 
thoughts into another’s mind, Next came the recognition of 
‘Telekinesis—the ability to move or alter objects from a distance. 
Finally, Biokinesis uses psionic contral over the body to regulate 
its function and alter its chemistry and metabolism. Each use of 
a mental power weakens the user, so even an extremely pow- 
erful fraal mindwalker has limits. With each use of mental abil- 
ities, a character becomes more fatigued, until eventually he is 
too exhausted to perform psionic feats. 

Mindwalkers are fewer than .01% of the population. They 
have aptitude in all four of the major psionic disciplines. Talents, 
on the other hand, demonstrate proficiency with only one. Tal- 
ents are 10 times more common than true mindwalkers. Mind- 
walkers are much more common among the fraal (up to 20% 
of the population, by some estimates), and many humans attend 
fraal sanctuaries in order to harness or focus their mental fac- 
ulties, Even those fraal who are not full mindwalkers have some 
psionic talent 


Psionics IN SOCIETY 


Ever since the fraal joined humankind, the discipline of mind- 
walking has been accepted as a part of reality, even though its 
relative rarity prevents it from becoming completely main- 
stream. The initial fraal knowledge of mental powers far ex- 
ceeded that of humanity's in 2124, so it's no surprise that fraal 
nomenclature and training became the standard. While the ini- 
tial years were tense as religious and other objections to mind- 
walking were voiced, in the end mindwalking became an 
accepted career. 

Та most people, psionics are great gifts that can easily be 
abused. So, while mindwalkers and talents are tolerated, they 
are also treated cautiously, Holo programs have instilled an 
image of mindwalkers as normal men, women, and sentients 
with extraordinary abilities. Mindwalking families—psionics run 
in bloodlines, though the genetics have never been properly un- 
derstood—want to live, love, and thrive just as much as any 
others, 

Nevertheless, the rarity of mindwalking ability means that a 
mindwalker's Ше is never like that of the nonpsionic majority. 
Each stellar nation has adopted its own laws and customs 
regarding mindwalkers. Certain laws regulating psionics have 
become almost universal. All stellar nations require that mind- 
walkers register themselves. For most citizens, this is a matter 
of course. Psionic testing during primary and secondary edu- 
tation reveals 99% of those with the ability, Aptitude testing 
helps governments recruit mindwalkers, but it alsa helps pro- 
tect the population in general, since experience has shown that 


an untrained mindwalker ts the most dangerous kind, prone to 
lash out with his powers when threatened or upset. Govern- 
ments and private interest groups set up mindwalking acade- 
mies {п train young mindwalkers and prepare them for a life 
in society. 

The law provides strict penalties for psionic malfeasance. 
Most crimes committed by mindwalking are prosecuted nor 
mally. That is, homicide by electrokinesis is no different from 
homicide by laser pistol. Laws governing privacy are uncom- 
mon in the stellar nations, but the negative public reaction to 
mindwalkers has led most stellar nations to legislate against 
mind probes, clairvayance, and other invasive techniques, even 
though thase laws proved difficult to enforce. 

Licensed use of mindwalkers existe in every industry. Law 
enforcement and court officials commonly employ expert wit- 
nesses: typically psychometrists or mystics with postcognitive 
abilities. One of the results has been the lowest rate of unsolved 
crimes in modern history. In more rigidly controlled stellar 
nations, such as VoidCorp and the Thuldan Empire, direct 
mind-reading is permitted to ascertain guilt. In the private sec- 
tor, mindwalkers work in communications, espionage, medi- 
cine, and human resources. Whatever their specific job, 
mindwalkers benefit from a labor-friendly environment, 
Scarcity and high demand combine to produce high pay and 
excellent benefits. 

Most of the thirteen stellar nations demonstrate noteworthy 
attitudes toward mindwalking and mindwalkers. Both reli- 
giously oriented nations—the Orlamu Theocracy and the Hatire 
Community—understand mindwalking as a miracle of a 
greater power. Mindwalkers are prized and revered, typically 
encouraged to take up orders as members of the clergy. The 
Найге are especially noted for their biokineticists and their 
telepaths. VoidCorp uses its mindwalker employees as it does 
all its assets. The Orion League and the Union of Sol allow 
their mindwalkers almost unchecked freedom, while the Nar- 
jac Domain requires that its mindwalkers live with psi-re- 
straint implants, allowing the state to contral them. The 
Concord leaves mindwalking alone, though many Concord 
Administrators are said to be mindwalkers. The Borealis Re- 
public has had some limited success with cloning mindwalk- 
ers; the Hoffmann line demonstrates mindwalking ability in 
almost 4% of its clones. 


Psionics & TECHNOLOGY 


As the scientific understanding of psionic energy has grown, so 
have the tools to detect psionic activity and the ways to shield 
people from psionic manipulation. Hand-held psi-detectors now 
detect psionic activity within 100 meters, and psi-restraints can 
inhibit use of psionics. 

More recently, hand-held psi-spectrometers have demon- 
strated the ability to record psionic energy signatures. Psi-spec- 
trometers can detect a mindwalker's psionic print about an hour 
after the psionic activity—the exact length of time depends an the 
amount of psionic energy expended. The unit can recognize the 
mindwalker whose psionic print matches the one recorded, but 
it has a range of only 10 meters and can store no more than 
100 psionic prints at a time. Thanks in large part to this tach- 
nology, the regulation of psionics has become an accepted part 
of forensic science. 


GYI 
Enhancing organic life with cybernetic implants has been possible 
for centuries, but cybertech has never achieved widespread pop- 
Шашу. In the 26th century, cyberneticists continue to explore 
whats possible, and the line between humans and machines con- 
tinues to blur. Is humanity still evolving, soon to follow a path like 
that of the mechalus? That seems unlikely. The limits imposed on 
cybernetics are self-imposed. With the possible exception of the 
Nariacs, neither the peoples of ће Stellar Ring nor their govern- 
ments are prepared to accept a cyber-dominated galaxy. 

If history is a guide, cybertechnology will bypass the limits 
anyone attempts to impose. The first significant melding of elec- 
tronics and the human nervous system occurred in 21st century 
militaries. Subdermal weapons, cyberoptics, and body plating 
eventually gave way to full limb replacements. Medicine fol- 
lowed close behind, using cyberware to replace lost eyes and 
limbs and deploying microscopic nanites to enhance the body's 
ability to heal wounds and fight off disease. 

The next step in cybertech's evolution was its move into the 
mainstream, albeit in a small way. Business people, scientists, 
and gridpilots adopted the simplest form of cyberware—neural 
interface jacks, popularly known as NlJacks-to enhance their 
everyday effectiveness. Finally, fashion, forever seeking some- 
thing new, has accepted fragments of cybertechnology into its 
world. Вірагі is a common sight within the Stellar Hing, and few 
question the casual use of such neon implants. 


CYBERNETICS AND SOCIETY 
Thanks to the Cyko Riots of 2314-15, most sentients in the 
Stellar Ring view anything more than cosmetic implants with 


distaste. Financiers and gridpilots with nanocomputers and ath- 
letes using cytronic circuitry are acceptable. Anything more ob- 
vious inspires apprehension and distrust. That's especially true 
if the cyberware has a military application. Only on the most 
rugged and untamed planets can BattleKlavis, body plating, ог 
MusclePlus go without attracting attention from law enlorce- 
ment agencies, 

The precise reaction of citizens of the Stellar Ring depends 
on the nation of their origin. The Nariacs are well known for the 
integration of cybertechnology into all aspects of their lives, es- 
pecially law enforcement and population control. Cybertech- 
nology plays an active role in their lives, and their bodies and 
culture have adapted to contain it. The Rigunmors, thanks to 
their long friendship with the mechalus, think little of electronic- 
organic combinations. The Austrins and the Brethren of the 
Hatire Community are much less forgiving, The Hatire hold cy- 
berware in contempt because it pollutes the human soul. The 
citizens of Austrin-Ontis also object іо cyberware, but for a dif- 
ferent reason. Their dislike stems from the Austrins' fierce con- 
licis with ће Nariacs during the Second Galactic War. 

Use of offensive cyberware is prohibited by the same laws 
that prohibit assault and physical attack. Unfortunately, the 
wielders of cybertech weapons are difficult to disarm, Depend- 
ing on the local government, cyber-enhanced lawbreakers may 
simply be tagged for location, or they may have their cyberware 
forcibly removed. In the minds of the masses, any overly cy- 
bered human is an unpredictable killer, a cykotek in the mak: 
ing. In reality, fev cykateks exist. Most cyber-enhanced humans 
are normal citizens who prefer tn keep their cybernetic gear 
minimized, or at least concealed. 


ROBOTS & Ais 


The robot-filled world predicted for centuries is becoming a re- 
ality. In the 26th century, robots serve in every major industry 
and in every stellar nation, performing programmed tasks uf 
various levels of complexity from rote actions to advanced tech 
nical work. 

The science of robotics has grown ever since its origins in 
the 20th century. The reason for robot production appears clear. 
Robots do work that human beings can't do. The human body, 
like other organic sentients, is limited and even weak. Pistons 
and gyros can apply more force in a smaller area than an or- 
ganic muscle that tires and weakens. Robots can also work in 
environments that would endanger human life. No one ques- 
tions the use of drones in situations where the risk is high. Hu- 
mans cant tolerate extreme temperature, gravity, or pressure 
for very long, and radiation can cripple the human body. But 
such obstacles can be overcome by robots, without any of the 
moral quandaries of cybertechnology or applied genetic manip 
ulation. 

Robots also do work that humans don't want to do. Work 
that's repetitive, dull, or located within ће loneliest outposts of 
space can be reliably executed by a subsentient robot. Without 
feeling, emotion, or self-awareness, the average robot has no 
distaste for tasks that would drive most sentient species to bore- 
dom or even insanity. They perform in completely servile roles 
without complaint. Common robot models include bodyguard, 
colonizer, drone, mechanic, miner, and robot tank. 


ARTIFICIAL INTELLIGENCE 


Developments in interstellar technology have heen pointing to 
changes in human-rabot relations for many years. In 2318, the 
first true artificial intelligence went online. Prior to that point, 
many computer systems could fool a human into believing they 
were sentient, but their reactive networks actually did little more 
than respond to stimuli with such blazing speed that they could 
delude most of the public—that is, they passed because of 
human weakness, rather than because of true sentience. After 
the development of crystal lattice processors that both stored 
and processed data—much like the neurons of the human 
brain—the machines began to talk back. Soon enough the early 
Als were asking the interesting questions of metaphysics. Bore- 
alin philosophers had a field day dissecting the implications and 
quizzing the new machines about their model of the universe. 

Artificial intelligence is all the rage. At first, an Al filled 
rooms upon rooms, dozens of square meters. The first AI oc- 
cupied the equivalent of four city blocks, although much of that 
space was open to give the Al's builders access to data crystals. 
Development over the last two centuries has reduced the cum- 
bersome crystal lattice structures somewhat, but the smallest 
Als must still be housed within the computer banks of starships, 
space stations, and ground installations. Therefore, the technol- 
ogy of the day cannot effectively miniaturize an AI program to 
fit within the confines of a humanoid body, Many of these arti- 
ficial intelligences can and do control robots of their own—via 
remote controls commonly called memory harnesses. A bot 
under the control of a parent Al doesn't have the processing 
power of its parent when operating alone, but usually the bot 
and the Al stay in direct radio contact whenever possible. 


AUTONOMOUS ROBOTS 


Only a few years after the birth of the first AI, a revolution in 
autonomous robots changed the way that they would operate 
and be perceived. According to computer theoreticians and 
literati, it isn't artificial intelligence. But it's not a strictly linear 
program-driven matrix either. The Dillon lattice pseudo-AI unit 
is the means by which most robots function. They aren't fully 
sentient, but they are intelligent, able to make complex decisions 
on their own. They have no emotions and no ability to compre- 
hend human emotional responses. 

As for truly independent robots, controlled by free intelli- 
genres, they remain still a goal, not a laci. Research continues 
throughout the Stellar Ring, especially in the StarMech Collec- 
tive, famous for use of robots in all aspects of its society. 


Sociery AND Law 


The full implications of artificial intelligence remain unexplored. 
Once a matter of theoretical debate, the issue is growing more 
immediate, and each culture struggles to find an answer. At firs, 
robots were simply property, but they were soon given special 
status under the law. Malicious attack on a robot is classified as 
property damage, but if a robot's memory or processor cores 
are damaged, charges of homicide can be levied. 

Many historians believe the shift in attitude toward robots 
and Als during the last hundred years is a result of contact with 
the mechalus. With mechalus working alongside raboticists, it 
was easier for everyone to accept broader robot rights. The 
precedent was established in the Rigunmor Star Consortium in 
the Guilder Van Huys murder case, when robots first testified as 
witnesses in court by performing memory downloads. The 
Orion League, StarMech Collective, and Insight soon followed 
suit, granting robots the right to act as witnesses in court cases, 
as well as for wills and other legal documents. 

Increasingly intelligent and independent robots may some- 
day be accepted as full citizens, at least in progressive nations 
such as the Orion League, Insight, and the Borealis Republic. 
There, robots are already gaining civil rights and must be 
treated as full citizens in many respects. They may own prop- 
erty, run businesses, and access public places; emancipated ro- 
bots must even pay taxes, But even in the most liberal stellar 
nations, free robots are rare. In the rest of space, emancipated 
robots don't exist. They simply must accept orders from their 
creators-or risk depowering and reprogramming. 


Rosoricists 

A roboticist is an expert who builds, maintains, repairs, repro- 
grams, and modifies robots of all kinds, from heavy industrial 
welders and miners to delicate scientific survey bots. A trained 
roboticist needs to understand not just hardware actuators, data- 
bases, and decision trees, hut also imaging programs that per- 
mit robot vision and social programming that oversees robot 
interactions with humans. In a way, the job combines the most 
difficult aspects of engineering, programming, and psychology. 
Independent robots who take up roles as roboticists generally 
perform very well in all categories save the last. 


RELIGION 


Religion is one of the strongest motivational forces in human 
history. The power of faith and religious belief has created two 
stellar nations, and even beyond the borders of the Hatire Com- 
munity and the Orlamu Theocracy, more than half of all sen- 
tients consider themselves believers in one faith or another 
Even those who don’t profess a particular belief system are af- 
fected by religious forces. 

All religions struggle with the issues of faith and destiny, It’s 
not acceptable to merely to look back tn the words of prophets 
and ancient texts. People want to know where they're going—as 
a culture, as a nation, and as a species. As humanity and its al- 
lies adapt to their first centuries in space, their solutions to the 
puzzle of belief have become more complicated than ever. 


ANCIENTIST 

A small but growing religion is sweeping through many of the 
stellar nations. Begun in the Borealis Republic, this new faith fo- 
cuses on the ruins and monoliths left behind by a spacefaring 
civilization that rose, flourished, and disappeared long before 
humanity left its home world. The faithful call themselves the 
Children, but the popular press refers to them as “the Ancien- 
lists’ due to their fervent interest in the past. 

This faith believes that the ancient civilization was a species 
ofgods. (Historians have labeled this mysterious group the Pre- 
cursors.) Their power and majesty can be seen in the structures 
they left behind, claim the Ancientists, and they believe that 
someday the Precursors will return. On that day, the Precursors 
will grant humanity the knowledge and technology it needs to 
take its place beside them. 

“We are the children of the Precursors,’ the Ancientists 
claim, ‘and soon they will return to see what we did with what 
they left behind. If we did well, they will shepherd us to the next 
level of existence" Some Ancientists also believe that the Pre- 
cursors will test and judge humanity when they return. If they 
find humanity wanting, the Precursors will destroy humanity 
and reclaim their ancient home. Ancientists, naturally, believe 
they will be spared this judgment—provided they can decipher 
the clues left behind in Precursor ruins, 

Ancientists are scholarly, inquisitive, and fond of exploring 
and studying Precursor sites and artifacts. Their young faith has 
few established churches or hierarchical structures. Though it 
has a seminary on Sapphire and a Grid presence in many sys- 
tems, members of the faith usually gather at Precursor sites tn 
meet, exchange information, and worship. 


Hatire 

The Hatire are followers of a god they call the Cosimir, an alien 
deity that they have adopted as their own. Though they became 
infamous for their "by-the-sword" conversions during GW2, 
they are also well-known for their passionate dislike of ad- 
vanced technology, especially tech that alters the human body. 
In truth, the Brethren of the Hatire Community—which accounts 
for more than half the total followers of the faith—follow a con- 
servative philosophy and lifestyle that seems to invite attack and 
ridicule by outsiders. 

‘The Brethren accept the burden of their reputation, as unde- 
served as they believe it to be. Why? Like most religions 
founded in the last three centuries, the Hatire faith is a prosely- 
tizing one. The Hatire see themselves as missionaries, deter- 


mined to bring trust in the Cosimir to the masses, exalting the 
spirit revered by the long-vanished dwellers of Haven. For both 
the Brethren and the ancients whose stories they translated, 
worship is about purity and purification. All other factors being 
equal, the ideal Hatire life pursues simple harmony, without 
complicated technology to distract the spirit, It would be a sim- 
ple agrarian life, focused on spiritual contemplation. Nothing 
would stand between a believer and the universe. 

This is not the universe the followers of the Cosimir must 
live in. In a fierce, contentious universe, the Hatire must gird 
themselves with weapons and technology they abhor The 
Hatire priesthood offers special dispensations, celled technology 
indulgences, to those who volunteer to contaminate themselves 
in this way. The Brethren must fight fierce wars, undertake far- 
flung explorations, and even research spaceships and other in- 
struments, though ultimately these things are only distractions 
from the truly important goals in life. 

Missionaries of the Cosimir travel throughout the Stellar 
Ring and beyond, spreading the word. The average believer can 
comfort himself with the thought of someday returning to the 
spiritual life—once all of humanity has been prepared for it. 
Thats the job of the Cosimir's disciples. The most famous are 
the Hatire Mind Knights, trained in special academies such as 
the Mindanaoth Academy of Grith in the Verge or the Académie 
du Monde on the stellar capital of Haven. The Hatire's less vio- 
lent followers include its telepathic Seers and the members of 
the Chorus. 

The ranks of the faith are fairly simple. Brethren begin as 
Teverents, then become ordained missioners for a local church 
and possibly diocesans, responsible for an entire planet. 

The Chorus is a Hatire religious order that believes faith 
heals injuries. Chorus members view biokineticists as masters 
of the Hatire faith, adepts who have perfected themselves and 
others without using technology. The largest Chorus community 
in the Verge dwells within the Forest Cathedral on Grith, a moon 
in the Corrivale system. 

‘The Hatire faith continues to grow, especially within the 
Thuldan Empire. While it's true that Hatire ministers have had 
to adapt their teachings to overlook the Empire's manipulation 
of the human genome, belief in the Cosimir is winning over the 
hearts of the Thuldan people-members of a culture that the 
Brethren consider spiritually bankrupt and ready for change. 


HUMANITY REFORMATION 
The Reformation's tenets acknowledge that all human faiths—in- 
deed all humans-are flawed. Theocratic governments, rigid be- 
lief systems, and well-defined canon produce nothing more than 
а docile, weak-minded populace and a wealthy religion. The 
faith acknowledges a single god, responsible for the creation of 
the universe, However, worship is irrelevant ta the creator— 
worshipers must help themselves, Blaming one's shortcomings 
on an omnipotent gad is just another failing 
According to Reformer tradition, humans should never ex- 
pect divine help to overcome problems. Instead, the creator ex- 
pects sentients to salve problems in themselves, in others, and 
in society. When a person sees a wrong, he should right it. More 
important, when a Heformer discovers greed, malice, or any 
other flaw within himself, it is his duty to confront it. 
At the same time, Reformers must help believers overcome 
their flaws—psychological, physical, or spiritual. To take advan- 


tage of another's weakness or, worse, take joy in it is a greater 
crime than to sin or to have personal failings of one's own. Fol- 
lowers of the Reformation are expected to devote themselves to 
lives of achievernent, giving generously to charity, helping those 
in need, and opposing injustice, 

Opposing injustice often puts the faith’s clergymen in conflict 
with local authorities, other churches, and even stellar nations. 
According to Reformation doctrine, a member must oppose in- 
justice even when doing so violates local laws. For example, the 
Reformers actively denounce VoidCorp’s ownership of its em- 
ployees and work hard to help escaped sesheyans. Despite its 
high-profile troublemaking, the Humanity Reformation is widely 
accepted throughout the Stellar Ring. The only issue that divides 
the faithful is nomenclature. The church is open to sentients of 
any species, but its name implies that only humans are fully 
welcome. Its an open question whether the next church council 
will remove human-speciiic titles and doctrines. 

Clergy begin as initiates and are given small tasks to prove 
their worthiness. Once these tasks are completed, an initiate is 
given the position of father or mother and is assigned to a spe- 
cific location. Alternately, the initiate may be ordained a re- 
former, a wandering priest who searches nut wrongs and helps 
others as part-time counselor and adviser. The reformers are 
considered the faith’s true patriots, and competition is fierce for 
such assignments, Abbots are the rulers of individual Reform 
settlements. While a father or mother can become an abbot or 
abbess, he or she can't rise any higher unless named a re- 
former at a later date. Finally, the term “reformer” is also used 
by those outside the church to describe all its members, 
Bishops are the next highest rank, made up entirely of 
prominent reformers who have achieved great successes. A 
bishop is assigned a region to watch over, which may be as 
small as a continent or as large as a star system. Bishops ap- 
point reformers, fathers, and mothers and occasionally sponsor 
initiates into the order Ultimately, the religion is guided by thir- 
teen cardinals led by the pontifex. Collectively, the cardinals and 
pontifex make up the Council of Reform. Their annual meetings 
are held on the planet Desire, in the StarMech Collective. This 
body is the faith’s highest, and it controls all bishop appoint- 
ments, doctrinal issues, and financial arrangements. 


THE INSIGHTFUL 


As the youngest major religion in existence, the Church of the 
Oracle is the spiritual home to worshipers called the Insightful— 
so named to distinguish them fram the title Inseer, given tn cit- 
izens of the stellar nation of Insight. Followers of the Church of 
the Oracle aren't acknowledged as religious adherents by many 
stellar nations, and certainly aren't acknowledged by the other 
major religions, Nevertheless, more than 500 billion believers 
call the Insightful faith their own. The religion is a well-known 
haven for gridpilots and programmers, and some of the best 
hackers are known to follow the code of the Insightful. 

‘To understand the Insightful’s beliefs, i's necessary to expe- 
rience the Grid. The Grid’s ability to allow exchange of thought 
is the comerstone of all Insightful beliefs and practices. Insight 
depends on a perfect melding of technology and mysticism—a 
melding that has a strong appeal for many of the technically 
and artistically inclined. The vehicle of the religion is not prayer, 
or good works, or devotion to scripture, The Insightful believe 
that divine potential lurks within the Grid. 

Uncomplicated by the imperfections of human language, the 
Grid—especially as perfected by Insight—permits direct contact 
with the conscious mind. As such, it grants human minds the 


potential for complete understanding, or complete union, with 
one another and with the universe. This is a possibility once 
thought limited to those fortunate enough to be gifted with mind- 
walking talents. This union results in a state of complete equal- 
ity among souls, reflected by the Insightful disregard for the 
notions of ranks and hierarchies. The only hierarchy is the ex- 
change, and its fire of truth. As a bellever grows in under- 
standing, he gains access to higher and higher levels of truth 
and advances along the path to perfect understanding. 

For humanity to evolve beyond crude flesh to a free ex- 
change of thought across the Grid, information must be free. For 
governments and corporations to keep secrets and restrict the 
free flow of information is a sin. ЇЇ the sacred duty of the In- 
sightful to expose the truth, no matter how painful it may be. 
The price of free exchange, the price of human destiny, is the 
willingness to learn and embrace both the good and evil sides 
of human nature, and ultimately rise above them both. 


Unlike any other religion except the Church of the Oracle, Or- 
lamism is a dynamic faith built on a foundation of tachnology 
and science. The Orlamist faith was born from the invention af 
the stardrive and the subsequent discovery of other dimension, 
drivespace. While testing the stardrive, pilot Jeff Sendir had an 
encounter with the divine. When he returned to normal space, 
he abandoned his previous life and set forth the principles of the 
faith: Drivespace is the groundwork of God. Just as the world all 
around was the conscious act of the creator, the space behind 
space remains the source and origin of all things. Drivespace is 
nothing less than the Divine Unconscious. 

The dactrine of the Theocracy is centered around a single 
objective: understanding and contacting the Divine Unconscious. 
То reach this goal, the Orlamus constantly monitor and experi- 
ment to advance their understanding of drivespace. Doctrine 
changes as necessary to fit the latest theory supported by the 
scientific evidence. Disputes and disagreements among the Or- 
Jamist faithful are more than permitted; they are encouraged, 
just as division and argument are vital to the scientific commu- 
nity, Not surprisingly, a secondary result of all this experimen- 
tation on the Divine Unconscious has been the superiority of 
Orlamu stardrives over the last 300 years. 

The Theocracy can only loosely be considered a united reli- 
gion, since it lacks elders who preach a common doctrine. The 
only requirement for an Orlamist is that one’s activities help ta 
understand the Divine Unconscious. By seeking to understand 
what drivespace truly represents, one comes closer to under- 
standing God. For example, the 121-hour duration of each star- 
fall has led some Orlamists to suggest thal this was the span of 
creation itself, A more radical Urlamu cult questions the very 
use of the Divine Unconscious as a means of travel; might not 
trespassing alter the very nature of God? At the same time, the 
religion's openness and tolerance extend beyond its own faith; 
Urlamists are accepting of all religions. 


Ор EARTH 


Waves of emigration fram humanity's homeworld have yet to 
weaken the venerable belief systems developed an its surface. 
Some have seen a percentage decrease in their numbers when 
compared to the whole of the population. This decline can be 
partially attributed to the same factors that led to the First Galac- 
tic War; far from religious centers and leadership that were still 
based within the Sol system, faith among the colonial powers 


wandered. Its also likely that the discovery of nonhuman sen- 
tient Ше—апй the unfriendly response tha! more conservative 
religious groups offered—played a role in decreasing the atten- 
dance at Old Earth churches, synagogues, and temples. 

Yet as human population has grown, so has the number of 
followers of most Old Earth faiths. Missionaries sent to convert 
the alien species have enjoyed some moderate success as well. 
More than one and a half trillion sentients follow an Old Earth 
faith, All of the major religions in existence prior to the discov- 
ery of the stardrive still flourish, including Christianity (in 
Catholic, Orthodox, and Protestant denominations), Buddhism (in 
Theravada, Mahayana, and Tantrism branches), Islam (in Sunni 
and Shia sects), Judaism (in Hasidic, Orthodox, Conservative and 
Reformed divisions), and Hinduism (in three major traditions 
encompassing a variety of sects) 


ALIEN RELIGIONS 


The alien species encountered by humanity haven't embraced 
human religion as quickly as they've embraced human technol- 
ogy. Indeed, all alien species have offered up their own answers 
io religious questions—though most humans find these answers 
almost incomprehensible. 


FRAAL PHILOSOPHIES OF MIND 
The fraal are skeptics in most matters of faith. Indeed, the fraal 
are the only one of the five major nonhuman species without a 
native faith of their own. Even fraal who adopt a religion are 
rarely very devout. They show little interest in human mission- 
aries, and they often forbid preaching on board their city-ships. 
At the same time, Borealin colleges have closely studied 
freal philosophy for more than 200 years, and a number of 
2rd century discoveries link fraal schools of mindwalking 
academies with sacred belief systems. Though the data is in- 
complete, the fraal seem to believe that each major form of 
mindwalking corresponds to a sentient being’s inner form, pos- 
sibly something that resembles a soul. However, the fraal's ex- 
treme reticence in discussing their beliefs about the origin of 
mindwalking powers has frustrated every attempt to broaden 
human understanding of these beliefs-though the Hatire have 
gleaned some portion of this knowledge. As long as the fraal 

reluse to discuss it, speculation will continue unchecked. 


Mecna.us CREDO 

Ever since the genocide that converted most mechalus to paci- 
fisic ways, these aliens have suppressed their only native faith, 
the Warrior's Credo. Founded by a warrior/programmer named 
Thetor, the faith taught that only through struggle could the 
mechalus species attain and maintain unity. The little evidence 
available indicates that the religion Involved special implants 
and software as well as ritual acts of prayer and violence. Most 
mechalus today look back on these beliefs as primitive and 
even distasteful, much as many humans frown on some ald 
human religious practices such as animal sacrifice. 

Since contact with humanity, however, the mechalus have 
demonstrated some interest in human faiths. Currently many 
mechalus adhere to Old Earth Buddhism or claim membership 
among the ranks of the Insightful. 


SESHEYAN FABLE ANIMISM 
The sesheyans have their own beliefs, based on tales and 
proverbs told by their shamans. These tales vary fram shaman 
to shaman, but almost all contain one of three important figures: 
Neshifen the trickster, Tal the hunter, or Vec'tlir the brood- 


mother. In particular, the parables of Neshii'en and his enemies 
have sustained the sesheyans during the dark times of their 
servitude to VoidCorp—though many of the public rituals and 


outward expressions of the faith have been lost 


Sesheyan religious practices are now strictly verbal within 
VoidCorp space: Possession or manufacture of religious para- 
phernalia is punishable by heavy fines, demotion, or relocation. 
If anything, this restrictive atmosphere has strengthened the 
hold of religion on the sesheyan culture; new tales of Neshii'en's 
conflicts with agents of VoidCorp circulate as pervasively as 
jokes and rumors. 


Сн’'Мдиѕм 

Tsa religion is a complex polytheistic faith generally referred to 
as Ch’Nalism. Ch'Nalites believe in a single, all-powerful creator 
who provides a quardian deity for every sentient creature. After 
creating the universe, Ch'Nal created many lesser gods, the Ch’- 
Nakan, for each kind of living thing. Each Ch'Nakan watches 
over its own piece of creation, acting as guide and guardian to 
its charges. The Ch'Nakan can appear in whatever aspect suits 
them. 

While the t'sa revere Ch'Nal and celebrate his holy day dur- 
ing the harvest, they reserve their daily worship for their per- 
sonal guardian, K’san Ch'Nak, a tireless patron who takes good 
care of the Ysa. The {ва joke that it is good that Кап is im- 
mortal, because otherwise his curiosity would have killed him 
many times over. K'san Ch'Nak embodies all the qualities that 
the tsa value most in themselves. He is curious, friendly, and 
quick-witted. 

Within the T'sa Cluster, almost all tsa worship Ch'Nal and 
Кап Ch'Nak. In human space, many tsa cling to their religion, 
but some have adopted other belief systems. The tsa back 
home consider this odd, but not blasphemous, since they as- 
sume that every species has its own Ch’Nakan quide. 


THe WEREN HERESIES 

Many weren siill living on Kurg have embraced Orlamism. Un- 
fortunately, these weren often hold heretical versions of the 
Urlamu beliefs, For these weren, the Divine Unconscious is in- 
delibly linked to the universe itself. Their version of the Orlamu 
god-the Divine Unconscious—takes them from their homeworld 
to other, better worlds. The Divine Unconscious isn't a subject of 
scientific study, but a force that believers must appease. A 
weren who makes the proper offerings before leaving Kurg will 
find her way to one of the paradises of the Great Beyond, Those 
who fail to do so end up in one of the universe's many hells. 

The native religion of Kurg is a sophisticated form of ani- 
mism that depends on its adherents’ belief to give strength to a 
clan's warriors through the channeling of the proper spirits. Be- 
yond that point, interpretations differ fram tribe to tribe. 

Weren priests offer a number of simple explanations for 
everyday problems. Hexes, curses, astrological predictions, and 
the summoning of disease by hostile prayers are widely held 
beliefs, especially among the nomadic marrizhe-herders. The 
details of these beliefs vary, but the position of priest is one of 
the few in weren society with as much prestige as that of war- 
rior. The priests watch over the sacred combats of the faith’s 
high holy days and perform the ceremonial bloodletting that pu- 
rifies a clan's warriors. These religious festivals sometimes be- 
come litte more than drunken riots, as the weren argue points 
of doctrine and the merits or interpretation of each individual 
combat. Few outsiders can withstand the sheer noise of a weren 
religious gathering. 


The Treaty of «Concord (2472) recog- 
nizes thirteen distinct governments divid- 
ing explored space—the stellar nations. 
These rulers of the galaxy make decisions 
that affect all of humanity and the species 
it- has- contacted. Together, the stellar 
nations lay claim to thousands of colo- 
nized worlds and outposts throughout 
hundreds of light-years. Given their might, 
the only force capable of stopping a stellar 
nation is another 
stellar nation. 

Twelve stellar 
powers were the 
most powerful 
republics when the 
Treaty of Concord 
was drafted. As a 
group, they. are 
sometimes Called 
the winners. of the 
war; simply-by virtue. 
of their. survival. 

Without the treaty, 
the Second Galactic 
War would have 
continued; - dragging 
them into an abyss 
of blood and fire. The 
twelve.-.powers. have. 
the mosttodose if war returns: 
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Each stellar nation controls a distinct 
region of space, marked on star maps 
and. patrolled- by military .driveships. 
The borders indicate which stellar 
nation Owns which star systems. While 
they vary widely in.size, even the small- 
est nations-control tens of thousands of 
star systerns. and are home to more 
than 200 billion sentients. As many as a 
trillion. reside-in the: larger ‘stellar 

nations:The laws of 
а stellar nation 
apply to all’ the 
worlds under its 
flag, but enforce- 
Ment depends ой 
thi& particulars of 
each world in ques- 
tion. Given their 
imimense..size, the 
nations contain 
hundreds of 
diverse-—star—sys: 
tems; client 
regions,- and--allied 
planets. What a vis- 
itor. can. expect 
depends "nof “only 
on the stellar 
nations: Би азо оп 
“the individual star system. 
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Economically, the stellar nations have chosen different paths. 
Fach nation has the resources to survive and grow indepen- 
denly-even tech-ohsessed Insight pursues traditional and hy- 
droponic agriculture to feed its hungering billions. But how each 
stellar nation answers the needs of its populace makes it dis- 
tinct. Some use the reliable principles of capitalism, depending 
on corporations and individuals to manufacture, distribute, and 
sell goods. Others, such as VoidCorp, control corporate divisions 
that take up these roles, A few use planned economies or op- 
erate on military lines. While all stellar nations can meet their 
basic needs, many excel at one or mare industries, such as 
computers, high-tech arms, or entertainment 

In strength of arms, the stellar nations have fallen far from 
the dizzy heights they had climbed prior to the Second Galactic 
Wer They now approach half the power they commanded at 
the start of the war. Each stellar nation controls several thou- 
sand spacecraft, most of which are smaller spaceships such as 
scouts, cutters, and corvettes. Each stellar nation also com- 
mands many cruisers and dreadnoughts, and a few fortress 
ships. Several factors have produced these large navies: large 
reaches of interior space, long borders to patrol, and colonies 
and other interests that extend to the farthest reaches of ex- 
plored space, Despite the best efforts of longsighted pacifists, no 
stellar nation has seriously considered disarmament in decades. 

Among the stellar nations, nationalism represents the great- 
est threat to peace. Mast citizens of the 26th century place their 
national identity at the center of their existence. Sociologists 
refer to the phenomenon as ‘new tribalism" Hurnans-and 
many aliens—think of themselves as Orions, Borealins, or Thul- 
dans, Even as the convenience of modern transportation allows 
all citizens to interact freely, humans continue to band together, 
not just for protection but to form common identities. 

While the nations compete for interstellar dominance, their 
citizens struggle with each other in smaller ways. The stellar 
nations have been fighting since their birth, and their citizens’ 
prejudices make it likely they will fight again. In 2501, most of 
these prejudices reflect the recent war. Yesteryear's enemies are 
well remembered, and chance encounters between VoidCorp 
employees and Inseers, Thuldans and Solars, or Nariacs and 
Austrins can quickly turn into brawls. 

Inthe interest of preventing open warfare, the Treaty of Con- 
cord created a thirteenth stellar nation: the Galactic Concord. To 
form this artificial state, each nation donated territory, person- 
nel, space vessels, and resources. Today, the Concord controle 
planets, stars, and entire regions of space, just as the stellar 
nations do, Concord bureaucrats regulate the growth and de- 
velopment of Concord worlds. The stellar nations didn't set up 
the Concord as a competitor, but the Concord has surprised its 
creators. While the Concord’s existence may once have de- 
pended on the sufferance of its creators, it has now raised an 
entire generation under its rule. These citizens see themselves 
ав Concordans first and foremost. 

While the Concord Star Force is only slightly stronger then 
the navy of any other stellar nation, the existence of an armed 
mediator has already stopped several small conflicts from es- 
calating, such as the Higunmor-Borealin border war of 2481 
The Concord’s charter demands that it rise above local conflicts 
lo keep the peace. This commission overrides all others. No 
stellar nation is willing to fight the Concord openly; the other 
nations would support the Concord, and such a conflict might 
well spark another war. No one is quite ready for that 

The Concord acts to help humanity and alien species 
throughout explored space, The Concord ensures free trade be- 
tween all stellar nations, and Concord vessels patral well-trav- 
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eled space, curbing piracy and privateering. While the Treaty of 
Concord doesn’t allow the Concord to interfere in any nation’s 
internal affairs, most Concord authorities stress the importance 
of sentient rights in preserving a workable peace, The Concord 
also serves as an arbiter between the tsa and human govern- 
ments. In addition to all these duties, Concord law is interstellar 
law; in the reaches beyond Old Space, the Concord administers 
justice, recognizes claims, and settles disputes. 

Even pessimistic historians have called the Concord one of 
humanity's brief fits of sanity since the species left Earth. Most 
of these historians also predict that the Concord will ultimately 
fail, They may be right; the stellar nations may prove too pow- 
erful, too prejudiced, and too intractable, but no one questions 
the value of making the atternpt. 

A final consequence of the Treaty was the official extinction 
of several nations. Even as the treaty recognized the sovereignty 
of the twelve stellar nations, it dissolved more than a dozen 
other nations recognized prior to the war. Many had been de- 
stroyed. Others had been assimilated into other nations, Today, 
these powers are historical footnotes, relegated to minor status 
as client states of the stellar powers or reduced to governments 
in exile, Although more than 30 years have passed since the 
war's end, loyalty and bitter memories keep the defunct nations 
from completely disappearing, Scattered within the new bor- 
ders, expatriated citizens, bitter refugees, and entire star sys- 
tems refuse to accept the authority of a foreign power. 


While humanity has stretched its wings to explore the Orion 
Arm for 1,000 light-years in every direction, only about half of 
that space has been annexed by the stellar nations. Within this 
area, called the Stellar Hing, well-defined borders divide the 
stellar nations into recognized territories. Beyond the Stellar 
Ring is Open Spare, full of stars that have been explored but 
have yet to be annexed by any stellar nation, 

The heart of the Stellar Ring is Old Space, the region within 
200 light-years of Sol. Each nation began its expansion here, 
and the first-world planets of Old Space represent the core of 
human territory. Old Space's planets are marked by miles-high 
megatropolises that stretch almost endlessly aver the surface. 
The poor, the working class, and the ultrarich alike dwell on 
these city-planets. Though urbanized from pole to pole, first 
worlds feature incredible diversity. Some portions are pristine 
and beautiful, graced with grand architecture and public art. 
Others are run down and filthy, crowded with the destitute and 
the criminal, In between, winding along the wide avenues and 
around the magnetic highways, the commercial districts full of 
shops and restaurants are painted in the kaleidoscopic light of 
advertising boards, holo commercials, and garish interactive 
placards, On most first worlds, humans and aliens live and 
work side by side. 

Capital planets and stellar homeworlds are almost univer- 
sally located in Old Space. These awe-inspiring showcase 
worlds are the height of the stellar nations-paradise first 
worlds, clean and beautiful. As the saying goes, everyone 
comes to the capitals; these worlds are the pride of the stellar 
nations, and rightly so. The capitals are grand examples of the 
best the nations have to offer, and in their buildings the nations’ 
business, politics, and diplomatic posturing never end. 

Outside Old Space lie the second-world planets that form 
most of the remainder of the Stellar Ring, Most are colonies that 
have reached the second stage of development, and most have 
good prospects for continued growth. A few have yet to com- 
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plete the extremely expensive process of terraforming to render 
them habitable to unassisted human life. Others are planets that 
wil never attract the population or develop the resources to 
gain first-world status. At least one continent or significant por- 
lion of territory must be developed for a planet to be classified 
аз а second world. 

Third-world planets are those where civilization has yet to 
extend its grasp. Most third-world planets are established 
colonies or planets with neither the resources nor the strategic 
importance to meri! significant development. Usually, at least 
one city must be developed to classify a planet as a third world, 

Not every world in Old Space has been urbanized. Many 
planets are holdings, undeveloped worlds featuring wildlife pre- 
serves, natural environments, and immaculate communities. 
Typically, these utopias are populated by the human elite, such 
as political leaders and the wealthy, All others must obtain a 
visa to visit, dwell, or gain employment on a holding, and alien 
species are usually barred. Holdings can be found throughout 
each stellar nation, in Old Space and beyond. 

Similarly scattered throughout space are alien reservations, 
These are worlds that have been established for a nation’s alien 
citizens, and worlds that belonged to the alien species when the 
nation subsumed thern. The conditions on these worlds depend 
on the nation that claims them. Some have been left almost ex- 
acly as the humans found them. Dthers are little more than glo- 
ried prison camps. A select few are as beautiful and peaceful 
as the human holdings, living monuments to alien civilizations, 

The newest divisions of space are the Concord Neutralities, 
the territories administered by the Concord. These regions are 
found in each stellar nation, but far more important are the 
three major Neutralities: Concord Prime, Concord Taurus, and 
Concord Sagittarius. Each neutrality is considered neutral 
ground, whether in a stellar nation’s territory or in Open Space. 

Colony worlds are the backwaters of a stellar nation, and 
they retain most if not all of their original environmental condi 
tibns. They haven't been terraformed, industrialized, ar covered 
in layers of steel and plastic. Life can be hard on a colony world, 
but it can also be uplifting and good. To many, the colony worlds 
are more real than the overdeveloped first worlds or the bio 
engineered perfection of the holdings. Some even feature all of 
фе modern conveniences of a nation's first worlds while being 
far removed from the crowded conditions of Old Space, making 
them especially attractive to those who yearn for a bit of free- 
dom end breathing space. Colony worlds can be found in any 
region settled in the last century and a half, both within the Stel- 
ler Bing and out along the frontiers. 

Concord ambassadors serve throughout human space, en- 
forcing the terms and conditions of the Treaty. While many fill 
posts in the Concord Neutralities, they also poke around on 
colony worlds, alien reservations, the Verge, Open Sp: and 
disputed regions of the Hing, Wherever they serve, they foster 
good relations and negotiate differences of opinion. 


Beyond the ring claimed by the stellar nations lies Open Sp: 
Though humans have mapped an area 2,000 light-years in di 
ameter and 200 light-years deep, space stretches beyond hu 
manis grasp in every direction. Even in the settled regi 
near the frontier, plenty of planets have been missed пг forgot: 
ten, or simply remain unexplored 

Open Space is the last slice of human territory defined by the 
‘Treaty of Concord, Its vast regions aren't claimed by any single 
stellar nation. Instead, they serve as areas of growth for th 


independent homes or new nations in the 
future, о for nations with population pressures 

Parts of Open Space were so devastated in the Second 
Galactic War that nothing can live there. It was the battlefield of 
nations willing to test their most powerful tools of annihilation. 
These weapons cr planets, loosed deadly diseases, or oth- 

rendered these regions uninhabitable. A few spacefaring 
vive in these regions by salvaging valuable materi- 

and other goods from these worlds, but no colony 

ve in the ruined ecosystems of these wasted worlds. 

Diher areas of Open Space remain habitable. These contain 
space stations, independent worlds, or corporate holdings not 
tied to the stellar nations or the Galactic Concord. Open Space 
may also be home to undiscovered alien civilizations. Each stel 
lar nation explores Преп Space in the hope that it will find the 
next race of sentients and become their patrons. Each explorer 
hopes to find a species and profit from the knowledge of 
the species’ location, language, and customs, which can be sold 
to the Concord or the highest bidder. At the very least, the arti- 
facts left in alien rui tch a high price for anyone bold 
enough ta find and plunder them. 

In the depths of Open Space, space stations are vital relay 
and resupply points. They dot the void, serving as guideposts, 
communication relays, resting points, and meeting places along 
al lanes. Military stations watch for threats 

ossing their regions of space. Private 

stations for travelers, providing places to 

supplies, and gather news. Corporate stations 

ne functions, though they can have military ap 

plicatio | labor camps. Stations become less 

important d led a region becomes, but even in the 
Ring they help trav Toss space for a modest price. 
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tect their nearby holdings. Sometimes this Is left to the Concord, 
but more often it falls to the nations themselves to watch for 
danger. Open Space also makes a wonderful hiding place for 
criminals, pirates, the disillusioned, the banished, and the un- 
wanted masses of humanity—those who, for one reason or an- 
other, would rather not be tied to a particular stellar nation. 
The Verge is an example of Open Space, albeit an unusual 
one. Concord law officially applies, but stellar nations have 
claims to many individual planets and systems. Independent 
governments control many societies. The Verge is unique be- 
cause it was settled by so many stellar nations and indepen- 
dents. Members of every stellar nation live in the Verge, even 
lhase whose territory is on the opposite end of human space. 


The Itrius Foundation, a privately funded research group, re- 
leased its sixth census report a year aga. Improved polling mea- 
sures and calculation methods made the census the best taken 
since the first colonial driveship left Earth. For six months, Itrius 
representatives traveled throughout the stellar nations, gather- 
ing information. The census publishers are proud to report a 
margin of error estimated at less than 3% in population figures 
and less than 1% in religious affiliation; more skeptical ob- 
servers note that the accuracy of religion responses is impos- 
sible to guarantee, The Itrius data defies earlier estimates that 
placed human population in excess of 10 trillion. A revised es- 
timate holds that 10 trillion sentients will dwell in explored 
space within three years. 

The table below presents the master summary of the cen- 
sus. The population of each stellar nation is broken down into 
the six principal species and a default category to include other 
species. As a casual glance at the table reveals, humans out- 
number alien species by a generous margin; for every 40 hu- 
mans in explored space, the census found only one alien. 

Individual sentients provided their religious affiliation after 
polling. Two facts should be noted. First, sentients were not 


TABLE 53: STELLAR 


Sentients 
{in billions) A0 BR нс IN м OL 
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Fraal Tos EL TUB 090 578 
Mechalus 01 02 O03 O8 006 11 
Sesheyan 0.00 000 000 O04 000 001 
Tsa T OA US MOTOS Ud 
Weren TSA va XD ДДД! i 
Other Lujan. Mt N14 haue ТАИ. 
Total 646 368 457 278 636 893 
Faiths 
(in percentages) AU BR HC IN ND OL 
Ancientists 4 13 0 2 D 4 
Hatire 8 2 98 1 ü 6 
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Humanity 
Reformation 16 11 4 13 
1 17 
5 13 
1 7 
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asked if they regularly attend or support their religious affilia- 
tion. Some atheists view the inclusion of so-called “casual be- 
lievers’ as evidence that religious estimates are inflated. Finally, 
its noteworthy that representatives of the stellar nations were 
sometimes present when their citizens revealed a religious at- 
filiation. Since confidentiality couldn't be assured, the represen- 
tatives may have affected their citizen's answers. 

For the first time, the Ичи Foundation has given Insight its 
own listing, ending its classification as “Other” The move is 
thought to be a response to public pressure and an attempt to 
end Grid attacks against the foundation's computer core. 

In population terms, the Union of Sol still remains the largest 
nation, almost twice as populous as the next largest and six 
times bigger than newcomers such as Insight. In terms of pop- 
ulation density, though, the Galactic Concord is the most thinly 
settled nation, with 631 billion citizens. Its battered territories 
suffered bombardment, biowarfare, starvation, and wholesale 
slaughter during the Second Galactic War; even after the war, 
many of its constituent parts collapsed from lack of infrastruc- 
ture. Before the war, the region's population had stood at 790 
billion souls. The greatest increase in the Concord’s population 
lately has been due to the addition of the tsa, whose numbers 
have quadrupled in the last 30 years. 

Most of the other alien species remain clustered near their 
homeworlds; the fraal are the obvious exception. Due to their no- 
matic lifestyle and their odd ship designations, the Wanderers 
among ће fraal introduce a high degree of uncertainty into their 
numbers. Some city-ships are surely miscounted, and others may 
roam beyond civilized borders. The margin af error is higher in 
this category than for other species and approaches 6%. 

Finally, the Itrius Foundation has recently been commis- 
sioned by the Galactic Concord’s Committee on Verge Integra- 
tion to undertake a complete census of the Verge. Preliminary 
sampling has already begun, though the foundation is still hir- 
ing census takers to visit some of the region's more remote sys- 
tems. A fully compiled report isn't expected until 2504 at the 
earliest. 


Nations Census 
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AUSTRIN-ONTIS UNLIMITED 


"Without guns, where would humanity be?” 
—CEO James “Crazy” Gates, 2472 


Many outsiders consider the survival of Austrin-Ontis Unlim- 
ited as evidence of a human obsession that stretches back for 
centuries. Of course, Austrin-Ontis accepts the tradition of sup- 
plying armaments with pride. Categorizing Austrin-Ontis re- 
mains a difficult task for diplomats and historians alike. It 
stands somewhere between a corporate stellar nation and a 
confederation of rugged colonies. Most Austrins see no contra- 
diction between maximizing the profit line and exercising the 
desire ta demonstrate their products whenever possible. 


HisTORY 


Arms dealers are nothing new to human history, and by the 
early half of the 21st century, the industry was booming. As 
new superpowers rose and corporations staked their claims to 
global power, both national and corporate armies felt the need 
for state-of-the-art, military-grade arms. Simultaneously, many 
free-minded citizens who were intimidated by the world’s 
changes soothed their fears by arming themselves. By 2050, 
personal firearms were rapidly spreading throughout other- 
wise civilized nations. 

Austrin Arms and Ontis Ordnance devoured corporations of 
the previous century. Both companies had grown into diverse 
conglomerates with holdings in dozens of industries from 
transportation to agriculture. Austrin focused on personal 
arms, marketing itself to concerned citizens worried about pro- 
tecting their homes and families. Ontis met the demands of a 
professional army. Over time, the possession of powerful, ad- 
vanced weapons became popular in many frontier areas of the 
solar system. Ontis began tn market itself to the public, and 
thus started an economic war between the corporations. Ag- 
gressive advertising pushed gun sales ever higher in those 
nations that allowed ownership, and corporate-sponsored 
smuggling sent weapons into the rest. 

The competition ended in 2112 with Austrin Arms’ hostile 
takeover of its competitor With its new military-grade 
weaponry and research facilities, Austrin-Ontis Unlimited be- 
came one of Earth's most powerful corporations. It clung to 
monopolistic control of the arms trade and ruthlessly obliter- 
ated any attempts to encourage competition. Simultaneously, 
A-D trained a lavishly equipped corporate security force. The 
A-U private army mushroomed in size ta exceed that of many 
nations. To command this ideal army, the megacorporation 
hired experienced military commanders from existing armies. 

The result was never ideal. Given the newest toys {о play 
with from the moment of enlistment, A-O soldiers tended to be 
highly individualistic, Competition among the troops in accu- 
racy, speed, and nerve spread through the entire company. 
While sometimes these games were simple contests at a shoot- 
ing range, duels and individual acts of violence also increased, 
plaguing the corporation's ability to organize. 

Most analysts believe that Austrin-Ontis would have con- 
sumed itself from within had existing trends continued. Fortu- 
nately for the Austrins, the stardrive arrived to transport 
humanity to other star systems. Like most multinationals that 
survived the century, Austrin-Ontis made the choice to leave 
Earth and the restrictions that governments could impose. The 
seme rugged independence and boldness that plagued attempts 


to bring order ta the corporate ladder served the Austrins well 
in space. Austrin-Ontis defied the trend of governments and 
corporations tightening down on their new colonies. 

Without guidance or organization from above, many Aus- 
trin colonies failed. Fortunately, new groups of hardy adven- 
turers always stood ready to take their places, and the 
Austrin-Ontis stellar nation rose on the backs of the fallen. Of 
ficially, the nation remains incorporated, and Austrins retain 
employment under the auspices of a board of directors and a 
CEO. In practice, the Austrins grew used to the freedoms and 
liberties that life on a faraway colony provided, During its early 
days, mast Austrin-Ontis colonies met or exceeded production 
quotas, and the corporation didn't tighten controls until the First 
Galactic War. Even today, A-O provides a far more relaxed at- 
mosphere than that of other corporate nations, such as Void- 
Corp. 

The First Galactic War came as a shock to most Austrins. At 
the war's inception, the corporate management relocated to 
Powder, one of Austrin-Üntis's well-established worlds. As de- 
mand for А-0 weapons rose, profits from the war filled the 
corporate treasury. At the same time that it was supplying 
arms, Austrin-Ontis fought against all of its neighbors at one 
time or another, The Terran Empire was the primary enemy, 
but Austrins also attacked the Leodal States and the fledgling 
Orion League. The Austrins pushed the Terrans out of their 
space and more than held their own against the stellar nations 
around them. Most important, Austrin-Ontis Unlimited kept its 
reputation as arms supplier to the interstellar community, even 
though it was both a supplier and a combatant. 


THe SEcoND GAaLAcric WAR 


History texts lay the responsibility for inciting GW2 on Austrin- 
Untis Unlimited. The accusation is well-founded. Between the 
wars, A-D merchants roamed the galaxy as arms dealers and 
rogues, Desperate to increase sales, the Austrins soon gained 
а reputation for creating business—stirring up trouble wherever 
they went tn raise the demand for weaponry. No conclusive ev- 
idence has yet been found linking Austrin-Ontis operatives to 
the Mutant Uprising of Tau Ceti, though most of the rebels were 
armed with А-0 arms. As А-0 representatives point out, 
though, Austrin weapons are common throughout human 
space. 

The war proved disastrous. Demand for А-0 weapons fell 
as stellar nations saw the foolishness of fueling an enemy's 
economy and built up their own weapons industries, After ini- 
tial successes—the Leodal States fell in 2355—Austrin-Ontis 
fought the combined forces of the Nariac Domain and Void 
Corp. By joining the Profit alliance and trading space for time, 
Austrin-Üntis survived. Self-interest motivated even the Orions 
to assist А-0 occasionally, lest the members of the Expansion 
Pentad rest on their border instead of ће Austrins’.. The sys- 
tems between Austrin-Ontis and the Nariac Domain became a 
wasteland of battered planets that were eventually donated to 
Concord Prime. By the end of the war, even some Austrins ad- 
mitted a certain exhaustion. 


Topay 


During the war, Austrin-Ontis joined an alliance motivated by a 
single goal: increasing the revenue of its members. The same 


goal extends throughout this stellar nation. Members travel the 
galaxy in search of deals and opportunities for profit As long 
as a member of the society adds to the profit line, the corpo- 
ration allaws its people freedom to transact their business 
however they wish. Failure doesn't meet with the same result; 
Austrins who fail to meet sales or production goals are con- 
signed to serve іп the А-0 bureaucracy, pushing paper for the 
rest of their lives. Forbidden from transacting A-O business, 
these wretched failures suffer the highest indignity: Their right 
to bear arms is revoked. 

The consequences of failure and the corporation's blind eye 
toward method have promoted a popular image of Austrins as 
desperate, bullying tradesmen. While there is a great deal of 
truth in this public conception, most Austrins don’t confine their 
interests to making the deal of the century. Even while in 
search of making money, most Austrins are would-be heroes, 
rugged individuals who travel to the edges of known space and 
beyond. The same individualism has kept pistol duels as an ac- 
cepted practice. If both parties agree to the duel, murder is 
legal in the А-0 sphere of influence. 

Military service is voluntary but common. The corporation 
lures volunteers by providing its soldiers with the best equip- 
ment-state-ol-the-art firearms, for the most part. Three weeks 
into training, enlistees receive an automatic rifle, which they 
may keep after three years of service. Furthermore, the А-0 
military maintains its strength by lavishly supporting its troops. 
Asa result, Austrins tend to be highly effective when operating 
alone or in small units, In large actions, Austrins sometimes fail 
to demonstrate strict discipline and training. 

Thirteen fortress ships hear the Austrin-Üntis Ingo. The 
Avstrin Navy mirrors the army’s strengths and weaknesses— 
fantastic equipment without direction. Despite the Navy's suc- 
cesses in ће war, the corporation favors a large standing army 
to this day. Even Navy troops and officers prefer personal com- 
bat; their specialty is disabling and boarding enemy ships. 
Once aboard an enemy vessel, Austrins take a mad delight in 
wholesale slaughter. 

The A-O capital planet Powder is said to contain enough 
firepower to level dozens of star systems, though this may be 
an exaggeration. It is true, however, that Austrin-Üntis has de- 
voted an substantial level of resources to the protection of the 
planet, Defense drones and cascading layers of roaming satel- 
lites cordon off the entire system into delensive sectors; the de- 
fenses combine strategies of strength and depth. 

In the Verge, A-0 influence is focused on the planet Galvin, 
contested by the Thuldan Empire. However, Austrin salespeo- 
ple are a frequent sight throughout the region, as they peddle 
ams to the local governments. Since the majority of Verge 
equipment is quite dated, there’s a large market available for 
the latest А-0 models. Sales to the Ptolemy pirates have been 
proven, but no Verge nation can stop the A-D juggernaut, and 
the Concord has not yet intervened. They have also applied for 
permission to resettle Vieron. 


PLAYING AN AUSTRIN 


There's no polite way to say it; Austrins are a little gun-crazy. 
Sire, stellar nations, including the mighty Austrin-Ontis, consist 
of billions of inhabitants scattered over hundreds of worlds. In 
these massive collectives, each planet and each individual is 
unique—with diverse origins, opinions, and beliefs. Pundits 
caim to abandon notions such as the "typical Orion’ or ће 
‘typical Austin’ Citizens of the 26th century can only laugh. 
The traits a nation shares are what hold it together. What holds 


the Austrins together is a love of firearms, the belief in violence 
as the crucible of character, and even a somewhat quaint no- 
tion of personal honor. 

Within Austrin-Ontis, conditioning for a life of action and 
heroism-the true life of an Austrin—begins soon after birth. In 
childhood games oí marines and Bug-Eyed Monsters, school- 
vs.-schuol battles, and serious adult duels, Ausirins learn no! to 
shy away from confrontation or competition. The Austrin psy- 
che requires brave deeds, Austrin-Ontis wisdom recognizes the 
inbred human need for violence and doesn't try to suppress it; 
instead, it provides healthy ways for Austrins to express their 
viclent urges. 

Violence, the Austrins hold, is merely a manifestation of 
change, discovery, and progress. Witness human history. War 
and conflict bring out the need for development: technologi- 
cally, mentally, and even spiritually. Controlled violence keeps 
Austrin-Ontis a dynamic, growing entity ready for any chal- 
lenge. Fortunately for the nation, this brew of aggression and 
competition has fostered a respectable esprit de corps. Recog- 
nition of kindred souls allows the rugged frontiersmen to sur- 
vive the 26th century. 

The long relationship between Austrins and their special- 
ized material of trade has had its influence in the Austrin-Dntis 
character. Austrins tend to be direct, honest folk. Fans and foes 
alike agree that Austrins as a group lack deceit; they tell it as 
they see it. This trait and its fame serve the Austrins well in 
their trading throughout the galaxy, Integrity and lack of du- 
plicity are points of pride, Austrins manifest these traits in their 
trading, too; frequent and willing demonstration of their finest 
military wares is a hallmark of Austrin-Ontis commerce. 

In matters of spirituality, Austrins tend toward the conserv- 
ative and traditional. Old Earth faiths predominate, though over 
the past century, missionaries from the Humanity Heformation 
and even the Hatire Community have enjoyed а little success. 
Indeed, the reformers have done so well that many wonder 
about a new openness in Austrin-Ontis thought. Having fought 
over much of the galaxy, Austrin society may now be slowing 
down to enjoy life's more abstract pleasures. Of course, if war 
is declared, this cultural change may be quite short-lived. 


The bond between an Austrin and his trusty sidearm tran- 
scends ready understanding. Perhaps centuries of reinforce- 
ment have enhanced hand-eye coordination. Or maybe years 
of coolness under fire have trained the Austrin-Ontis flair for 
firearms into the culture. During character creation, an Austrin 
hero can specialize in Heavy Weapons or Modern Ranged 
Weapons, Any use of the chosen broad skill or its specialty 
skills during play receives a -1 step bonus, which can he com- 
bined with the Combat Spec bonus to provide a -2 bonus. 
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BOREALIS REPUBLIC 


‘Tustin Arimensis extends compliments from the Hepublic of 
Borealis, the nobility of the planet Sapphire, the Conclave of 
Lords, and the twelve schools of philosophy. Due to the emer- 
gency situation which has developed concerning the destruc- 
tion of the Borealis fleet at planet Hetradat twelve days and 
sixteen hours ago, the Conclave of Lords has accepted the pe 
tition that formalities be kept to a minimum during the current 
conference between the Conclave of Lords and the Orion dele- 
gates an this the 13th of August 2442. Address this human 
being as Justin Arimensis, son of Charles Tantresis, Prince of 
Dalos Bay, Grand Philosopher of the Conclave of Lords, Histo- 
rian of Ledarn Metaphysics, and alumnus of the College of Jus- 
tice Ethics. 

— Grand Philosopher Justin Arimensis, 2442 


‘The founders of the Borealis Republic would never have ven- 
tured into space had they realized how history would turn 
against them. Conceived as a return to notions of aristocracy 
and nobility, the nation has abandoned these ideas, leaving be- 
hind only ghostly shadows. Today, the Borealis Republic is a 
unique free society, comprised in equal parts of naturally con- 
ceived sentients and popular capies-clones. 


History 


During the early 22nd century, changes swept over Earth. New 
superpowers clashed, and new technologies radically changed 
humanity's way of lile. Extraterrestrials, the fraal, revealed not 
only their existence, but also the fact that they had been visit- 
ing Earth for millennia! Humanity prepared itself for funda 
mental, comprehensive alterations to its way of life—inclading 
a jump to the stars. Several of Earth's nation-states spurned 
these transformations. Rejecting the radical populist ideas that 
swept Eurasia, these reactionary nations turned back the clock 
to a time that was, in their minds, better and simpler. 

The Borealis Republic formed in 2154. The constitutional 
monarchy was one of the few successful returns from a 
democracy to a form of autocracy, The new state reestablished 
a noble class from its cultural leadership, tracing distant ties 
back to various noble houses of medieval Europe. Expatriates, 
tsarists, royalists, petty nobles, and imperialists of every stripe 
flocked to swear allegiance to the anachronistic new state. The 
Borealins adopted ancient and long-defunct ideals of public 
service, but, in essence, the new nobility ruled unchecked. 
Meanwhile, the state poured resources into the arts: drama, lit- 
erature, and especially philosophy. While it formed from a re- 
action against the changes wracking humanity, the Republic 
was far from stagnant. 

The new state owed its existence to the invention of the 
stardrive. Many states saw the Borealins as evidence of a 
tyrannical resurgence against democracies. Others mocked the 
absurdity of an aristocracy actually ruling a country in modern 
times. Under scrutiny and assault, the Borealis Republic took a 
step that ensured its survival. Investing heavily in stellar ex 
ploration, the Borealins relocated their capital to the planet 
Sapphire in 2243. 

Та the surprise of most of the other fledgling stellar nations, 
the Republic flourished in its first century. The sometimes rigid 
structure proved its worth on far-off colony worlds. The strong 
authority united the Borealis colonists and gave them the di- 


rection they needed to survive. Each planetary leader, typically 
a duke or a baron of the Republic, clung to the powers of a dic- 
tator, Of course, the nobility saw it as a point of personal pride 
that their colonies met with success. Ironically, the old structure 
encouraged the expansion of the Borealis Republic as well. 
Wealthy nobles’ sons and daughters each wanted to command 
a colony of their own, and they settled these areas with clones 
to pass on both their material and genetic inheritance. Since 
only the eldest would inherit, the younger siblings raced off tn 
the edges of Borealin space to found a new planet for the Re- 
public. 

Indeed, many observers have noted that the Borealis Re- 
public reached its geographical and political height before the 
First Galactic War. In 2291, eight years before the war began, 
revolution shook the Republic. The autocratic governors had 
grown complacent, and their experiments in cloning and pop- 
ulation control had become unpopular. Moreover, the arts and 
education that the nobility had endorsed had trickled their way 
down. Most of that philosophy had little to say about a nation 
that did not acknowledge equality among men. 

At first, the civil war looked as if it might end swiftly, with 
the Borealin revolutionaries carrying the day. After all, the no- 
bility represented only about 596 of the population. But after the 
initial storm, the nobles became entrenched, refusing to submit 
to commoners. By now, the clone population had grown to hall 
the Borealin population, The nobles were outraged that their 
own creations, often their genetic duplicates, were rebelling. 
This rage led them to take great risks and make great sacri- 
fices to keep from losing what they had built. 

In 2288, the First Galactic War broke cut. Engulfed by their 
own problems, the Borealins—noble, revolutionary, and clone 
alike-took little interest. The nobility didn't want to encourage 
further revolutionary thought by breaking ties with Earth but, 
unable to form a common defense, the Republic found itself 
picked apart from many sides. The Higunmar Star Consortium 
annexed more than 20% of the Republic’s systems during 
BW1. 

The Republic's civil war came to an end just before the con- 
clusion of GW1. The revolutionaries held an unquestionable 
advantage; most believe that, given ancther decade, they would 
have defeated the nobles. Instead, a compromise was reached, 
In his last act as leader, King Carolev V of the Borealis He- 
public granted nobility to all Borealins, natural and clone. 
Henceforth, all Barealins possessed at least the rank of Knight 
The monarchy was dissolved, and a conclave of nobles took its 
place, In essence, the king's decree formed a democracy. 


THe Seconp GALAcTIC WAR 


The Borealins wanted to stay out of GW2. Surrounded by | 


stronger military and economic powers, the Borealin peaple 
had grown more and more inward-looking, preferring consid- 
eration of life's essential questions to fighting over stars and 
planets. Discussion of ethics took precedence over plans for the 
coming war. Out of necessity, Borealis allied itself with the 
FreeSpace Alliance in 2372. Thanks to its Orion and Orlamu 
allies, the Borealis Republic exists today. Still, the Expansion 
Pentad claimed many systems of the Borealis Republic; most 
were later donated to the Galactic Concord to form Concord 
Sagittarius. 


The Borealin focus on the arts and the nation's loss of power 
inthe galaxy represent a vicious circle. The mare removed the 
Borealins have grown, the more that neighboring stellar 
nations have taken advantage of the situation, Most Barealins 
seem to prefer life in the ivory tower. Once, the clones per- 
formed all necessary (but tedious) physical labor. Today, all Bo- 
Tealins share in intellectual freedom. Borealin sculpture and 
drama remain the finest in the galaxy, even if others occasion- 
ally criticize it as too self-referential. Borealins admit that they 
are more interested in the immutables of existence than, for ex- 
ample, in the rising price of rhodium, 

A dozen Colleges of Philosophy dominate the Borealis Re 
public, and every Borealin attends one of them as part of their 
higher education. It's traditional to attend the school of one's 
parents, but not required. Today, many younger sons and 
daughters attend a college of their choice. Recently the College 
of Justice Ethics has gained in popularity. Members of this col- 
lege advocate a stronger devotion to keeping the peace and 
preserving liberty for all Borealins. Justices, as they are called, 
represent about hall of those enlisted in the Borealin military. 

The Borealins remain the best historians. While domestic 
politics interest most Borealins only so far as issues of ethics, 
morals, and proper etiquette are concerned, Borealins are avid 
exlorers. New thoughts and discoveries are traded in the Bo- 
realis Republic much as weapons or metals are elsewhere. As 
a result, the libraries on Sapphire contain the best records of 
humanity outside of Earth itself. Indeed, the Borealin histories 
of humanity since it left the Sol system are probably superior 
to those of the Solar Union. 

Sapphire itself resembles a planetary college. The philoso- 
phy academies debate in the larger cities, and the Conclave of 
Lords holds council in a sprawling clone-built palace in the 
mountains. Sapphire resembles an immaculate campus of 
beautiful lawns and landscapes. Libraries fill great volumes of 
space, and many of them still stock printed books in various 
languages. No one questions knowledge as the noblest pursuit. 

During the Second Galactic War, the last outward vestiges of 
nobility fell away. Hather than Duke or Baron, today Borealins 
hold ranks based on academic standing. Most of the population 
stil ranks as Student, with upper echelons gaining the tilles of 
Lecturer, Associate Professor, Assistant Professor, Professor, 
and Dean. The Conclave of Lords ranks highest with its Philoso- 
phers and current Grand Philosopher, Justin Arimensis. 

Compared to other stellar nations, the Borealis Republic is 
weak. Its military is growing but remains small. On the other 
hand, the Borealins possess a multitude of small interstellar 
craft and an unusually high proportion of drivesats. Interstellar 
Communication and the exchange of information hold a high 
priority. Borealin diplomats are canny, íf long-winded. The Bo- 
tealin economy is healthy internally, but weak in the interstel- 
lar marketplace. 

Inthe Verge, ће Borealin Silver Bell colony is no more. The 
nation mourned the loss briefly, then aggressively recalonized. 
lis scientific research teams investigate sites af interest such as 
the Skyward Caverns of Atlas in the Tendril system. Despite the 
great potential for academic pursuits, many Borealins are non- 
plussed by the idea of colonial life so far from home and opt 
for the Far Reach frontier instead. 


Within Borealin space, farmers, shopkeepers, miners, and fac- 
tory workers go about their business. Today half of the Bore- 


alin population comes into the world through a hospital cloning 
tank, the product of genetic mimicry. The Horealin reliance on 
cloning, while alarming to many stellar nations, hasn't cast a 
significant influence over Borealin culture. Clones and naturals 
enjoy a completely equal status. And contrary to popular opin- 
ion, not every Borealin spends his or her days in the ivory 
tower of an academic college inventing arcane systems of rea- 
soning. The Republic demands that its citizens fill all ranks of 
life. Nevertheless, the life of a Borealin is a life of intellect. Even 
as they go about their normal routines, Borealins are sur- 
rounded by study and contemplation. As the saying goes, 
scratch a Borealin and you uncover a philosopher. 

Borealins are justly proud of their educational system. The 
first institutionalized classes begin at age three, and a general 
if superb scholarship continues until the student reaches age 
16 and formal proficiency testing begins. After two more years 
of vocational batteries and apprenticing to a sampling of ca- 
reers, Borealin youths must select a College of Philosophy, 
which they join for life. Tradition holds that Borealins attend 
their parents’ college and eventually wed a member of their 
own college. In the last century, independent choice of college, 
once a rebellious gesture, has become an accepted practice. 
Most students stay familiar with current theories and discus- 
sion of their school, and as amateur philosophers, students are 
more likely to experiment with splinter schools and outside re- 
ligions—usually the Humanity Reformation or Old Earth faiths, 

At present, twelve colleges exist. In the past three centuries, 
the number has varied from as few as nine to as many as sev- 
enteen. Colleges often splinter or die, and new Colleges form 
as radical new ideas are introduced into the academic envi- 
ronment, spreading out from the Borealin capital of Sapphire. 
From oldest to youngest, the twelve active colleges are Unism, 
Virtue, Aestheticism, Neosolipsism, Deism-Unism, Utilitarian- 
ism, Platonism, NeoKantian, Exonihilism, Verant-Henn, High 
Rationalism, and Justice Ethics. Since their formation, the col- 
leges have kept a healthy rivalry, 


Thanks to a fantastic, highly adaptive early education system 
and centuries of breeding for intelligence, Horealin heroes in- 
crease their Intelligence score by one point during character 
generation, to a maximum of 15. 

An unfortunate side effect of the Borealin obsession with dis- 
covery and new methods of thinking has been to produce citi- 
zens often preoccupied and distracted. All Borealin heroes 
automatically begin play with a moderate (+4) Obsessed flaw, 
although they may eventually remove the flaw using the stan- 
dard achievement rules. The player chooses the focus of his or 
her character's obsession. 
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HATIRE COMMUNITY 


"The destiny of mankind lies not with its aberrations or 1 
nology slaves, but with our brothers and sisters, standing ta- 
gether for the soul of humanity.” 

—High Minister Marion Rhodes, 2498 


The Hatire Community is an empire filled with contradictions. 
A theocratic stellar nation that couldn't practi ith without 
the stardrive, the Brethren deny the value of the technological 
advances of mankind. Most of humanity sees the advance of 
science as a measure of humanity's progress. This belief 
seems foolish in the eyes of the Brethren. The success of a 
species cannot be measured in technological toys alone. The 
Brethren believe that the next step in humanity's evolution will 
be a spiritual leap of faith. 


HISTORY 


More than 100 years before the invention of the stardrive, 
Adam Hatire and his group of religious reformers exercised 
moderate influence over several of Earth's superpowers. Over 
time, the Brethren lost ground as technol 
continued at an ever-faster pace. Stil, 


forced radical societal change, the Hatire faith attracted m 
by aggressively marketing itself as a return to a spiritual way 
of life. The message was heard, and hundreds of Hatire com- 


munes existed on Earth by the time the first space colonies 
were founded. 

Hopeful colonists left the Sol system, and the Hat 
Brethren were among them, Many wealthy Hatire churches de- 
cided that only in the uncontaminated reaches of space could a 
new spiritual colony meet with success. Millions of the 
Brethren left Earth behind, hoping to build a new society. Sub. 
sidies from friendly Terran powers helped lift the Hatire into 
space, and the faith’s early spaceborne popularity ensured its 
offworld success. Colonies were established in dozens of sys- 
tems, and the Hatire doctrines of a simple life of hard work and 
a minimum of technology met with great success. Colonies 
supported their closest neighbors and exchanged information 
Eventually, the linked colonies formed a closed economy with 
one another, excluding the rest of human space. But since any 
closed society is an irresistible lure to human curiosity, the 
fame of the Hatire colonies spread, and more Brethren took to 
the stars, Connected by religious ties, a shared sense af the fu- 
ture, and a budding economy, the Hatire Community declared 
itself a nation on September 16, 2271 

As decades passed, the Hatire faith lost some of its cohe 
sion, Generations of Brethren grew up on a number of diverse 
planets with different ways of life. The simple style of living re 
mained popular, and the mad advance of science met with the 
same scorn hy the collected Brethr ie religious fervor of 
the faith had never been as strong as the call for a return to 
simpler days, but now the religious component of Hatire life 
was weakening rapidly. Heretics grew in number, and the nor 
mally reclusive and peaceful Brethren were forced to put down 
several splinter groups. 

‘The start of the First Galactic War in 2299 brought the Com- 
munity's internal schisms into sharp relief. Governed by a sys 
tem-by-system confederacy, most of the Community elected to 
declare neutrality. A few colonies sided with Earth, and а few 
allied themselves with the Thuldan Empire 

Despite the Community's neutrality, the first decade of the 


24th century transformed Hatire society. Haven, a beautiful 
planet settled in the late 23rd century, provided the inspiration 
that eventually drew the Community together. The exploration 
of Havens surface offered humanity a rare opportunity to see 
ct ruins of а million-year-old alien civilization. 
archeologists reported that the largest structure to 
survive was located al the center of the ancient city, The relics 
found within that site dazzled scientists, but the stary told on the 
edifice’s walls was even more important, at least to the 
Brethren. After studying the alien symbols for a dozen years, 
the Brethren announced a discovery that would reshape the 
Community, The ancient dwellers of Haven's ruins revered a 
noncorporeal being that the translators named the Castmir. The 
alien writings recorded the history of the Cosimir’s visitation to 
the material world and its prescription for a new purity of 
spirit. As more texts were translated, the gospel of the Cosimir 
spread among the Halire. Over the next decade, the Commu- 
nity went through phases of curiosity, debate, and ultimately 
revelation. While Hatire theologians argued about the Dosimir's 
message, the masses accepted the Cosimir as an element of 
faith they had been missing. Purity of spirit and trust in the 
Cosimir became the watchwords of the Hatire Community. 

Transformed by their new faith, the formerly reclusive 
Brethren saw their mission clearly. The Cosimir’s word must be 
heard and spread throughout space 


Tut Second GALAcTIC WAR 


The years between the wars—and the first few years of GW2 
itsel-went badly for the Community. As Hatire missionaries 
met resistance to what many outsiders perceived as a bizarre 
religion, the Community became more entrenched. Unlike other 
Stellar nations, the Community spent few resources exploring 
new frontiers, Instead, it concentrated on spreading the faith, 
but with missionaries traveling throughout human space, the 
Hatire were ill prepared for the outbreak of war in 2346. 

When the Thuldan border expanded to contact the Commu- 
nity in 2357, the survival of the nation was threatened. Fortu- 
nately far the Hatire, ће list of the Thuldan Empire's enemies 
had grown long. Meetings with Emperor Decret produced a 
peace agreement that eventually led the Community tn join the 
Expansion Fentad. A detachment of Hatire mind knights went 
into action in the first Expansion Pentad joint operation in 2362 
in a ground assault during the Battle of Morgan's Bluff. 

While the Community had accepted force as a useful in- 
strument to spread the word of the Cosimir, its goals were dif- 
ferent from those of the Pentad's other members, Even as 
Thuldan and Hatire forces fought together against the Borealins 
and the Solars, Halire missionaries worked to gain converts in 
the powerful Empire. After all the physical batles were won 
and lost, the Empire found there had heen a spiritual front to 
the war as well. Almost a quarter of the Thuldan population 
had embraced the Hatire faith by the war's end, and the ties he- 
tween Empire and Community grew stronger than ever before, 


Topay 


Hatire society is defined by its faith, which permeates all levels 
of Hatire life. Morning and evening meditation services are es- 
tablished custom among even the most secular of the Brethren. 
Indeed, more than a third of the Hatire petition to join the 


priesthood, hoping to live in constant contemplation of the 
Cosimir. The order accepts fewer than half of the applicants 

The current High Minister is Marion Rhodes, who has been 
serving the Cosimir with distinction for the last 40 years. Each 
planet in the Community has a parish Minister, and the 27 
highestranking Ministers function as the true governing body 
of the Community. Serving from within the holy walls of the 
‘Temple of Cosimir on Haven, the Ministers issue decrees that 
affect both the political and religious life of their followers. 

To the Brethren, little distinguishes the political from the re- 
ligious. Haven is the spiritual and political center of the Com- 
munity. Most followers of the Cosimir hope to make a 
pilgrimage to the holy ruins before they die, and as a result the 
planet is now one of the most heavily populated Hatire worlds. 

Militarily, the Community appears to be one nf the weakest 
stelar nations. Only eight fortress ships survived the war with 
Hatire loyalties, and of the twelve stellar nations, the Commu- 
nity boasts the third-smallest standing army. Speculations of 
ther military weakness, however, end on paper. The crusading 
amy of the Community is made up of known fanatics, willing 
to sacrifice their lives for the Cosimir. Moreover, the Commu- 
nitys neighbors ойег no threat. Ties to the Thuldan Empire and 
even the Union of Sol have grown with the spread of the Hatire 
lait, and the Borealis Republic's military threat is negligible. 

The revelation of the Casimir radically altered and matured 
the Hatire faith, but much of the conservative ideology that 
brought the Community into space remains with it. The words 
of he Cosimir call for a purity of spirit. The long-despised in- 
vason of technology has contaminated that spirit in humanity. 
Hatire distaste for technology is now famous, and in truth most 
Hatire treat all forms of advanced technology with suspicion. 
But the Hatire reserve their greatest hatred for technology that 
pollutes the spirit, and they turn clones, mechalus, and fully cy- 
bered gearheads away at the border. Those who don't take the 
hint are often spurned or even attacked if they overstay their 
brief welcome on Hatire worlds. 

The most important part of Hatire life is spreading the word 
of the Cosimir to unbelievers. Many take this tenet of the faith 
quit literally and become crusaders. In fact, most Hatire en- 
countered outside the borders of the Community are crusaders. 
No one questions the zeal of these well-intended citizens, but 
the actions of a few violent crusaders have given this mission- 
ary work and the Community at large a mixed public image. 

Still, it is possible to live a life full of the Casimir's bounty 
without serving as a missionary. In all the roles of life, the 
Community demands that the Brethren hold themselves to the 
highest standards of excellence. Not only must every member 
ofthe Community strive for purity of the soul, but the Brethren 
must sand out against a galaxy of sin and mediocrity as a 
shining example of what joys enlightenment brings. 

In the Verge, the Hatire Community is resetlling Diamond 
Point, its colony on Grith in the Corrivale system. However, the 
Hatire also have a monastic retreat in the desert of Alaundril 
in ће Tendril system, and small missionary temples in most 
cities of any size. 


Accused of racism and feared as Luddites, the Hatire follow a 
difficult path. Almost all the Brethren have an abiding distrust 
of new technology, and they abhor technology that alters the 
human body. Those who tie themselves to cybertechnology, in- 
duding the mechalus, have strayed from the path of truth 

The Second Galactic War and the fearsome Hatire mind 


knights gave the Community a reputation for militarism and in- 
tolerance, producing an image of a religion bent on converting 
humanity by the sword, To the Hatire, such notions are absurd. 
The Hatire has proven itself a Community willing to accept 
change: Did not the Community founders accept alien doctrine 
into their own theology? Did they not accept the Cosimir, ап 
alien divinity? The Hatire life embraces metamorphosis, ac- 
cepting both the actuality and potentiality of human existence. 
Now the Brethren must work diligently, redefining themselves 
as crusaders of peace rather than war while maintaining im- 
portant ties to their powerful Thuldan and VoidCorp allies. 

Wisdom clings to the Brethren as gravity clings to stars. 
Only the independent and thoughtful members of the Commu- 
nity, arriving in space without blinding notions of nationalism 
or conquest, could open themselves to the spiritual message of 
a long-dead alien species who probably knew nothing of the 
human species. It is a source of Hatire ecstasy that the words 
of the Cosimir, a noncorporeal entity with nothing but sentience 
in common with humanity, ring true. The life of spiritual con- 
templation calls to all Brethren, and it is with some regret that 
the Brethren acknowledge a duty to the Community and all of 
humanity. Duty calls for individual Hatire to practice agricul- 
ture, business, and even the art of war. Duty doesn’t demand 
that they enjoy these distractions from the higher things in life. 

For the words of the Cosimir to reach all species, the Com: 
munity itself must prosper. Without thought of reward, the 
Community has accepted the burden of preaching to the un 
willing; it wouldn't say much about the strength of their faith if 
they only spread the word to those who were already listen 
ing. Until ће day when “all are опе, the Brethren must act to 
preserve the Community's integrity even as they found Hatire 
churches in far-flung reaches of space under foreign flags. 

The loyalty that the Brethren feel for the Community is only 
rivaled by the reverence in which they hold the Cosimir, It is 
unfortunate, for its own sake, that much of humanity fails to 
enjoy the happiness and peace the Cosimir brings 


Because of the devotion and passion that Hatire learn to instill 
within themselves, Hatire heroes begin play with the Faith perk 
automatically, without having to purchase it. Even the least de- 
vout of the Hatire can't quite shake their religious upbringing. 
In addition, some Hatire have developed an especially close 
link with the Casimir Normally, the Faith perk begins with a -d4 
situation die, and is penalized one step (+d0+d4,+d6, etc.) 
after each use, The Hatire can gain a great benefit by spending 
additional skill points to purchase the Faith perk during hero 
creation. In this case, the strength of the Hatire faith increases 
the power of the Faith perk, and the base situation die for Hatire 
with this greater level of religious conviction improves to —d8. 


“Click on this reality" 
—Zane, 2460 


Insight is the youngest stellar nation, barn only 40 years ago. 
On the surface, it barely deserves mention. It boasts the fewest 
star systems and the weakest military. But as the saying goes, 
knowledge is power. 


Insights history is inextricably entwined with VoidCorp and 
the Grid. Although systems for electronic data transfer existed 
in the 1960s, the first true Grid came into use in 2032. The 
Earth-Grid linked all of the planet in a sophisticated virtual en- 
vironment, and the computer-focused corporation that eventu- 
ally became VoidCorp had its hand in the Grid from the 
beginning. 

While claiming massive areas of space in its early days, 
VoidCorp made technological leaps. In 2193, the first drive- 
space communication relay—commonly known as a drivesat- 
was designed. Initially limited to simple data exchanges, in only 
seven years VoidCorp Employees integrated Grid technology 
with the drivesats. While real-time interstellar Grid exchanges 
remained impossible, gridpilots developed the use of shadows 
to cross drivespace and interact in the interstellar Grid. 

Profits and fortunes could be made fram this medium, and 
VoidCorp hastened to realize that goal. Most stellar nations li- 
censed creation and even maintenance of Grid systems to 
VoidCorp Employees. No independent corporation could 
compete with the stellar nation. After two decades of Void- 
Corp dominance, competitors sensed the opportunity for 
profit, and VoidCorp saw the need to maintain a division de- 
voted to advanced Grid design and shadow programming, 

Insight was incorporated as a VoidCorp division in 2198 
From its inception, Insight produced success after success. 
VoidCorp technology and implementation became the stan- 
dard for the interstellar Grid. With a near monopoly, sale of 
VoidCorp computers skyrocketed as the corporation inte 
grated proprietary hardware and software systems, Insights 
achievements gave its vice president unprecedented influence, 
and Insight was granted unheard-of independence. 

Insight was the closest thing that VoidCorp had to an in- 
stitutionalized forum for artists. As hefty profits continued to 
roll in, the Inseers, as they came to be known, got whatever 
they wanted. No Inseer held lower than N rank, and top de- 
signers were Us or higher-the equivalent of a subdivision 
manager (see the VoidCorp text). The unique environment he- 
came an accepted part of Insight's organization. Free intellec- 
tual exchange blossomed in ane small division of VoidCorp 


A year before GW1, Insight marked its centennial as an incor- 
porated division. Generations of Insight Employees had been 
born, educated, and even died as members of the division. The 
top-notch computer professionals had unrestricted access to 
the Grid and all the information it could provide. Insight Em- 
ployees enjoyed not only the liberty to exchange ideas inter- 
nally, but also channels that connected them to all of humanity, 
Insight's intellectual freedom manifested itself in a multitude of 
ways. Their freedom led to revolution and betrayal. 


Insight's revolt started with small things. Often difficult to 
manage, the Inseers were allowed to choose one of their own 
as their division's new vice president in 2314. The practice of 
promoting gridpilots from inside the division to leadership soon 
became an Insight tradition. Under their own leaders, Insight 
gridpilots popularized radical systems of thought. The Grid, In- 
seers posited, is not an artificial reality, or even a secondary 
reality. The Grid was, waiting for us to find it. The Grid is, more 
real than real, the haven of conscious minds embracing one 
another. The Grid will be humanity's ascension. 

Information barn free became the Insight motto. То this day, 
the Inseers still believe that data has a natural inclination ig 
disseminate, and no government, religion, or corporation has 
the right to restrict the flow of information. Given this difference 
in attitude, the break with VoidCorp was foreordained. Aware 
of how VoidCorp executives would react to any statement of 
Insight's principles, the Insight revolution stayed underground. 
The gridpilots expanded the audience for their messages bul 
found the typical VoidCorp Employee uninterested. Most non- 
Insight Employees were consumed by corporate ambition and 
unfamiliar with free thought. The Inseers realized their lonely 
situation, and kept looking for the proper means to achieve in- 
dependence. 

While Insight Employees kept up the image of loyal, pro- 
ductive servants, Vice President ZV237 BZWBR (Stalker) met 
with representatives of the FreeSpace Alliance in 2394. The 
clandestine gathering set in motion a plan for the next 50 
years. In those 50 years, Insight was the most valuable intelli- 
gence asset in human history. Insight gridpilots uncovered key 
elements of the Expansion Pentad's strategy, plans, and military 
placements. Unaware of the source of their intelligence reports, 
the Orion and Orlamu militaries were remarkably well pre- 
pared for the Pentad's offensives. Time after time, FreeSpace 
attacks found VoidCorp weaknesses—without significant 
damage to Insight assets. 

Insight's treachery can account for many of the FreeSpace 
Alliance's successes, Still trapped in the corporations grasp, 
the Inseers anxiously awaited the opportunity to leave Vaid 
Corp behind, Their philosophy abhorred the secrets they 
found themselves keeping. In 2454, the Inseers met face to 
face with President Hale of the Orion League. Knowing the 
value of Insights inside information, Hale advised patience. 
Long tired of this message from the Orions, the Inseers made 
their final preparations. On February 5, 2460, independence 
was declared. Insight positioned its strength in what was for- 
merly Dreth Commonwealth space, and seven defecting Void- 
Corp fortress ships gave the new stellar nation a fierce bite. 

VoidCorp was stunned. Insight's treachery was the best 


kept secret of the century. Ignoring Insight warnings, Void- 
Corp massed their fleet to crush the upstart state. On May 10, 
2460, the VoidCorp Grid crashed. Entire datacores were 
erased, and star systems found their networks unresponsive. 
Many VoidCorp drivesats simply vanished. The damage to 
the VoidCorp economy and infrastructure couldn't be mea- 
sured; VoidCorp is still recovering today. The invasion of In- 
sight was aborted, buttressed by FreeSpace assistance, Insight 
survived until the war's end. 


Topay 


With their freedom established, the Inseers shed most relics of 
the VoidCorp organization. Inseers were declared private cit- 
izens, no longer held accountable by management and the 
board of directors. No formal government has emerged to re- 
place the old system. Governors exert nominal control aver In- 
sight planets and systems, but the only term to describe the 
curent situation is institutionalized anarchy. To outsiders, no 
order can be discerned. Inseers admit the administration is un- 
conventional, but point to a clear pecking order set by reputa- 
tion and gridpiloting ability. 

Insight leads much of the computer industry, specializing in 
Grid hardware, software, and interfaces. While VoidCorp Grid 
systems remain universal and fixed—boring, say the Inseers— 
Insight Grid systems are beautiful, unpredictable works of art. 
Despite their complexity, the Insight environments allow 
greater individuality and creativity. When used by a skilled 
gridpilct, Insight systems provide the best performance known. 
Insight's relentless advances into VoidCorp’s markets has 
fueled the hatred VoidCorp feels for its rebellious child. 

VoidCorp has refused to recognize Insights indepen- 
dence except to the extent required by the Treaty of Concord. 
VoidCorp often refuses to attend diplomatic conferences 
where Inseers are expected, and VoidCorp Employees are 
taught that Insight is composed of deviants and traitors. For 
their part, most Inseers believe that VoidCorp represents a 
step in mankind's evolution that they have transcended. In the 
Grid, the war quietly rages on, as VoidCorp uses its greater 
resources to test Insight skill. The guerrilla warfare remains 
largely invisible to all save its players, and the Galactic Con- 
cord is powerless to stop the giants of the industry from tear- 
ing at one another's throats. 

Most Inseers have adopted the doctrine of the Insightful. 
The Grid represents the first environment in which minds can 
exchange information uncluttered by hindrances. Free informa- 
tion is a natural state to which the Inseers believe all sentients 
will ascend, Of course, the demands of a successful economy 
mean that Insight endorses free information but markets the 
technology to receive, manipulate, and send information. Like 
all stellar nations, Insight is invested in a range of industries 
from agriculture to weapons manufacture; in all of these, 
though, the Insight bent toward advanced technology is visible. 

Nowhere is Insight's technophilia more apparent than on its 
capital planet, Vision. The Insight homeworld boasts a system- 
wide Grid network with a complexity rivaling the ancient Grid 
of Sal. Implemented using only the best equipment, the Vision 
Grid has both the fastest carrier rates and the highest carrier 
lad. Even those unfamiliar with gridpiloting admit its frenzied 
splendor; gridpilots, hackers, and reality entertainment junkies 
come from around the galaxy to behold Vision’s wonders. 

The Insight military remains one of the smallest in the 
galaxy. It lost one of its fortress ships in the war and has not 
rebuilt it, but six fortress ships still bear the Insight banner. 


Plans call for only a modest increase in the Insight defense 
forces; the fledgling stellar nation continues to rely on its abil- 
ity to successfully wage an information war against any foe 

In the Verge, Insight took over the VoidCorp colony at Walin 
III in the Walin system by a bit of logistical sabotage, sending 
only Insight employees to found the colony. Elsewhere in the 
region, Insight techs are busy building or rebuilding the local 
Gridspaces. Curious Inseer Grid tourists are a common sight in 
the Aegis, Oberon, and Karnath Grids, and the planet Bhruu in 
the Karnath system is a major Insight settlement, 


PLAYING AN INSEER 


Inseers describe themselves as poets, explorers, and artists of 
electronic dreams. Usually, the denizens of the youngest nation 
of the 26th century aren't given a chance to describe them- 
selves except within the Grid; reputation and the madness that 
passes for style and fashion speak for them. As the smallest 
stellar nation, Inseers are also the most radical. Inseer space 
has given birth to notions that would have boggled the minds 
of pre-space Terrans. And that's just how the Inseers like it. 

No one understands the true nature of the Grid, not even the 
Inseers. Its the ultimate in virtual environments, providing a 
haven for the soul's free expression unlike any other. For the 
Inseer, it is the reason for being. Fully interactive along all 
human sensory inputs, every Inseer becomes a painter, a 
sculptor, a musician, and more—ell at once 

Many Inseers avoid real life altogether, leaving machines 
and programs to regulate the frail flesh, yet even veteran grid- 
pilots cannot quantify or hope to define the Grid, infinitely com- 
plex and infinitely large. No wonder it gave birth to the 
Insightful religion, the latest technology to force the question of 
what it means to be human. The Insightful believe the Grid to 
be the final expression of intelligence. Free exchange-ro se- 
crets, no misunderstandings. 

Most Inseers seem just as colorful outside their virtual re- 
alities as within them. Although today Insight includes people 
of all ages and backgrounds, as a nation Inseers are young to 
the stars. This makes them almost desperate to find new ex- 
periences, to do that which no one has done before. Inseers 
have something to prove, to themselves and to other stellar 
nations. 

Over the years, Inseer speech has become a dialect of its 
own, only loosed related to Galactic Standard. Just as Insights 
leaders are defined by their reputation as gridpilots, ва the pa- 
tois spoken among the Inseers serves as a means of recogni- 
tion. The Inseers spice their language with jargon and inside 
terminology; indeed, when on the Grid, their language is often 
flavored with sounds and graphics meant to speed communi- 
cation. This leads to an inward-looking, impenetrable jumble of 
tech-talk whenever two Inseers meet. 


Game BENEFITS 


A culture of technical wizardry, older than the existence of In- 
sight itself, infects all Insight characters. This genius provides 
Inseers with an automatic —1 step bonus to all computer activ- 
ities, including design, use, hacking, programming, and any 
Grid-based actions. In addition, Insight heroes and their shad- 
ows receive a –1 step bonus on Grid action checks. 

Unfortunately, the Insight mind and body, long perfected to 
understand electronic media, reacts slowly in non-virtual envi- 
ronments. All Inseers suffer а +1 step penalty on real-world 
action checks 


NARIAC DOMAIN 


“Workers af the galaxy, unite! 
—Premier Palis, 2304 


The galaxy needs equality, Who has not heard the cries of men 
and women for the end of inequalities? ask the Nariacs. In- 
equalities of species, gender, and social rank. Only the Nariac 
Domain promises a life without such human pettiness and 
short-sightedness. No, life in the Domain is not perfect and 
often isn't easy. Life will always force struggle upon those who 
want to succeed, but at least among the Nariacs you know that 
you work alongside brothers and sisters for an equal division 
of the fruits of your labor. 


HISTORY 


Despite the passage of time, many stellar nations can trace 
their origin back to an Old Earth government, corporation, or 
individual. The Nariac Domain is an exception to the rule. Be- 
fore 2267, no Domain existed. 

For a variety of political and economic reasons—chief of 
which was fewer habitable worlds per cubic light-year—no 
powerful organization staked out a claim in the stretch of space 
the Nariac Domain would later occupy. Instead, independent 
colonists explored and settled the region. Ever since the pro- 
duction of stardrive vessels began in the second half of the 
22nd century, wealthy enthusiasts and dreamers had taken to 
the stars to find their perfect tomorrows. While many visionar- 
ies saw their amateur colonies end in disaster, overpopulated 
Earth sent out its hopeful in droves. By the time the Terran Em- 
pire was declared, the Nariac sector was well populated with 
colonists from two dozen sources. 

Settlements on Naria, a harsh planet wracked by earth- 
quakes and hot winds, experienced a unique evolution. Like 
many colonists, the Nariacs survived their first few decades 
without any formal system of government or leadership. In- 
stead, each member of the early community worked for the 
betterment of all. On Naria, the choice was simple: cooperate 
or die. Because the success of the community was more im- 
portant than any individual, no one individual was held up as 
superior to any other Private property would stratily the Nari- 
acs and create an elite class. To prevent this, the community 
owned all property on Naria, and the individual owned none. 

Naria's development was truly curious, since its colonists 
never attempted to develop another system. Not only did the 
settlement survive its first two decades, it flourished. Naria's 
rich heavy-metal deposits made the colony profitable even as 
the unkind planet discouraged immigration io ils surface. The 
Nariacs solved the problem of a small labor pool by investing 
heavily in cybernetics. With each Nariacs productivity multi- 
plied by electronics, the colony's economy grew by leaps and 
bounds, becoming a center for trade and commerce among 
nearby systems, 

Naria's colonists attributed their achievements to their 
unique birth and society, Nariac histories boast that the cir- 
cumstances of their creation allowed them to choose only the 
best elements of Old Earth to incorporate into the Nariac way 
of life. Early critics of the Nariacs disagreed with the choices 
that the space-born empire made. After all, they claimed, com- 
munist societies failed in both the 20th and 21st centuries. The 
only Nariac answer to those criticisms was the Domain’s thriv- 
ing empire. 


1 was only natural that the Nariacs spread their success 
throughout local star systems. They gained economic leverage, 
then a growing military, as system after system joined the Nar- 
iacs and their way of life. Many colonies willingly joined the 
newly formed Nariac Domain in hopes of simply participating 
in their economic success. Others found themselves sur- 
rounded by Nariac traders and the Nariac Navy. Either way, 
those integrated into the Domain’s fold adopted the conventions 
of Nariac society, including the aggressive use af cybertech.. 

‘The First Galactic War marked the high point of Nariac ex- 
pansion, At the start of the war, the Domain numbered several 
dozen systems, and the Domain joined many fledgling stellar 
nations in 2304 in declaring independence. Following the Thul- 
dan lead, the Nariacs sent resources, ships, and soldiers into 
war. In large part, though, the fight for independence covered 
a darker plan, because the Nariac Domain considered GW1 a 
prime opportunity to extend its borders. During the thirteen 
years of the war, most of the Nariar military fought against 
other young colonies and budding empires. Few Nariacs went 
to battle the Terran Empire. 

The Treaty of Earth ended GW1 and likewise ended Nariac 
expansion. Nariac borders stood about where they rest today. 
Further growth was difficult; at the war's end, the Nariacs were 
surrounded by the radical capitalist states of VoidCorp and 
‘Austrin-Ontis, Philosophical disagreement and competing am- 
bitions made conflict in this sector of human space inevitable, 
Even as most stellar nations devoted their resources toward 
exploration and colonization of new borders, the Nariac 
Domain found itself fighting frequent skirmishes with Void- 
Corp—and losing. 


THe Seconp Gatactic War 


VoidCorp representatives, hated as they had become over the 
previous three decades, made an irresistible proposition to the 
Nariacs in 2344, The Nariac Domain joined the Dreth Com- 
monwealth in а treaty with VoidCorp calling for a cessation 
of hostilities and mutual defense. Everyone could see another 
interstellar war coming, and the Domain desperately needed 
allies. Moreover, all three empires saw conquest as a valid 
way to increase their power. 

As the Магас war engine turned against Austrin-Üntis Un- 
limited at the start of the war, Мамас ties to VoidCorp grew. 
To defend their ally, VoidCorp warships roamed Nariac 
space. Within a decade, the truth was clear to those in power: 
The Nariac Domain had become a client state of the VoidCorp 
monolith. VoidCorp used the Domain as a buffer against the 
enemies of the Expansion Pentad; Nariacs took the heaviest 
losses in conflicts against the Solar Union and Austrin-Ontis, 
Nevertheless, the war went well until the Orions and Orlamus 
intervened on behalf of the Austrins. Forced to compete with 
both FreeSpace and Profit alliances, Nariac Domain saw defeat 
piled on defeat throughout 100 years of warfare. The region 
between the Nariacs and Austrins was one of the fiercest bat- 
tlegrounds of the war, and literally dozens of systems were laid 
waste. 


Topay 
Officially, no ruler stands over the Nariac Domain. All Nariac 
citizen-workers are equal. This equality is preserved by the 


simple fact that private ownership does not exist in any form. 
Competition, independent corporations, and private enterprise 
remain forbidden through all Nariac reaches. Instead, the Nar- 
lac state makes all decisions for the economy. Both selling and 
buying prices are fixed by central planners. Quotas for pro- 
duction are mandated for each factory and source of produc- 
tion, All transactions are authorized and monitored by the state 
economic Als. Those who deal with foreign powers or traders 
are especially scrutinized. Rigorous educational testing places 
each Nariac in a field suited to his or her ability. 

In Nariac society, the government bureaucracy is merely 
another source of production, at least in name. Centuries ago, 
he Nariac assertion that members of the government bureau- 
tracy held no more rights or claims may have been true. 
Today, as an instrument of the Nariac will, the government bu- 
Teaucracy must act to preserve the integrity of the society and 
the well-being of all. Cybertechnology is the Nariac solution. 
Originally employed to multiply the labor capital of an under- 
populated society, today cybertechnology keeps order through- 
out the Nariac Domain. Implants monitor the activity of Nariac 
titizen-workers, and only a few refugees of ће Nariac Domain 
are without cybernetic implants. Nowhere is the tendency 
foward implantation more evident than on the Nariac's home- 
world, Naria. There, the Domain has encouraged the develop- 
ment of cybertechnolagy as an art form. 

Nariac military forces are strong, and the Domain's empha- 
sis on heavy industry and cybernetics has made its armed 
forces mighty. Although military service is no longer manda- 
tory, the Nariac army remains a popular choice among the stel- 
lar nation's younger generation. After a few years of service, 
enlistees can retire and keep their military-grade cyberware. 
Eleven fortress ships serve the Domain, including the famous 
NDS People’s Justice. 

Since the conclusion of the War, Nariac relations with other 
nations have grown more unsure. After the Insight secession, 
VoidCorp's control over ће Nariac Domain has waned. Void 
Corp executives still make pointed suggestions about the Do- 
main's foreign policy. Most Nariacs look forward ta a day when 
VoidCorp is driven from their nation. The Nariac Damain's links 
In оћег stellar nations are neutral at best. The enemies of past 
wars hold to their hostile attitudes. 

Recently, the Domain appears to have given up on con- 
quering the stellar nations directly. Today, the goal of ће Nar- 
lac seems to be the subversion of the stellar nations and the 
Concord. Nariac envoys travel far and wide to speak to the 
workers of foreign powers, inspiring them to seek out better 
conditions and beter government. None of the stellar nations 
has yet to view the activity as a serious threat. The Nariacs 
view their toil as laying the groundwork for the interstellar rev- 
olution of the masses. On that grand day, human and alien 
alike shall stand together for a better future. 

The Domain has no holdings in the Verge; its colony in the 
Piolemy system has regressed into piracy and resists all ap- 
peals to return to the fold of Nariac society, Nariac efforts are 
currently centered on securing the rights ta the moans of Pox, 
а gas giant in the StarMech-controlled Tendril system. 


An individual Nariac-the idea is alien, bordering upon the ab- 
surd. Its true that individuals and individual freedoms exist 
with the Domain, but to define a Nariac is to describe a mem- 
ber of a thriving community, Just as the Domain rewards each 
of is worker-citizens with a livelihood, employment, and a 


place to live, the Nariacs contribute their skills and hard labor 
for the betterment of the whole. 

Of course, that’s not to say that the Nariacs claim to have 
erased the human ego and its avarice, ambition, and envy. Yet 
in a community in which there is no individual property, greed 
becomes pointless. In the Domain, personal ownership is a 
thing of the past; the Domain legally owns all material goods 
Individual citizens only register use of objects, land, and other 
possessions. I's not a perfect system, as Nariac bureaucrats 
admit, but it's a clear improvement over systems that permit 
the greed of a few to inhibit the greater good of the many. 

Nariacs, for the most part, respect and value their system of 
government while simultaneously quietly questioning the in- 
tegrity and motives of the Nariac leadership. Cybertechnology 
prevents any organized disruption of the Domain, but its inva- 
sive presence—and the utter lack of privacy in the nation—is 
something that even the Nariacs sometimes have difficulty with. 
Of course, most Nariacs understand the necessity for such pre- 
cautions: Humanity is filled with those who wish to harm the 
Domain. Agents and spies from Orion, VoidCorp, and else- 
where attempt to despoil Nariac prosperity. Nariacs understand 
that once the galaxy is united, the true utopia will issue forth. 
For this reason, Nariacs travel far from home and family and 
the comfortable order to which they are accustomed. They risk 
their lives to educate the workers of the galaxy, 

The practice of religion, or any similar outdated concepts of 
worship, is frowned on within the borders of the Domain. Only 
a small number of Nariacs acknowledge a religion, and these 
pariahs face public mockery, government scrutiny, and pos- 
sible expatriation. Missionaries from several faiths occasionally 
enter the Domain in secret, only to find their mission near im- 
possible. The few organized churches have been forced into a 
clandestine, underground existence, to be quickly destroyed if 
their presence is discovered. 


More than any other people, Nariacs are immersed in technol- 
ogy. Cool metallic surfaces surround the Nariac child, and join- 
ing the Nariac nation always entails the integration of circuitry 
into skin. All Nariac heroes begin play with one free item of 
cyber gear worth #5,000 ог less—and with a free implanted 
security monitor that reports their movements to the Domain. 

Fortunately, the Nariac psyche has adapted well to the con- 
stant intrusion of technology, Their bodies and Nariac culture in 
general are well adapted to cybernetic implantation. Thus, the 
free item of cyberware does not count against the heroes’ 
cyber tolerance score. 

Finally, Nariac doctors with the surgery specialty skill gain 
the cybernetic surgery skill rank benefit for free. However, all 
Nariac cyber gear contains the Domain’s tracking monitors. 


7 stand in awe of this diverse fellowship of men and women 
who have bound together to form a union." 
-President Kathryn Brown, 2321 


Neither the strongest nor the largest of the stellar nations, the 
Orion League is known as the most heterogeneous. Every eth- 
nicity from Old Earth can find descendants in the League, and 
many have preserved their way of life unchanged. Meanwhile, 
space has produced dozens of new cultures in Ürion space. 
Though the hundreds of worlds that comprise any stellar na- 
tion usually share general tendencies, the Orion League defies 
attempts at definition. 


То trace the formation of the Orion League is to examine the 
foundation of dozens of separate states. In the first wave from 
the Sol system, hundreds of independent colonies established 
themselves by migrating toward the constellation of Orion. 
Some colonists were fleeing from trouble, and others sought a 
fresh start far from home. Of these system-states, more than 
half were subsidized by corporations ar independently wealthy 
private individuals. The superpowers of Earth's western hemi- 
sphere dispatched colonies of their own to the region. 

By 2260, eighty-six distinct governments were functioning 
in Orion space. Most of Old Space had been explored and 
claimed by at least one of the fledgling states, and humanity 
was pushing past the borders of known space. About this time, 
the unchecked growth of the small nations halted. Several 
colonies failed or were absorbed into other nations. A few 
clashed directly, and others formed trading coalitions. Then the 
First Galactic War erupted, and everything changed. 

The future Orions fought a disorganized and defensive war 
against the Terran Empire, against stellar nations such as the 
Orlamu Theocracy and Austrin-Ontis Unlimited, and against 
each other, Some colonies were destroyed, while others barely 
noticed the war. Natural selection whittled away at the inde- 
pendents in Orion space. Four centers of power developed: two 
founded by Earth nations, and two founded on economic al- 
liances between neighboring systems. 

After the war ended, the Nordic Independent State, Free 
Kyrene Society, and New Columbia were recognized as stellar 
nations, The fourth, the Orion Nation, was centered farther out 
from the Solar Union and the center of humanity. Ironically, it 
was the Orion Nation's omission from the Treaty of Earth that 
Jed to the formation of the stellar nation known today. In terms 
of military strength alone, the Orion Nation could not have 
faced down any of the three powers. But given the Orion Na- 
tion's position at the edge of colonized space, it held the key to 
expansion, and all three of the new stellar nations would fight 
for that opportunity to expand. 

Still, the nations were tired of war and needed time to re- 
build. Three years after signing the Treaty of Earth, the four 
nations met in conference about the Orion capital planet, 
Jaeger. The delegates were commissioned to iron out an agree- 
ment under which the nations could live together peacefully. 
Seven months into the slow process, the focus af the meetings 
changed. Word arrived that Austrin-Dntis had refused to allow 
vessels passage through its space. It was the first shot of an 
economic war, The delegates reacted as one, ordering a multi- 
national force of vessels to clear the way for merchant traffic. 


After a single skirmish, both sides backed down. Shortly there- 
after, news came of yet another Thuldan raid into a neighbor's 
space, The delegates joined together to boycott Thuldan goods, 
and officially censured the Empire. After nine other nations 
agreed to the boycott, the Thuldan emperor stopped the raids. 

With these joint successes in mind, the delegates recon- 
vened in 2317. These new meetings were no longer confined 
to discussions about internal peace and stability between 
neighbors. They looked outward at the stellar nations, shared 
information, and negotiated trading opportunities. All four lead- 
ers were now in regular attendance. The Jaeger Conference 
developed into a permanent forum. 

The nations grew entangled until 2521, when Kathryn 
Brown, president of the Orion Nation, addressed the delegates 
She spoke at great length about the advances that her nation 
had made in recent years, and lauded her citizens for their 
courage and resolve in the face of difficulty, The surprise came 
when she offered to dissolve her own nation and unite it with 
one of the other three nations. The Orion people would be as- 
sured representation in the Treaty of Earth, and a larger nation 
would stand a better chance in the coming war. 

The delegates took her words to heart. Unfortunately, this 
unified nation would disturb the careful balance of power be- 
tween nations. The delegates rejected her proposal. Instead, 
each national leader articulated the need for alliance, praised 
his citizens, and dissolved his nation. The Orion League was 
united, Jaeger was named the capital, and Brown was elected 
president. Her first act was to commission a charter and a bill 
of rights. Freedom of speech, religion, press, and assembly for 
all sentients was declared throughout Orion space. Ethnic and 
species discrimination was denounced. The Orion League 
grew, and aliens—especially ће fraal—flocked to its banner. 


The Orion League hurried to unify as the war opened in 2346, 
about a decade after Brown had retired from public Ше. When 
the war broke out, newly elected President Mischa Dobrescu 
had just taken office, and the Orion response was slowed asa 
result. Dobrescu concluded а nonaggression pact with the Or- 
lamu Theocracy, and the Orions focused on Austrin-Üntis. The 
Orions buckled at first, but turned ће tide hy 2380. Then the 
Thuldans announced the formation of the Expansion Pentad. 

Consultation with the Orlamu Theocracy and the Borealis 
Republic led to the creation of the FreeSpace Alliance. Mean- 
while, another set of stellar nations formed the Profit alliance 
Concerned about Thuldan and VoidCorp advances, Brown 
established a “gentleman’s agreement" between the Profit con- 
federation and the FreeSpace Alliance. Over the next few 
decades, the Orions supported the war efforts of the Borealins, 
the Orlamus, and occasionally the Austrins. By 2401, the Ex- 
pansion Pentad had been pushed back, and the agreement with 
Profit collapsed. The war degenerated into three bitterly en- 
trenched alliances. Only the heroism and sacrifice of Warthen 
Hale brought peace. 


The nature of politics in Orion space keeps power decentral- 
ized. Individual worlds and systems are free to conduct their 
own business, as long as certain broad laws—including the 


Orion Charter—are followed. Of course, each member system is 
taxed by the Orion government. The chief functions of the 
league are to maintain peace between its member systems, 
and to guard against foreign aggression. The League also sets 
fair trade practices, both internally and with other nations. 

Each system elects representatives based on its population. 
‘The legislative house, called the House of Equals, meets in con- 
ference for three months every year on Jaeger. The House of 
Equals is also convened during national emergencies, such as 
in wartirne—including throughout most of GW2. The represen- 
latives are a diverse body of professional politicians, colony 
leaders, and alien emissaries. To accomplish their individual 
objectives, House members must compromise and build coali- 
tions among groups with widely divergent interests. 

The League president guides the stellar nation. Every Orion 
world participates in the election of the chief executive, held 
every five years. The current president of the Orion League is 
Lora Trigard; in the 2504 election she is expected to face stiff 
opposition from Senator Bruce Hale, youngest son of the fa: 
mous peacemaker, president Warthen Hale 

Orion military strength helped the League remain the leader 
of the FreeSpace Alliance during the war, even though the front 
lines of the war seldom touched Orion space. Although the 
League tapped every industry and individual to contribute to 
the war effort, the Orion military has always been formed from 
volunteers, Twelve fortress ships bear the Orion flag. 

‘Twenty years alter the war, the Orion economy is still re- 
covering. After dashing over long stretches of human space to 
preserve Insight and the Borealis Republic, clashing with Aus- 
trin-Ontis, and donating resources to the Galactic Concord, ће 
League finds itself at the end of ils resources. A postwar eco- 
nomic recession cast a pall over the Orion League's prosperity 
for more than a decade, and only now are signs of recovery 
emerging. Recently the Orions have planned new exploration, 
including rebuilding contact with the Orion Frontier. 

Jaeger is one of few capital planets where visitors from for- 
eign stellar nations and empires are welcome. Indeed, this tol- 
erance is a source of pride for the Orion people. Founded on 
freedom and equality for all, the Orions accept dissidents and 
refugees no matter what their origin, While this leads to 
clashes with other nations, it also contributes to the League's 
strength, Immigrants and refugees from VoidCorp, the Thuldan 
Empire, the Union of Sol, and the Orlamu Theocracy have all 
joined the Orions. 

The Leaque made its contribution of resources and person- 
nel to the Concord quite willingly. Someday the Orion loyalty to 
the Concord may weaken, but today many Orions consider the 
Concord their own child. 

In the Verge, the Orions have one ace holding: Bluefall, in 
the Aegis system. While the planet has an independent gov- 
ernment, its cultural and political ties to the parent nation re- 
main strong. Using the Aegis system as their hase, the Orions 
travel the Verge, exploring and trading. They have also reuni- 
fied with the tiny High Mojave colony in the Mantebran system. 
Most of their plans for expansion, however, involve the Orion 
Frontier. 


PLAYING AN ORION 


Categorizing an Orion is like trapping a wild weren—trustrating 
at best. From its exploration centuries ago until today, tolerance 
and diversity have illuminated Orion space, While many states 
seek to bring unity out of sameness, the Orion League seems 
at times willing to sacrifice its own unilication for the sake of 


7 


preserving the individuality of its peoples. Evaluating the spec 
tacular diversity of Earth, the Orions have gone further by 
adding free sentient races and humans adapted to every kind 
of world and environment to their national makeup. 

While in general the Orions appear content, their own di- 
versity keeps the society in a constant state of turmoil. Individ- 
ual systems retain a great deal of autonomy, and economic 
conflicts among individual groups in the Orion League deter 
any attempt at firm organization. Other stellar nations often 
view the chaotic nature of politics in the Orion League as a 
weakness to be exploited. In times of crisis they have been 
proven wrong, as the shared ideals of the nation pull its dis- 
parate groups together. 

For the most part, Orion patriotism squashes outside at 
tempts at fomenting dissent and chaos. Of course, in the hun 
dreds of stars that belong to the League, foreign ambassadors 
and envoys enjoy some success at manipulating local govern- 
ment, but these lobbying efforts rarely affect the League as a 
whole. Rather than close off their free society, the Orion attitude 
is to lead by example and to hope that more stellar nations will 
grow to grant the same freedoms. 

Orion motives for the exploration of space are as varied as 
the Orions themselves. Some hear the call of distant worlds 
Others see a profit tn be made in the depths of space, trading 
new commodities and information. Finally, there is the call of 
the frontier, which almost all Orions seem to have in common. 
The borders of human space, the edges of the galactic arm, 
and the Verge summon Orions like a candle attracts moths. 

Personal freedoms are taken for granted among the Orions. 
Orions traveling outside the League are often astonished at 
both the interference and the subsidies that foreign govern 
ments inflict on their citizens: licenses, high taxes, economic 
support, and denial of basic rights. Checks on the free practice 
of speech or religion are practically unheard of within the 
League. Even on colony worlds founded by a particular faith, 
religious tolerance prevails, More than two-thirds of all Orions 
claim a religious affiliation, and of these the Orlamist, Reformer, 
and Old Earth churches hold the lion's share. 


Game BENEFITS 


With its emphasis on the need for civilized interpersonal and 
intercultural relations, the League has instilled its founders’ val- 
ues within its individual members. During character creation, 
Orion heroes add 1 point to their Personality attribute, to a 
maximum of 15. 

In addition, Orions have an easier time familiarizing them- 
selves with different cultures. Orion heroes automatically gain a 
—1 bonus when using the Culture broad skill or any of its spe- 
cialty skills. Their reputation for tolerance and goodwill grants 
them the benefit of the doubt from almost everyone. 
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ORLAMU THEOCRACY 


"Prepare to enter the Divine Unconscious." 
— Orlamu medium Anwar Etan, 2501 


The Orlamu Theocracy marks the latest example of a society 
ham out of the desire for religious freedom. For the Orlamus, 
the exodus from Earth meant abandoning the clouded views of 
а planet to embrace the reality of the stars. The Orlamus hap- 
pily attribute the origin of their society to a scientific advance. 
‘Their union of faith and science has been blessed with success. 


History 


The stardrive project formed in 2154, a collaboration between 
the fraal and human representatives from Terran superpowers. 
The research presented a terrific drain on all of the national 
economies, but Earth's scientific community believed—cor- 
redly-that the marriage of баа! gravity technology and hu- 
manitys ability to harness dark-matter power would prevail 
Only through the combined efforts of the world powers was the 
feat accomplished. 

Unknown to all but the research team and a few senior gov- 
emment officials, the first starfall took place an November 11, 
2159, almost three years before the first public exhibition. Sci- 
entists constructed the prototype stardrive on a satellite orbit- 
ing Mars. On the fateful day, engineers began to bombard the 
activated dark matter with gravitons at 7:01 GMT. Thirty sec- 
onds later, the satellite vanished in a spectacular wave of light. 
Observers witnessed the first recorded starfall. Since the satel- 
lites projected path was only to the other side of the Sol sys- 
tem, scientists expected the vessel to reappear aller а few 
moments. The ship vanished, and the wait for its return 
stretched first to minutes, then hours, then days. 

Scientists and researchers panicked. The fate of the satellite 
was unknown. Would it return? When? Accusations of incom- 
petence and sabotage flew between the superpowers. Exactly 
121 hours after its departure, the satellite returned and was 
immediately surrounded by dozens of scientific and military 
vessels. The incident was the first instance demonstrating an 
important rule of stardrive travel: All trips take five days, no 
matter the distance traveled. 

The charismatic Jeff Sendir, engineer for the Indo-African 
league, was the only crewman aboard the satellite for the sur- 
prse journey. Unprepared for a long departure into an unex- 
plored dimension, Commander Sendir struggled to survive 
During the five days, the satellite's sensors drew no readings 
from drivespace. All measurements and readings reported that 
the satellite was surrounded by a featureless void. 

Sendirs report was not so silent. On the third day of what 
he began to think of as his afterlife, Sendir described a shift in 
his consciousness. He characterized it as similar to a dream. 
He had the sudden feeling that he was not alone, although the 
best efforts of his five senses and the satellite's instruments 
could not reveal an intruder. The experience was entirely in- 
tangible. Sendir recounts that he felt that his mind was a part 
ofsomething greater, in direct contact with an intelligence. First 
he felt as if his own mind was being poured out, as if his own 
unconscious thoughts and memories had left him. Sendir be- 
tame aware of something more than himself. Vast, unfath- 
omable ideas floated through his consciousness, and Sendir 
lost feeling in his own body. A few moments later, the contact 
abruplly ended, and the next two days passed without event 


The normally stable Sendir had never demonstrated mind- 
walker talents, and he passed a battery of psychological and 
physical exams after his return. None of the later test pilots into 
drivespare reported a similar experience. Many wrote Sendir's 
experience off as an anomaly. 

Sendir stayed active in the scientific community for another 
decade, keeping abreast of the development and commercial- 
ization of the stardrive. He retired in 2170 at age 45. More 
than a hundred of his colleagues left their positions to join him 
in establishing an independent academy for the study of drive- 
space and dark matter energies. The Orlamu Foundation de- 
voted itself ta unlocking the mysteries of not merely how the 
stardrive operated, but why. What, Sendir asked, is the true na- 
ture of drivespace? From its beginning, the foundation had re- 
ligious overtones, Even while his strictly scientific pursuits 
attempted to deepen knowledge of drivespace, Sendir contin- 
ued to develop religious views and spread them to the scien- 
tific community. Even as the Ürlamu Foundation assisted many 
nations in the exploration of space, it continued to develop 
larger and larger stardrives. In 2213 it claimed several sys- 
tems for itself; the first of these was Prophethome. Sendir re 
tired to the planet in 2215, taking the headquarters of the 
Orlamu Foundation with him. 

Light-years from Earth, the Orlamu Foundation experienced 
its final metamorphosis with the official recognition of Sendir's 
sainthood. The Orlamu Foundation became the Orlamu Theoc- 
racy in 2211, and five years later First Prophet Sendir was 
succeeded upon his death by First Prophet Walen. Shortly 
thereafter, the new Theocracy discovered the weren in 2246. 
Despite the weren's own never-ending civil war, they were 
peacefully incorporated into the Orlamu Theocracy over the 
following years. 


THe SEcoND Gatactic WAR 


The Theocracy avoided activity in both wars as long as pos- 
sible. In the First Galactic War, it wasn't until the conflict actu- 
ally began that the Orlamu Theocracy aligned itself with the 
stellar powers to oppose the Terran Empire. The decision was 
almost entirely based on a prediction of tha eventual defeat of 
the Terrans. 

The Theccrecy opened the Second Galactic War by con- 
cluding pacts of nonaggression with its closest neighbors, the 
StarMech Collective and the Orion League. Still, skirmishes 
with powers near and far harried the Urlamus, and the ap- 
pearance of the Expansion Pentad dealt thoughts of Orlamu 
neutrality a death blow. When the call from the Orions came 
for the formation of the FreeSpace Alliance, the only regret of 
the Orlamus was that StarMech could not be persuaded to join. 
Fighting along the Ürlamu-StarMech border remained light 
until the Pentad's defeat at Kendai in 2401, when fighting be- 
tween the FreeSpace Alliance and Frofit began in earnest. De- 
spite its well-established policies of tolerance, the Orlamus 
became just as aggressive as any of the other stellar nations 
and survived the war. 


Topay 
‘The Theacracy’s origins still cast shadows over its interests and 
strengths, but even its founders could not have foreseen the 
levels of contradiction that define the Orlamus. More than any- 


thing else, drivespace research and stardrive development are 
Иле nation’s principal focuses. Much of the Orlamu population 
devotes itself to understanding drivespace, or, as they call it, 
the Divine Unconscious. Oddly, the Theocracy remains a scien- 
tific body first and a religious organization second. Only the 
most radical Orlamists would place their faith over proven sci- 
entific fact. At the same time, the religion has become another 
spur to Одати intellects. Only through scientific development 
can the Orlamist religion answer its adherents’ questions. 

This interest in science has propelled ће Orlamu economy 
to a great deal of success. Urlamu stardrives power almost a 
third of the starships in service, and the reliability of Orlamu 
drive technology is second to none. The Theocracy has met 
with the best success in miniaturization and development of 
slardrive technology, and through high production the Orlamus 
make a hefty profit in sales of stardrives and the technology to 
build them. The Orlamu media industry has blossomed since 
GWe as more and more humans seek an alternative to the Bo- 
realins’ stranglehold on the entertainment industry. In turn, 
economic success has forged a strong military. Although most 
military vessels spend most of their time conducting research 
rather than war, the Orlamu navy has proven itself time and 
time again, favoring superior technology and training to mas- 
sive armadas and strike forces. 

Intellectual and religious freedom are accepted as a matter 
of course by the Ürlamus, more a matter of tradition than of 
any written contract. Even as most Orlamus follow the Orlamist 
faith, most Orlarnus hold the theocratic government as a nec- 
essary evil, not a divinely inspired power. The Orlamus ac- 
knowledge the need for a central power to organize the 
interests of the stellar nation and see to its common defense, 
but most of the time theirs is as much of a burdened bureau- 
«тасу as any other, 

First Prophet Galindus heads this bureaucracy with a prac- 
ticed hand. Galindus ascended to the highest position in 2474, 
the chosen successor after the retirement of First Prophet 
Zachel. Considered a moderate, he spent nine years serving on 
a stardrive ship, more than twice the time required of Orlamist 
priests. He left behind the pursuits of science for a career fa- 
cilitating similar pursuits by others. It is said that even today he 
keeps himself current on the latest drivespace equations. Galin- 
dus controls the Orlamist church and Orlamu state from the 
world of Prophethame, the capital for both religious and scien- 
tific pursuits. The Sendir Cathedral is the seat of the Orlamu 
government and of most of the hierarchy of the Orlamist faith. 

The weren have flourished under Orlamu guidance. Their 
violent tendencies have made integration difficult, but talented 
weren are growing more common throughout human regions 
of space, often preaching the Orlamist faith with a greater zeal 
than the Ürlamus themselves. A few of the most devout have 
achieved important posts within the church hierarchy. 

The strongest Orlamu outpost in the Verge is the Light- 
house, the stardrive-equipped station that the Theocracy do- 
nated to the Concord. Though now operated as a Concord base, 
the Lighthouse still carries much of its original support staff 
and an Orlamu temple. The Orlamus have also reunified with 
the Yellow Sky colony in the Tychus system. 


Orlamu life is founded on the acceptance of contradiction. The 
people of the Theocracy maintain a belief in scientific revela- 
tions; the tachyon paradox theory of subatomic particles, the 
grand unified theory of forces, and the Kaidman dark-matter 
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assumption, all of which provide the scientific foundation ol 
knowledge for a stardrive. Along with their allegiance to the 
most advanced disciplines of science, the Orlamus gaze with 
wonder at the marvels of the universe—the beautiful balances 
of energy and matter, and the existence of life itself. And in 
these marvels, they see witness of a conscious, divine will. 

Unlike followers of older religions, the Orlamus do not find 
their beliefs and scientific rationalism conflicting. As the Orlamu 
saying goes, the search for truth demands realism and a trust 
in the divine. The Orlamu mission is simply to explore the di- 
vine itself: in this world, a realm of conscious divine creation, 
and the Divine Unconscious itself, which others call drivespace. 

The Orlamu obsession with drivespace has been estab- 
lished for centuries. Fortunately, it's proved profitable as well 
as educational. Orlamu mediurns—others simply call them dri- 
vespace navigators—travel through the Unconscious regularly 
and the Orlamu people hold a great deal of reverence for all 
things that drivespace touches. The most famous example are 
the generally honored and pampered Starborne, a group 
whose members were born in the Unconscious. 

The only enemies an Ürlamu admits to are the familiar, the 
tedious, and the boring. The burning desire to discover fills the 
Orlamu Ме and soul. It's common to find Orlamus along the 
borders of humanity—venturing into the unknown, unsure oi 
what to expect but willing to accept whatever is found. 

For the Orlamu people, the Orlamist church and theocratic 
government are largely accepted as a matter of course. Orlamu 
missionaries wander the stars, but most seen more devoted іс 
personal explorations and investigation than to making con- 
versions to the Orlamist faith. After all, the religion poses as 
many questions to its faithful as it delivers answers, 


The Orlamus attempt to reach a better understanding of the 
universe and their place in it has met with great success. Pio- 
neers in many realms of science, Ürlamus pride themselves on 
their use of scientific methods and instruments to discover 
truth. Orlamu heroes gain from this outlook and education by 
receiving a -1 bonus on the use of any Physical Science or 
Navigation skill, 

Moreover, the Orlamus are blessed with a disproportionate 
number of mindwalker children. The merits of Orlamu mind 
academies have gained Orlamus a reputation for psionic apti- 
tude second only to the fraal themselves. Orlamu Mindwalkers 
reduce the cost of all Mindwalker broad and specialty skills by 
1 point, both during character generation and later advance- 
ment. Finally, all Orlamu mindwalkers have a —2 bonus when 
using ће navcagnition specialty skill. 


Citizens of the Stellar Nations: Solar, Starmech, Mechalus, 


"Warthen, let's make a deal.” 
— Executive Guilder Alison Breeļ, 2465 


As an enlightened society, the Star Consortium holds that life, 
liberty, and the pursuit of profit are inalienable rights common 
to all sentients. Though many nations bear such sentiments in 
treaty or charter, only the perspicacious Rigunmors recognize 
that life and liberty are just necessary conditions that allow hu- 
manity to pursue ils noblest goal: the Concord dollar, Higunmor 
financial zeal and success has brought numerous accusations 
and slanders; the peaceful Star Consortium faces frequent con- 
demnation as a society of thieves, smugglers, and cheats. 
Rigunmors are a forgiving people and continue to conduct 
business with thase who naturally envy the Star Consortium. 


The Higunmor Star Consortium is the only stellar nation with 
the audacity and ability to contest Thuldan and VoidCorp 
claims of supremacy routinely. In large part, Rigunmor power 
сап be traced to the Consortium's venerable age among the 
Stellar nations. At the midpoint of the 21st century, long before 
the development of the stardrive or even the mass reactor, the 
Consortium was born among the superpowers of Old Earth. 

While the superpowers presided over an era of unprece 
dented peace and prosperity, Old Earth knit itself into a single 
economy. Trade for common and cheap goods crossed the 
globe, and falling freight prices allowed profit-seeking entre- 
preneurs to leap into international trade. Independent traders 
flourished. Several of Earth’s great alliances eventually consid- 
ered the growth of these independents as а threat. While large 
corporations received coveted privileges under the aegis of the 
superpowers, the Higunmor found regulations and economic 
restrictions intruding more and more on the success of small 
businesses and private individuals. 

The Bigunmor Consortium began as one of many trading 
guilds, consortiums, and organizations created by businesses to 
protect their interests. By banding together, smaller companies 
found that they could greatly increase their influence over both 
corporations and governments. Some of these business unions 
and cooperatives died when met with even tougher resistance 
from governments and competitive corporations. Others 
evolved into corporations themselves. 

By the 22nd century, the Rigunmor Consortium had not 
only survived, but had developed into the largest economic af- 
filiation of its type. The Consortium preserved the sovereignty 
of its individual members and allowed unsupervised internal 
competition. Unlike mast of its kind, the Higunmor Consortium 
did not specialize in the production of a specific product. In- 
stead, the Higunmors came to be known as specialists in the 
art of the deal itself—traders, financiers, and sometime 
swindlers. Simply put, Rigunmors made their profits arranging 
for the transfer of product and finance from one party to an- 
other, The psychology of convincing both seller and buyer that 
they had made a good deal came naturally to the Rigunmors. 

Humanity leapt to the stars in a chaotic, disorderly rush, but 
this only further catalyzed Higunrnor success. Without the Ter- 
ran powers to frustrate their efforts, the Rigunmors became a 
popular source of trade goods among the early colonies. 
Figunmor driveships traveled between colonies exchanging the 
necessities of life: food, clothing, technical gear, and sometimes 
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water. Rigunmor trade proved especially vital for independent 
colonies such as the Hatire Community and the Nariac Domain. 

In time, the Rigunmor guilders saw that their own success 
would be challenged in the years to come. As the fledgling stel- 
lar nations gained power and became self-sufficient, the need 
for Rigunmor trading vessels waned, though it never vanished. 
Moreover, as early as 2241 they saw that the stellar govern- 
ments and the Terran superpowers were destined to clash. In- 
terstellar war, as a Rigunmor noted, could be bad for business. 

No longer only traders, ambitious Higunmor vessels ex- 
plored and colonized a region of space to call their own. One 
of the first of these systems produced the capital planet called 
Bazaar, a center of Rigunmor trading to this day. Later, Rigun- 
mor scouts discovered a system in 227% that had been fully 
explored by an alien species, the mechalus. Without the 
stardrive, the mechalus had been limited to a single star De- 
spite this, many mechalus technologies rivaled the best hu- 
manity had. The Rigunmor deal with the mechalus was quite 
simple; the mechalus system joined the Star Consortium 
peacefully, but individual mechalus were free to explore the 
galaxy with the stardrive. 

The 2299 Guilder Conclave was the largest such gathering 
to date. The resolution of that council created the Rigunmor 
Star Consortium as a stellar nation, joining the Thuldan Empire 
and VoidCorp in leaving the Terran Empire. It was a risky de- 
cision, but the timing was too convenient to pass up. The 
Higuamors were dragged into the First Galactic War. 

GW1 demanded yet another division of Rigunmor labor, 
Joining with the Thuldans and their allies to gain independence, 
Rigunmors took up the mantle of warriors as well as traders 
and explorers. Although thousands oí Rigunmors fought 
valiantly, the Consortium’s supply lines were even more criti- 
cal to the war efforts of the young stellar nations. 


Unlike the hawks in several other stellar nations, Higunrnor 
profit analysts did not advocate fomenting war. Indeed, al- 
though most historians consider the Star Consortium one of the 
war's few victors, the Rigunmors were among the first to join 
Warthen Hale's quest for peace, 

Rigunmor victories are easy to trace. For decades, the Star 
Consortium literally was the richest nation, and that reputation 
made enemies hesitate to attack early in the war. In addition, 
Rigunmor wealth made it easier to convince the Union of Sol, 
Austrin-Ontis, and StarMech to join Profit, an alliance support- 
ing the causes of free trade. For the Rigunmars, the alliance 
was a triumph. Large sections of their borders were secured. 
Division within VoidCorp only cemented what was clear to 
many: If anyone could claim victory in GW2, it was the traders. 


The Rigunmor Star Consortium organizes itself on a principle 
of fairness. In the Consortium, background, birth, and ethnic 
origin are unimportant, because the stellar nation measures 
success by a much simpler equation: “Let he with the most 
rule" After all, reason the Rigunmors, only victors in the fields 
of finance and profiteering have the talents necessary to ad- 
minister the Consortium. And only the wealthy can command 
respect and obedience from the Rigunmor masses. 


| 
| 


Auditors annually assess each Higunmor's net worth to de- 
termine his or her position, both within the Consortium as a 
whole and inside the bureaucracy, if the Rigunmor takes up 
government service. The plutocracy is led by the Executive 
Guilder, the richest individual in the Consortium. Today the po- 
sition is held by Atha Oneagle, a post she has held for the last 
seven years. Alison Breel, her predecessor, held the reins of 
power for 31 years, until her death The Executive Guilder is 
hacked by an Advisory Board, overseeing the mighty Rigun- 
mor economy. The Hoard consists of the ten individuals whose 
wealth totals slightly less than that of the Executive Guilder. 

The Higunmor military follows a similarly unusual com- 
mand structure, Military rank, like everything else, is up for 
sal. While the practice causes occasional discipline problems, 
Rigunmor avarice does seem to hold its military together. 
Bounties, plunder, and salvage are common practice; these 
customs often occupy the mind of ship crews and army 
brigades, who divide spoils hy rank. 

Mobility characterizes Rigunmor society. Just as interstellar 
markets can decide Higunrnor leadership, the culture as a 
whole welcomes an unmatched upward and downward social 
mobility. As long as he shows off his wealth, the Higunmor 
treat a foreigner or immigrant with respect. Of course, yester- 
day's golden child can quickly become today's has-been. 

Rigunmors also favor physical mobility. Traveling the stars, 
they look for new businesses to finance, expeditions to exploit, 
and any means to make a buck. Even the Executive Guilder, the 
Advisory Board, and the upper government refuse to stay put, 
The Consortium’s leaders place their administration in a 
fortress ship, the Qneagle. Indeed the transfer of power in the 
Consortium is always accompanied by the transfer of the 
Oneagle's ownership to the new Executive Guilder. The largest 
fortress ship ever, it roams Rigunmor space issuing regulations 
and decrees. Reports claim that the Üneagle's starfalls exceed 
B0 light-years. 

The arrangement pleases the denizens of Bazaar, the 
Rigunmor capital. Freed fram the imposition of serving as an 
administrative center, Bazaar can focus on the important thing: 
making money, Everything's for sale in the capital, even money 
itself. The decentralized Higunmor economy prevents Bazaar 
from assuming the role of the true heart of the Consortium. 

The mechalus hold close ties to the Consortium, The 
mechalus homeworld falls officially under Rigunmor jurisdic- 
fon, and mechalus are as free to come and go as any other 
citizen of the Consortium. In truth, the mechalus have absorbed 
few Rigunmor traits, but the relationship between the Consor- 
lium and Aleer—the mechalus homeworld-is healthy. 
Mechalus assistance during GW2 was a decisive factor against 
VoidCorp forces. 

In the Verge, the Star Consortium was recently autmaneu- 
vered by the United Lison State in the Oberon system, which 
had been one of the Consortium’s richest sources of rhodium 
before the war. Persistent rumors claim that the Rigunmurs 
plen to retake Oberon by force. 


Though others may mock such timeless Rigunmor aphorisms 
as ‘greed is best" the people of ће Star Consortium accept a 
philosophy of life that few others understand. Looking aver hu- 
menitys long history, they say, what has remained constant? 
Goodwill, charity, and kindness have not. In times of trouble, 
and in times when personal desire interferes, humans have 
been known {п toss all such ethical niceties aside. No, say the 


Rigunmors, one thing has remained fixed during times of war 
and peace: human avarice 

Rather than whine about what some might call the root of 
вуй or at least one of humanity's flaws, the Higunmors base the 
existence of their society on it. While Rigunmors cannot rely on 
the benevolence or altruism of their fellow humans, they can 
rely on greed to dictate action. In the Star Consortium, the veil 
nf ignorance about human nature is removed, so Higunmors 
can deal with one another with simple honesty, knowing in 
their hearts what everyone is after. 

Of course, simple honesty is not the approach that most 
Rigunmors choose to operate their business with. The Rigun- 
mor way of life is subtle and manipulative; as their philoso 
phies embrace the covetous elements in man, the law of the 
Higunmors is to let the buyer beware. More than a prescrip- 
tion for consumer caution, the old saying illuminates Rigunmor 
willingness to utilize any trick, any scheme, to cut a deal. It's 
common for a Rigunmor victim to walk away happy and con- 
tent, unaware he or she has been swindled. Thus have the 
Rigunmors gained their reputation of interstellar swindlers and 
con artists. Fortunately for the rest of the galaxy, the Rigunmors 
prize trading with their own kind as a real challenge. 

Ambitious young traders take to the stars to make their for- 
tunes, wary of becoming complete paupers among their own. 
Hordes of such entrepreneurs, offen desperate to make names 
for themselves, travel far from home seeking a chance for 
riches. Such independent expeditions end in success more 
often than not, and the Higunmor explorers return home rich 
in both funds and experiences to claim their own space within 
the Consortium. 

In their devotion to the almighty Concord dollar and guilder, 
Bigunmors have litle time for organized religion. Rigunmors 
generally note that most faiths, if not overtly against the acqui- 
sition of worldly goods, do not encourage wealth. The Star 
Consortium has one of the largest populations of atheisis and 
agnostics among the stellar nations, second only to VoidCorp 
and its puppet state, the Nariac Domain. 


As many have observed, Rigunmors have a talent for making 
customers comfortable with even the most outrageous deals. 
Rigunmor heroes gain a -1 step bonus to all uses of the In- 
teraction and Deception broad and specialty skills. Just because 
everyone knows Higunmors can't be trusted doesn’t make their 
ploys less effective against the gullible. 

In addition, Rigunmors always pay 1 point less than the 
listed cost for purchase or advancement of the Interaction—bar- 
gain skill. As members of the wealthiest stellar nation, Rigun- 
tors may begin with the Filthy Rich perk for free. Characters 
who elect not to take the perk gain 6 more skill points instead. 


‘Unit 82189, give me an update on the hull reconstruction pro- 
ject. Unit 92052, increase the pressure by four newtons. Unit 
53891, adjust the holo frequency to 106 megahertz. Unit 
45215, prepare my beverage.” 

Lt. Commander Samuel Tritiac 


One of the smallest and youngest of the stellar nations, the 
StarMech Collective has led a marginal existence for more than 
a century. Created by bureaucratic need, interstellar fiat, and 
hedonistic pleasure, the Collective has survived through the 
cleverness and technological ingenuity of its members, Specif- 
ically, SiarMech survives because of its renowned ability to 
construct the finest ships and robots in the galaxy. 


History 


The region of space accepted today as the StarMech Collective 
lacked both organization and leadership during the 23rd cen- 
tury. The century before had seen the end of the 100-year 
peace imposed by the six Terran alliances. During the 23rd 
century, humanity undertook a massive leap to the stars, but 
many smaller countries left without much planning. Coloniza- 
tion was correspondingly chaotic. Dozens of small corporations 
and states carved out a niche in regions ignored by the larger 
powers, including the Taurus sectar, 

Almost unnoticed among the migrations was the relocation 
of StarMech Inc., a corporation specializing in the manufacture 
of advanced machinery. Specifically, the company focused on 
robotics. StarMech abandoned profitable contracts and fiscal 
security on Earth їп maintain its independence in space. 

As fledgling colonies sprang up and nations unified, the 
Taurus sector had no central power able to forge neighboring 
systems into a larger whole. Until 2299, the nation’s future cit- 
izens—already referred to as ‘Starmechs’—suffered through a 
dark and confusing time. As the colonists civilized the new 
worlds, natural disasters and piracy took their toll. Without 
support from Earth, life itself was a struggle. Slowly, the 
colonies improved and even flourished, opening avenues for 
trade. But without a central government, StarMech success 
went unpublicized Compared to other young nations, emigra- 
tion to StarMech space was very low. The region's reliance on 
robotic technology grew, and the Starmechs enjoyed the bene- 
fits of a large, artificial work force: time for recreation and play. 

When the First Galactic War erupted, the inhabitants of the 
region were caught off guard by the intense conflict. Military 
readiness was a foreign idea. The region wasn't a primary ob- 
jective for forces on either side of the war. The greatest threat 
to the colonies came from pirates, who saw the war as a time 
to loot and pillage the undefended. 

Despite the constant attrition of the weak, the colonies took 
the first steps toward cooperation and unification. As the war 
marched toward its conclusion, StarMech and the other re- 
gional powers formed a mutual defense force and patrolled the 
region, preserving a tense peace for all of the new colonies. In 
2312, the war ended after thirteen bloody years. 

In the following months, diplomats wrangled for advantage 
in the Treaty of Earth. At the time, StarMech Inc's leadership 
wanted to use its robots to conquer the surrounding colonies. 
To do so, it needed permission from great powers that might 
intervene, especially the Thuldans and the Orlamus. The post- 
war treaty did more than deline borders between the new pow- 


STARMECH COLLECTIVE 


ers; it determined what the powers were. Since по true power 
existed in the Taurus sector, it was to be divided among its 
neighbors. StarMech Inc, pulled in favors and staged one of its 
infamous, often deviant, parties. Legend claims that when the 
diplomats awoke the next morning, StarMech had the signa- 
tures fo guarantee a diplomatic coup. Partly through pure so- 
dalizing and partly through closed-door arbitration, StarMech 
convinced the other treaty signatories tn recognize the Collec- 
tive as one of the 28 great powers. In 2312, the Collective was 
born as a nation, at least on paper. 

In practice, the Collective remained a fiction for more than 
a decade, Over time, though, StarMech technical expertise paid 
off in unexpected ways. First, the corporation had thousands of 
construction orders to fulfill-and at reduced prices, as part of 
the deal that it had signed to secure its status as a recognized 
nation. With contracts flooding in, the overworked robots and 
their builders had litle time to unify their neighbors. Besides, 
outfitting an army of conquest didn't fit StarMech's pleasure- 
seeking culture. Instead, for the next two decades, StarMech 
and its robots built hundreds of high-quality driveships. 

At first, StarMech's smaller neighbors were understandably 
nervous about StarMech's plans, Many were angry at being in- 
cluded in the Collective, which they rightly considered a bu- 
reaucratic creation. But as the years passed, StarMech's 
economic ties with its neighbors grew ever tighter. Even after 
the treaty commissions were filled, the quality of StarMech 
workmanship kept an economic boom going, and both materi- 
als and personnel were desperately needed in the shipyards. 
Fortunately, it was faster and easier to negotiate for new stall 
than to form a battle fleet, The Collective pulled together, and 
by 2331, i! was not just a map sector; it was a stellar nation. 
Soon StarMech driveships set out to explore the galaxy. 


THE SEcoND GALACTIC WAR 

Т a nation still struggling to bring its members together, still 
forming its first navy, still obsessed with feeding personal plea- 
sures and amusements, the Mutant Uprising was an unrivaled 
cataclysm. StarMech's members, caught up in carousing, were 
among the few who did not see the war coming. Their long- 
standing reliance on robots proved unfortunate as well; war- 
rior robots fared poorly against well-armed soldiers. 

Losses were acceptably low in the first years of the war, 
until the collapse of Sothvec Industries, a StarMech neighbor, 
brought the Thuldan Empire ta Starmech's border. Faced with 
overwhelming force, the Collective's military fell back, aban- 
doning systems to buy time to construct more ships. In 2361, 
the Rigunmors proposed an alliance, and the Orions and Orla- 
mus promised support—or at least neutrality—during the Thul- 
dan invasion. With only one enemy to focus on, StarMech 
forces halted Thuldan advances by the turn of the century. The 
StarMech-Thuldan front was one of the fiercest in the war, and 
losses on both sides remained high until the end, 


Topay 
The Second Galactic War saw the loss of 40% of StarMechs 
former territories, and the shrunken nation struggles to pull it- 
self into shape. Many valuable star systems were lost to the 
Thuldans, including ravaged Delight, Tallis, and even Liber, 
once the economic and political center of the Collective. While 


the Collective has relocated its capital to the planet Chance, re- 
building its current territories will be the effort of a lifetime, In 
an effort to share the burden, StarMech CEU Adam Spiner do- 
nated several sectors of ravaged planets and battlefields to the 
Galactic Concord Neutrality of Concord Taurus. In the process, 
he reduced the Collective to one of the smallest nations in area. 

Today's Collective embraces a level of unification and orga- 
nization that only two galactic wars could bring. The rule of the 
Collective is finally recognized throughout all of StarMech 
space, Still, the destiny of StarMech Inc. would have surprised 
iis founders. Although the Collective retains the pretense of cor- 
porate existence, StarMech's disorganized neighbors never ac- 
cepted the transition to a corporate way of life. The Collective's 
leadership found it necessary to form a de facto republic. 

Every citizen of the Collective is also a shareholder in 
StarMech, Inc, possessing one share of the company and the 
ability to elect the administration. The Collective society grants 
most democratic freedoms to its citizens—freedom of speech, 
religion, and leisure is taken for granted. But the Collective re- 
tains its corporate roots. The Starmechs vote for leaders who 
hold offices such as CEU, СРО, and COO; the elections are 
called ‘shareholder referenda’ Starmechs also vote to appoint 
members of the Board of Directors, which oversees the execu- 
tive officers and heads the judicial and legislative departments 
of the Collective. 

The Collective's economy walks a delicate line between free 
republic and corporation. Independent traders and small cor- 
porations exist throughout the Collective, sometimes even com- 
petng with an official division of the StarMech Collective itself. 
Stil the Collective's economy, independent ог tied to the cor- 
poration, relies on the superior workmanship and production 
laclities about planets such as Chance, StarMech shipyards аге 
rightfully the pride of the Collective and the source of most of 
iis interstellar trade. While the StarMech specialization has cre- 
ated a dependence on interstellar trade, the high quality of 
StarMech material has created de facto allies out of several 
stelar nations, especially the affluent Higunmor Star Consor- 
lium. No one wants to see StarMech robotic shipyards cease 
operation. 

The StarMech military has been rebuilt since GW2. Today, 
StarMech boasts a young and new navy easily able to defend 
the Collective's borders. StarMech military vessels, like all 
SterMech craft, are at the leading edge of starship design, with 
systems and sensors of unrivaled sophistication. More impor- 
tant, to StarMech minds, is the unquestioned reliability of 
SterMech engineering; their ships never fail to pass inspection 
As StarMech naval forces grow, many Starmechs see a day 
when fortune may smile, and they may take vengeance on the 
Thuldans. Three new fortress ships are already being assem- 
bled by the nation’s robotic fitting yards. 

In the Verge, StarMech's control over the Tendril system is 
stil a matter of some dispute, but StarMech hopes to resolve 
ihe matter legally, In addition, it has sent robotic scouts to all 
nearby systems to establish additional footholds in the region. 


BlarMech engineers conceive brilliant theories, unorthodox de- 
signs, and fantastic models. Then the robots do the work. 

‘The Starmechs enjoy the opportunity to have a good time. They 
don't suffer from any overpowering need to collect material 
possessions, or even to acquire wealth. Neither do StarMech 
titzens separate themselves from the galaxy and seek mean- 
ing in abstraction and exploration of arcane theories. What they 


do have is a special cleverness that goes into manufacturing 
ships and robots. StarMech construction and engineering ro- 
bots fulfill most of the needs of the society, and Starmechs are 
comfortable with their mechanical servants, treating them as 
other cultures treat dogs or children. Most Starmechs prefer to 
travel with at least one robot servant. 

StarMech culture lives and breathes in the technical ad- 
vances of the day. For instance, they seem more comfortable 
when surrounded by their own robotic creations rather than 
other humans. Even Starmechs who never leave the planet of 
their birth appreciate the StarMech devotion to the engineering. 
They're baffled by foreign cultures, such as the Hatire, which 
Teject technical advances. How can one reject the instruments 
af creation? The applications of robots in industry, especially 
heavy industry, fill all corners of StarMech society. 

Ultimately, Starmechs accept that the world is run for profit. 
Most will admit that their frolicking, nn matter how attached 
they've become to it and no matter how enjoyable may be, 
can't form the basis for a real existence. Most Starmechs in- 
stead dream of the realization of the next ship, the next build- 
ing, the next project, and the next hope to bring into reality. Not 
that a Starmech necessarily wants to get started on that glori- 
ous project right away. Idleness and unemployment among the 
Collective are common, despite the constant work to be done. 

Given the lack of a StarMech work ethic and the acceptance 
of technology in all parts of their lives, the Starmechs would 
seem to have little need for religion. Ironically, most Starmechs 
do profess a religious affiliation, with Humanity Reformation 
and Old Earth faiths claiming the largest followings. 

Finally, although Starmechs have a fierce interest in sci- 
ence, most also have an odd streak of superstition. A Starmech 
expects terrible events to follow breaking a reflector, crossing 
green and yellow wires, and making a red starfall. Many 
Starmechs have their own quirks of superstition; even their ro- 
bots are sometimes programmed to take these into account, 


StarMech's excellent educational and occupational training give 
the Starmechs a natural flair for all things technical. During 
play, Starmechs receive a –1 bonus to any use of the Techni- 
cal Science broad skill or any of its specialty skills. 

In addition, many Starmechs are prone to the excesses of 
hedonism, withdrawing from the real world in favor of lavish 
parties, inebriation, and sensory excess. At the player's option, 
a Starmech hero may take the Oblivious flaw and gain double 
the usual skill points (8). While many Starmechs seem dis- 
tracted, others pursue their pleasures obsessively. These he- 
roes may take the Obsessed flaw and gain 4/8/12 skill points, 
depending on how much time the hedonist devotes to physical 
pleasures. 
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THULDAN EMPIRE 


"The future of mankind is a burden we cannot refuse.’ 
—Emperar Gregor Kent, 2263 


In terms of size, age, military strength, and self-apinion, the 
Thuldan Empire ranks first among the stellar nations. The suc- 
cess of the empire rests on the fierce patriotic spirit that infuses 
Thuldan society. The Thuldan Empire has proven itself in 
dozens of conflicts without a defeat; the Second Galactic War is 
its first battle “lacking a victory? 


History 


In the wake of humanity's departure from Earth, one of the first 
space-born cultures to rise was the Thuldan Empire. The be- 
ginning of the 23rd century marked an explosion of humanity 
from the cluster of stars around Sol. In those early days, even 
a small stardrive facilitated the founding of dozens of colonies. 
Many of these fledgling colonies maintained strong ties to the 
Earth-based nations that spawned them; others, funded pri- 
vately, gained a rogue independence early in their existence. 

Gregor Kent had risen to become one of the wealthiest ty- 
coons of the era. Already his power had grown to eclipse gov- 
emments, and he dictated policy far much of old Europe. As 
Thuldan legends tell it, Kent was concluding a rrultitrillion dol- 
lar deal to bankroll a stellar expedition when he experienced 
“the Vision" For 28 hours Kent lay on tha floor of his palatial 
offices, silent except when refusing offers of water, food, and 
medical care. When Kent emerged from his darkened cham- 
ber, he declared, “I have seen tomorrow’ The media mocked 
his press releases and his predictions of space-based king- 
dams and nations. No colony, public opinion held, could sur- 
vive in space without support from Earth. 

Thuldan epics tell the story. Kent despaired of humanity's 
folly and lack of foresight. He lamented that in his vision of to- 
morrow, no one would be able to lead humanity, to guide it for- 
ward to meet the challenges of space. Kent resolved that if one 
man could make a difference, he would. Nothing must stand in 
the way of mankind's future. Taking control of the stellar expe- 
dition he was funding, he poured all of his immense resources 
into the foundation of a new home where humanity's next gen- 
eration of leaders could blossom. For the first time, a fleet of 
stardrive-equipped vessels left for the stars. 

Kent didn't look back. No Thuldan textbooks point out the in- 
human drive that allowed Kent to seize control of the expedi- 
tion and oust its former administration. Rumors abound about 
the tactics Kent employed to command his employees and their 
families to follow him into the unknown. 

Traveling more than 50 light-years from Earth, Kent estab: 
lished an independent colony on the planet Thuldan. The em- 
pire recognizes Sept. 1, 2263, as Founder's Day. Coincidentally, 
the arrival an Thuldan Prime fell on Kent's 50th birthday. The 
Thuldan Nation—a decade later the Thuldan Empire—was de- 
clared, with Kent its leader and eventually its emperor, 

The empire grew quickly, Only 10 years after the founding 
of the first colony, five excursion fleets left the planet Thuldan 
to extend their Emperor's sphere of influence. A dozen colonies 
were accepted into the Thuldan fold after a short period of 
reeducation, These times of adjustment remained violent; trag- 
ically, Emperor Kent observed, many died in the struggle for 
humanity's advancement. Rumors abound about the Empire's 
early years and the measures needed to establish an indepen- 


dent colony so far from Earth; some even claim that the Thul 
dans discovered a sentient alien species that helped them sur- 
vive. In any case, the species has never been seen and ils 
existence remains unproven. 

It is a quirk of history that the Thuldan Empire, conceived 
in a burst of aggressive expansionism, has yet to end. In the 
First Galactic War, the Empire took on a leadership role among 
the young stellar nations against the Earth-based Terran Em- 
pire. Mare than 100 systems fell under Thuldan control eco- 
nomically and militarily. When GW1 ended in 2312, the 
independence and influence of the Thuldan Empire was estab- 
lished. Militarily, the empire was among the strongest of the 
stellar nations of that period. The influx of hundreds of colonies 
ensured that the Thuldan Empire would remain forever inde- 
pendent Emperor Kent died in his sleep in 2317, content that 
his creation would one day guide all of humanity. 


THe Seconp GALAcTIC WAR 


The Empire's growth continued unabated during the period be- 
fore the Second Galactic War. Thuldan explorers pushed the 
borders of the Empire farther and farther away from Old 
Space, and skirmishes with other stellar nations helped to in- 
crease Thuldan holdings. Emperor Decret saw another war on 
the horizon, and the Thuldan military-industrial complex, al- 
ready gigantic, consumed world after world of resources. The 
size of the Thuldan navy and war engine grew. 

With the outbreak of war in 2346, the Thuldan Empire be- 
came an aggressor. By 2356, Sothvec Industries, the Anarchist 
Union, the Sultanate of Fomalhaut, and the Taurean Star He- 
public had been swallowed whole, their planets occupied and 
their populations forced tn adapt to Thuldan ways or face im- 
prisonment and extermination. Battle lines were drawn with 
other stellar nations, especially the newly formed Solar Union, 
and the Empire's advance slowed. Two decades into the war, 
the weakest stellar nations had been wiped out, and those that 
survived commanded formidable fleets and armies. 

The formation of the great alliances occurred during this 
period. With his health beginning to fail, Emperor Decret 
reached an accommodation with one of the Empire's enemies, 
the Hatire Community. In return for a cessation of hostilities, the 
Hatires joined the Thuldans in their campaigns and conceded 
several contested star systems to the Empire. Meanwhile, De- 
cret revealed his greatest diplomatic coup in 2361; Void- 
Corp, one of the great powers, allied itself with the Thuldans, 
as did the Dreth Commonwealth and the Nariac Domain. Decret 
proclaimed the formation of the Expansion Pentad. 

Soon after, the Thuldan Empire reached its greatest extent 
to date. At its height, the Empire controlled the areas now 
called Concord Sagittarius and Concord Taurus. But other al- 
liances had formed to oppose the Empire, and Thuldan supply 
lines were growing very long. In 2415, for the first time, the 
Empire was pushed back, and the war settled down into a long 
campaign of attrition. 


Topay 


Emperor Regist rules with an iron hand. All decisions that af- 
fect more than a single star system remain the emperors to 
make. For more than a decade, Regist has faced down at- 
tempted coups and assassinations following his decision to 


make peace in the Alkaid Conference of 2465. Much of the 
Thuldan military was reluctant to accept a war that ended with- 
aut victory-and to accept the surrender of land the Empire had 
gained. One of Hegist's most difficult tasks during the seven 
years between the Alkaid Conference and the signing of the 
Treaty of Concord was convincing his own people that a ces- 
sation in hostilities was necessary, at least in the short term. 
Thday, Regist rules unquestioned. Already 170 years old and 
still healthy, he is likely to rule for another decade or more 
Even so, he has yet to follow tradition and name a successor. 
Since he has no clear heir, the turmoil following his death could 
‘ear the Empire apart. 

In strength of arms, the Empire remains the clear leader. 
Seventeen fortress ships and more than 200 capital ships bear 
the Thuldan flag. In addition, all driveships built in Thuldan 
space—trom the lowliest freighter to the richest passenger 
liner-must carry armaments of use to the Thuldan military. In 
terms of sheer manpower, the Empire has enormous reserves 
Legally, every Thuldan citizen answers to the military, and all 
adult Thuldans hold military rank and are subject to military 
anders, 

‘The capital of the Empire, referred to as Thuldan Prime, 
consists of five habitable planets orbiting a single star. The ter- 

ming effort that altered the orbits of three planets is con 
sidered one of the wonders of the galaxy; it nearly bankrupted 
the Empire during the Interbellum. Home to more than ВО bil- 
lon men and women, Thuldan Prime serves as the political 
and intellectual center of the Empire. Thuldan power emanates 
from the homeworld in a highly centralized pattern; systems 
farther out from the homeworld receive progressively less at- 
fenton. Given Thuldan Prime's location in the heart of Old 
Space, notions of imperialism central to the Thuldan belief sys- 
tem-spreading Thuldan influence out evenly in all directions- 
meet stiff resistance from other stellar nations. While Thuldans 
remain interested in exploring new worlds, they are more in- 
terested in fulfilling Kent's Vision. Humanity must be unified. 

In service to that destiny, ihe Thuldans' definition of hu- 
manity has widened. Thuldans see nothing wrong with genetic 
engineering, as long as these improvements are properly har- 
nessed. The Thuldan military has altered many of its citizens 
for missions ranging from assassination to terraforming. Thul- 
dan medical science is the most advanced known. 

Thuldan philosophy doesn't leave room for deviation from 
the vision's path. Dissidents, though common in systems far 
from Thuldan Prime (including those in the Verge), are by de- 
йїп traitors to humanity's future. Similarly, the Thuldan at- 
шде toward aliens remains less than liberal. At best, alien 
species are servants to human destiny, If they do not adapt and 
accept the Empire's vision of a unified human state controlling 
all of the Orion Arm (and one day the galaxy), they will be 
eliminated, 

The Thuldans are expanding aggressively in the Verge, re- 
shaping Filtrane Island on Bluefall in the Aegis system, fighting 
а proxy war through their puppet state on Alitar in the Algem- 
ion system, and settling new bases elsewhere. The Thuldan 
miliary’ interest in the Verge shows no sign of dwindling. 


Thuldans stride from world to world with pride and patriotism, 
and more than a bit of arrogance. Thuldans are self-confident 
as a matter of course; in every conflict and war they ve ever 
waged, even the painful Second Galactic War, the Thuldan ex- 
pansion has continued. Of course, Thuldans can understand 


that many of their stellar neighbors choose to insult or depre- 
cate the Empire's goals. Envy is a common human trait. 

The reputation that Thuldans have for tough skins, strong 
arms, and coarse behavior rings true. Few Thuldans go 
through their first two decades without strenuous physical and 
military training. Even preschool Thuldan educators have the 
souls of drill sergeants, quickly orienting their young charges 
to the methods of the Empire. From an early age, Thuldans are 
taught the importance of the chain of command, and the ab- 
solute need to follow orders from superior officers. 

Most Thuldan youths dream of joining the Legions; those 
who don't are encouraged to keep their weakness quiet. Epic 
poems, агі, and stories of conquest fill Thuldan society, and the 
Legionnaires are always shown in a halo of glory as befits 
Thuldan champions. Indeed, the nation is proud of the Legion's 
history of conquering, sometimes destroying, dozens of sys- 
tems. Of course, few Thuldans ever realize the ambition of be- 
coming Legionnaires. Most Thuldans serve only two years in 
the military before mustering out. The same military training, 
however, ensures that proficient and skilled Thuldan merce- 
naries serve in armies and navies throughout the galaxy. 

Fortunately, Thuldan strength stays focused on the goal of 
Kent's centuries-old Vision, That the galaxy will be united 
under solid leadership Thuldans have little doubt, but the re 
cent war has made clear the importance of consolidation. Over 
the past two decades, the reconstruction of dozens of Thuldan 
worlds has begun. Meanwhile, Thuldans continue to search for 
new resources and military technologies. To many in the Em- 
pire, the current peace is only a cease-fire. 

‘The reverence in which Thuldans hold their founder and his 
Vision leaves little room for the cultivation of religious belief. 
Nevertheless, converts have flocked to the Hatire faith over the 
past century as its missionaries link concepts of human purity 
and cultural unification. Today, almost a third of the Thuldan 
population professes a Hatire faith, and that number continues 
o grow. 


Widespread genetic manipulation and centuries-long breeding 
programs have toughened the Thuldan physique. Moreover, 
the Thuldan drive for perfection has encouraged ambitious 
Thuldan physical education. These programs rival the depth 
and enthusiasm that other nations devote to “useless” academic 
pursuits. During hero creation, Human Thuldan heroes have 
maximums of 15 in Strength and Constitution, although they 
still receive 60 ability points. 

‘Thuldan efforts to improve the human body have borne fruit. 
Thuldan medicine and understanding of human biochemistry is 
unmatched. Thus, all Thuldan mutant heroes reduce their num- 
ber of drawback points by one, 
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“The Union of Sol welcomes you to the Earth metropolis, While 
visiting the cradle of humanity, please remember that camping, 
collecting, farming, fishing, harvesting, hunting, gathering, Iit- 
tering, loitering, mining, settling, smoking, violence, and any 
disturbance of the natural environment are not permitted on the 
surface. Enjay your stay.” 

—Starport Supervisor Irene Liu, 2501 


The Union of Sol rests at the core of humanity. The hub be- 
tween all of the stellar nations, it remains a center for trade, 
diplomacy, and intellectual pursuits. Whatever other stellar 
nations may claim about their place in the galaxy, man is Solar. 
Humanity has not sailed so far or so wide as to forget its ori- 
gins, and Earth is the mutual center. And it shall remain that 
way, so say the Solars. 

That Solars are arrogant nationalists has never been dis- 
puted, Neither has the nation's place in humanity's past and 
present 


The history of the Solar Union is the history of mankind, the 
description of which fills libraries of electronic files, Until the 
22nd century, the history of man is the history of Earth, and 
not unti the 23rd century can ane attempt to claim that men 
and women lived and died independent of Earth's influence. 
Warfare between nations and eventually corporations contin- 
ued all the while, and many historians consider humanity lucky 
to have survived long enough to discover the stardrive. Now, 
humans have ensured the survival of the species by spreading 
throughout this region of the Orion Arm. While utopians and 
radicals fled the Sol system and eventually declared their in- 
dependence, life continued on Earth. 

Earth nations poured their own resources into space even 
while continuing their intense competition. Gradually, the su- 
perpowers devoted more and more resources to the coloniza- 
tion of space, and the systems near Sol all fell under Earth's 
direct control, Farther out, independent colonies grew at a 
feverish rate, and the new colonies gave birth to new stellar- 
based powers. Sa many newly explored planets held human 
life that by the mid-23rd century, Earth's leaders could no long- 
er control them. To further muddy the waters, the stellar colo- 
nies declared a desire for independence from the homeworld. 

In 2250, the Terran Empire was declared. The Proxima 
conflicts lasted only a few years; openly defiant systems were 
systematically brought to heel. The Terran Empire and its Im- 
perial Council claimed the right to govern all human affairs. 

Although the Proxima conflicts discouraged political agita- 
tion for the next 20 years, the Terran Empire was a failure 
from its conception. Earth's nations continued to bicker over 
power and seat assignments on the Imperial Council even as 
the fledgling stellar nations sought their own representation. 
More and more of Earth's populace left the earthbound rival- 
ries behind by fleeing into space. 

In the end, the Asiatic Union seized control of the Imperial 
Council by co-opting (one way or another) more than half of 
the councils 100 voting members. Ironically, the move was 
only possible because most of Earth's superpowers had relo- 
cated their capitals to the stars. Still, the leadership of the early 
Asiatics was refined and benign; a multitude of cultures 
thrived. At the same time, final steps were taken for the pro- 


tection of Earth's biosphere. By then, Earth was the worldwide 
metropolis that modern Solars know today, a ball of mud en- 
circled by water and asphalt. The council instituted strict mea- 
sures to prevent further erosion of Earth's environment. 

The new leadership did not, however, show any leniency 
toward the upstart colonies. The Terran Empire put down sev- 
eral rebellious colonies that refused to acknowledge the dic- 
tates of the council. The military might of Earth and its tightly 
held neighbors could easily match the strength of half the 
growing stellar nations. But as their power and stability con- 
tinued to grow, the stellar nations demonstrated more and 
more contempt for the Imperial Council. 

The Thuldan Empire was the first to claim independence in 
2298. Although the Empire was one of the strongest of the 
stellar nations, the move was unexpected, given the constant 
Thuldan speeches crying for humanity's unification. Instead of 
a swift military response, the Imperial Council rattled its saber 
and tried to cajole the Thuldans back into the fold. The postur- 
ing lasted for more than a year, and most of the new stellar 
nations took the Council's reluctance to attack as a sign of 
weakness. Dozens of the tiny star-born nation-states threw in 
with the Thuldans, and the First Galactic War began. 

If the stellar nations had kept to their unified purpose, the 
war would have quickly ended. Instead, the nations spent al 
most as much time fighting one another as they did fighting the 
Terran Empire. After 12 years of war, the Imperial Council ca- 
pitulated and recognized the independence of the stellar 
nations. The Treaty of Earth dissolved the Terran Empire and 
replaced it with the 26th stellar nation, the Union of Sal. 


The new Solar Council had no desire to enter into another war 
a short 30 years after the first was concluded. The Union of Sol 
had just finished decade-long reconstruction projects on Earth 
and in the nearby ring of systems. Solar vessels for the first 
time had joined in the exploration of the deeper reaches of 
space, visiting sites as far off as the Verge. 

When the war opened in 2346, the Union immediately de- 
clared neutrality. For almost two decades, ће Solars held onto 
that neutrality. The Solar defense forces kept incursions and 
skirmishes to a minimum while Solar industry went to work to 
increase the size and strength of the Solar navy. With the cre- 
ation of the Expansion Pentad in 2361, the nature of the wat 
changed for the Solars. The Thuldans had already crushed 
several of their neighbors, and the Solars thought—correctly- 
that they would be next on the Thuldans' list. The bad blood be- 
tween Solars and Thuldans was already a century old. In 


response, the Union of Sol formed the Profit Confederation with 
he Rigunmor Star Consortium, Austrin-Ontis Unlimited, and 
StarMech, With the aid of its new allies—and sometimes the as- 
sistance of the FreeSpace Alliance—the Solars pushed the Thul- 
dans back. It was ironic that when the war finally ended in 
2472, the Solar Union had grown by 20%. 


When the Union of Sol formed in 2312, many of the institu- 
tions of the Terran Empire survived. The Solar Council oper- 
ates with much of the old Imperial hierarchy, After the war 
ended, for the first time colony planets held more seats than 
those given over to Earth itself. Today, Earth still controls 42 of 
fhe 100 seats, and many Solar colonies are unrepresented at 
ће highest level of government, 

Опе decisive change in the Union was the anointing of a 
chief executive, the Sunlord. A charismatic figure in the Impe- 
rial Council, Jimol Gatanita, became the first Sunlord, and after 
bis death the position became hereditary. For the most part, the 
Sunlord is a figurehead: he performs the role of public spokes- 
person for the Solar Council's decisions. The military reports 
directly to the Council, and the Sunlord's legal powers to check 
he Council are seldom exercised. The Sunlord’s actual function 
is to act as the Council's foreign minister, meeting with heads 
of state to iran aut political and economic agreements. The cur- 
rent Sunlord is Acron Gatanita. His daughter, the temperamen- 
(al and ambitious Princess Cestre, will become the first female 
Sunlord as soon as Acron retires, possibly within the decade. 

Despite internal calls for disarmament, the Solar Union re- 
lains a strong fighting force. Military service is voluntary, but 
generally considered a position of honor and a prelude to a life 
of public service in the Solar government. Traditionally, the 
Sunlord and his heirs spend at least a few years in the navy. 
Younger sons and daughters of the Sunlord’s family have been 
known to make a career of the military; whenever a visitor to 
the Union asks about "Admiral Gatanita,” а Solar must respond 
"Which one?" Ten fortress ships bear the Solar flag; the first 
and largest of these, ће iku, is also the Sunlord's flagship in 
times of war. 

The Solar economy is among the healthiest. Earth's location 
atthe center of explored space still makes it an ideal trading 
and diplomatic center. Solar planets tend to have large, edu- 
tated populations, but few resources. Solar mining corpora- 
tions, for example, swept the solar system's moons and 
asteroids clear of valuable materials almost a century agn. The 
Solar economy has evolved to focus on manufacturing and 
servites; raw materials are imported for refinement and man- 
facturing. Solar financial markets run second only to the 
figunmars, and since the Earth financial market doesn't move 
as ће Star Consortium’s does, many favor it over the mobile 
Rigunmor financial centers. 

Surrounded by history, the Solars are often accused of ar- 
тодапсе and self-centeredness. It is a claim that Solars are 
quick to refute, citing their interest in helping all of humanity 
find diplomatic solutions tn its problems. 

That desire to serve as the galaxy's diplomats has made the 
Solar relationship with the Concord difficult. Most Solars view 
the creation of the Concord as entirely unnecessary. After all, 
the Union of Sal, as the center of humanity, is perfectly capa- 
ble of fulfilling the Concord's charter. This new upstart, say the 
Solars, is a subtle insult. Solars rarely miss an chance to up- 
stage a Concordan on issues of charity, policy, or governance. 

The Solars’ interest in the Verge is centered on the Lucul- 


lus system, where they have gained basing rights in exchange 
for recognizing the system's independence. The Solar Fleet is: 
aggressively searching for a new habitable planet and may de- 
velop aquatic colonies on Dione if no better site is found. 


With nearly 60 billion sentients on Earth and most habitable 
worlds experiencing acute problems of overpopulation, Solars 
are accustomed to a crowded, urban lifestyle. As necessity 
pushes planetary populations thousands of meters below or 
above the ground, or ultimately into space, the stellar nation at 
the center of humanity faces unique challenges. 

As the caretakers of Earth, Solars are surrounded by his- 
tory. Over 4,000 years of recorded history passed before men 
and women left their homes for the stars, and only the Solars 
can truly appreciate the ties to the past. As a result, they have 
radical environmental goals. To preserve Earth’s surviving na- 
tive flora and fauna, they forbid any interference by humanity 
in the Union Preserves. On Earth and the colony worlds they've 
discovered and settled, Solars display the deepest respect for 
ecological issues. In many cases, they do more than preserve 
native creatures; they restore damaged biospheres and ensure 
species survival by elaborate stewardship arrangements. 

Even while aggressive steps are taken to prohibit the loss 
of natural treasures, Solars protect Earth's cultures. Human 
history is filled with examples of extinct and endangered cul- 
tures. Today, years after humanity left Earth behind, Solar com- 
munities and individuals atternpt to preserve the human 
cultures of Earth. Many Solars adopt the lifestyle and fashions 
of a lost age, such as the precolonial Aztecs, imperial Japan, 
independent Athens, or 17th-century France, Ethnic origin 
plays a role, but many Solars join cultures outside their own 
heritage. Since most Solars take part to some degree, almost 
every culture that ever was finds representation in the Union. 

Df caurse, if the Union is to survive, it must lock to the fu- 
ture as well as the past. Only the most radical Solars com- 
pletely abandon modern technology in their devotion to ancient 
cultures. Most Solars strike a balance between the culture they 
grew up in, and the demands of the present day. Though So- 
lars care about the past, Solar driveships also roam the edges 
of human space, seeking new frontiers and new resources for 
the overpopulated and resource-hungry nation. 

Solars chow great respect for native life forms, but they 
rarely tolerate mutants and genetically altered humans. Some 
attribute this attitude to the Solars’ sense of historical and cul- 
tural stewardship. Others point to ће Solars’ long dislike of the 
Thuldans, whom ће Solars consider little more than filthy mu- 
tant freaks. Thuldans and others don’t answer the Solar bigotry 
directly. Whatever the reason, genetically altered humans are 
usually given a very hostile reception in Solar space. 

Solar diversity doesn't seem to be harmed by its dominantly 
Japanese leadership, and religious freedom is widely accepted. 
Old Earth religions remain the most common. The younger re- 
ligions have met with small, but growing, success. 


The richly diverse and well-developed Solar people benefit 
from a culture full of talented citizens unweakened by extreme 
specialization. To represent the diversity of the Solar people, 
Solar heroes start with a total of 62 points to assign to Ability 
Scores rather than the usual 60. Nevertheless, Solars must 
abide by the human maximum of 14 in any Ability Score. 
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*VomCoar does not grant the clemency request of assistant 

manager FH327 74USK (Catherine Howe). VnunCogP hereby 

terminates FH327 74USE's contract effective immediately’ 
—Vice President ZM925 34HIW (deleted), 2499 


Space is chaotic and unpredictable. Although humanity may 
never be able to fashion stability in the stars thernselves, it can 
put its own house in order. Only when order is maintained is 
humankind free to pursue goals of profit, advancement, and 
societal growth. Only in the stellar nation called VoidCorp can 
one find such order, and it is that very order which explains the 
economic and political leadership of VoidCorp in the galactic 
community. Or so claim the corporate brochures. 


HisroRY 

VoidCorp traces its roots to a corporation born in the late 
20th century. Originally a software company, VoidCorp’s an- 
cestor Microtel grew into Earth's largest and most powerful 
corporation. When the 21st-century wars between corpora- 
tions, nations, and superpowers broke out, the corporation in- 
vested in dozens of industries while maintaining its supremacy 
in computer systems. With a virtual monopoly on the market, 
the transnational corporation wielded power greater than that 
of many nations, and attempts to break it met with violent fail- 
ure. By the end of the 21st century, VoidCorp’s precursor 
had secured a position as the most powerful corporation on the 
planet. It had already gained its reputation for ruthless business 
practices and territorialisrn. 

With the beginning of exploration into human space, a new 
corporate division came into existence. The new division, 
VoidCorp, was stocked with the most talented Employees. 
Granted vast resources, the VoidCorp mission was explicit 
and direct: carry the stellar corporation into space. Out among 
the stars, VoidCorp had the opportunity to found an au- 
tonomous collective free of interfering governments. At last, the 
corporation could define every aspect of the new state. 

The corporate plan met with great success. VoidCorp em- 
ployees settled dozens of star systems, and in 2193 VoidCorp 
developed the first drivesats to link its star systems together. Df 
course, same VoidCorp Employees were shocked as the cor- 
poration took the final step: Personnel, long listed as a corporate 
asset, became property of the corporation. Its internal strength 
assured, VoidCorp grew much as any nation in space. 

Humans were not the only servants of the corporation. In 
2274, a VoidCorp vessel landed on Sheya, the largest moon 
of the system's fourth planet. There, project leader 1Т795 
43IW0 (Erim Ollander) had first contact with the alien species 
known as the sesheyan. 11795 43IWQ negotiated a contract 
with the species. All sesheyans are held to the Sesheyan Com- 
pact: In return for the benefits of technology and the freedom to 
leave their own planet, the sesheyans were named VoidCorp 
Employees in perpetuity. In essence, they became subject to all 
VoidCarp corporate rules and VoidCorp authorities, and each 
sesheyan was assigned an Employee Identification Number. 

In VoidCorp space, every child, human or seshayan, is a 
VoidCorp Employee from the moment of birth. VoidCorp 
Employees attend corporate schools and corporate colleges, 
compete in corporate athletic and academic games, and take 
their assigned places in the corporate structure, 

Within two generations, the remaining vestiges of Old Earth 


ties were erased. One of those lies was to VoidCorp’s paren! 
corporation. When the First Galactic War erupted in 2299, 
VoidCorp took up sides with many of the calonies af space 
against the Terran Empire and the superpowers of Earth. The 
VoidCorp leadership had long agn relocated itself from Earth 
to the planet Catalog to take a hands-on approach, and Void- 
Corp brought with it all of its parents stellar assets. As a re- 
sult, a civil war was fought on economic grounds. The paren! | 
corporation bankrolled the Terrans' forays into VoidCorp 
space, and VoidCorp retaliated with the aid of neighboring 
states. The war fought between VoidCorp and its parent cor 
poration in cyberspace was the first of its kind. 

At the end of the war, VoidCorp claimed victory. Its par- 
ent had depleted its financial resources, and collapsed under 
the relentless attacks of its former employees. VoidCorp was 
named one of the 26 stellar nations in the Treaty of Earth. 

In the years after GW1, VoidCorp tightened control inter- 
nally even as it expanded externally. In 2330, an official com $ 
porate memo forbade Employees from ever leaving the 
company. Ironically, the memo didn't mention even death as 
valid form of leave-taking; the memo was eventually called the 
Death Oath. At the same time, the edges of VoidCorp ad- | 
vanced farther from Sol than those of any other stellar nation, 
Management demanded more and more raw resources and 
hoped to discover another client species. 


THE SECOND GALACTIC WAR 
Such aggressive inclinations led directly into the second war 
between the stellar nations. Just before the war, VoidCorp 
signed alliances with two of its neighbors, the Nariac Domain 
and the Dreth Commonwealth. Both became client states under 
the leadership of the big corporation, and VoidCorp borders 
were secure, Although Rigunmor and Solar Union forces oc- | 
casionally raided VoidCorp territories, its planets survived 
the first three decades of the war largely unscathed. In 2381 
VoidCorp joined the Expansion Fentad. The Rigunmors shal- 
tered the Dreth Commonwealth in 2380, and Void Corp losses 
rose as it took over that front of the war. Expenditures reached 
heights that drained even VoidCorp’s immense treasury. 
Unknown to most VoidCorp Employees, the worst was yet 
to come. Insight, a corporate division responsible for Grid and | 
software design, had grown disillusioned with VoidCorp. For 
decades, Insight provided the FreeSpace Alliance with infor- | 
mation about VoidCorp plans and battle tactics. During a Grid | 
battle between the Orions and VoidCorp in 2433, shadows of | 
the Inseers handed the Orions the victory. In 2480, Insight | 
grew tired of waiting and declared its independence, claiming 
the area of the former Dreth Commonwealth. As VoidCorp 
readied its response, the rebels countered by crashing the Grid | 
upon which VoidCorp relied. History repeated itself as a cor- | 
porate division once again spun off into autonomy. 


TODAY | 


VoidCorp remains at heart unchanged. It has retained its cen- | 
turies-old focus on computer software, hardware, and the Grid. 
Its draconian practices still form the most regimented way of 
life known to man. To VoidCorp management, this structure 
is the most advantageous avenue for profit VoidCorp Em- 
ployees, raised in its culture, accept it as a fact of life, Indeed, 


when Insight broke off, most VoidCarp dissidents left with it, 
and now VoidCorp homogeneity is greater than ever. 

The VoidCorp corporate structure mirrors its business 
practices. At the lowest level, Employees are little more than 
slaves. Over 70% of the population fits this mold. Once in a 
skilled or managerial position, Employees grow intensely com- 
petitive. The society succeeds, evolves, and holds itself together 
rough struggle. Inferiors expect denigration and abuse, Syco- 
phancy, submission, and currying favor mark behavior to a su- 
pervisor, When the superior is gone, machinations to gain 
position take over. Political maneuvering, favoritism, and back- 
stabbing are well established; informers are rewarded. Deaths 
of superiors that remain unexplained guarantee promotion. Of- 
llcers of vice president rank and above live anonymously. 

As Machiavellian as it may sound, the system works. 

In terms of sheer wealth, only the Rigunmor Star Consor 
шт can boast deeper pockets than VoidCorp. Thanks to its 
strict hierarchy, VoidCorp can bring resources to bear more 
élfectively than the more disorganized, if richer, Consortium. 
The VoidCorp military is recovering following Insights 
treachery. VoidCorp commands only 10 fortress ships; eight 
were lost during the war—seven to Insight and another wasted 
in ће to the Concord. The prodigious VoidCorp assets are 
rebuilding a dominant military. Only the tenacious corporate 
will to succeed has allowed VoidCorp to weather the times. 
The VoidCorp Grid, ironically updated by Insight before its 
defection, has kept the stellar nation at the top. 

Rule nf the sesheyans continues as it has for centuries. Few 
sesheyans have climbed the corporate ladder; most are pawns 
working as specialist couriers, bounty hunters, or assassins. 
VoldCorp executives also retain sesheyans as bodyguards. 
Sesheyan attempts to win freedom are crushed whenever dis- 
covered. The native, planet-bound sesheyans can only mourn 
the loss of their friends who willingly serve the corporate stale. 

According to management, the corporate structure is the 
next stage in humanity's evolution. Minor setbacks such as In- 
ўїз revolt are the last throes of humans resisting their des- 
tny. (Insights existence is not officially acknowledged.) 

Unofficially, the Grid war between the corporations rages 
om, largely unseen. Shadow saboteurs on both sides scramble 
to destroy relay stations, databases, and public records. Recent 
years have been filled with the results: phony press releases 
from both companies, tampering with annual reports, as well 
as explained power and data losses, Both deny being either 
the instigators or victims of any act of sabotage. 

VoidCorp is extremely active in the Verge, despite the dis- 
tances involved. It is pursuing legal and harassment campaigns 
against the Grith sesheyans of the Corrivale system and is 
busily exploiting resources, such as its gas mines on Hedcrown 
inthe Aegis system and the refineries and strip mines of Iphus 
in the Corrivale system. Its exploitation teams (resaurce-ori- 
ented survey teams) are investigating all likely sources оі raw 
materials in the region. Corporate strategy dictates that the 
Verge will be one of the corporation's next great profit centers. 


PLAYING AN EMPLOYEE 

Rank is everything. Stop at nothing to get it Among Employ- 
#5, such statements are common, even accepted. VoidCorp 
axeculives have expressed their opinion on the corporation's 
Competitive internal hierarchy: Survival of the fittest is a sound 
business strategy. Of course, VoidCorp’s vice presidents and 
directors rose to their positions under the same social Darwin- 
ism, so they do not encourage any change to the structure. 


VoidCorp is well known for its rigid corporate structure, 
but most rising managers and station leaders point to their own 
advancement as proof of VoidCorp’s willingness to change 
Nevertheless, every citizen holds a corporate rank from birth, 
expressed in his Employee Identification Number. Each of the 
676 ranks begins with a double alphabetical code, ranging 
from AA, AB to ZZ. Most Employees never rise above CM sta- 
tus, though valuable, skilled laborers reach L ranks. At ranks 
of M and above, Employees accept management positions 
whose exact duties vary depending on local departmental and 
division needs. Directors usually rate at least an 5 rank, while 
the anonymous executive officers-vice presidents and abova— 
merit a Z. Rumors claim that a single CEO holds ZZ rank, but 
his or her identity remains a mystery. 

Employees can be found in every corner of human space, 
often following orders they do not fully understand, or even or- 
ders that contradict another Employee's orders. Despite this 
reputation for faceless interaction, VoidCorp does not permit 
retirement—Employees must work until death. When found, es 
capees (called ‘absentees’ by corporate personnel) can expect 
harsh discipline, if not literal termination. 

Following the failure of early attempts to implement and 
control a state-sponsored faith, VoidCorp outlawed the prac- 
tice of religion. Churches have been forced underground, and 
their members are severely punished when discovered. Most 
Employees grow up without a personal familiarity with reli- 
gious practices, and VoidCorp religious education is pre- 
sented as a purely historical subject, With the exception of the 
Insight-tainted census of 2481, every official poll shows that 
Employee believers represent just 6% of the population. How: 
ever, representatives of several faiths have commented that re- 
ligious practice is more widespread than VoidCorp would ever 
admit, without providing any basis for these comments. 


Game BENEFITS 


VoidCarp takes steps to insure that all of its Employees are 
prepared for a Ше in the harsh realities of interstellar business, 
VoidCorp heroes automatically begin play with the Business 
broad skill and the Business-conporate specialty skill. No skill 
points are paid for these skills, and they do not count against 
the maximum number of broad skills that a hero can start with. 
In addition, any use of the Business broad skill or any of its 
specialty skills during play, whether used in negotiating busi- 
ness deals or as an encounter skill in financial situations, re- 
ceives a —1 bonus. 

Employees are also quite competitive; as a result, VaidCorp 
heroes permanently fill in the leftmost box on the achievement 
track of their hero sheet during hero creation. (This achieve 
ment point can never be turned in for skill points.) Thus, Vaid- 
Corp heroes advance in level faster than other characters do. 


GALACTIC CONCORI 


‘Humanity is only as strong as its commitment to fellowship, ad- 
yancement, and peace. For once civilization has lost faith in its 
future, then it is truly Jost in the present” 

—First Secretary Thamas Stern, 2472 


Formed from the wreckage of the Second Galactic War, the Balac- 
tc Concord stands as mankind's hope for the future. Cobbled to- 
gelher from the losers and leftovers of the war by the surviving 
nations, the Concord is an arbiter in the affairs of the stellar 
nations. The Concord has been described as humanity's jury, a 
moral compass intended to keep all the stellar nations in line. 


THE TREATY OF CONCORD 
The Treaty of Concord established the groundwork for the 
Galactic Concord. The treaty finalized the borders between the 
sellar nations, established Concord Neutralities, allocated re- 
sowces fram the existing governments into а pool that became 
the property of the Galactic Concord, protected the (ва by es- 
tablishing their cluster of space as a Concord protectorate, and 
created the 13th stellar nation. 

The Concord was established along the same lines as other 
stelar nations. Understandably, many nations feared the cre- 
ation of a supernation that could one day overthrow them. The 
lessons of bath Galactic Wars and the secessions that came with 
them were still fresh in the minds of the delegates. 

The nation created by the treaty is a hybrid unlike any of the 
oher stellar nations. lts borders are scattered across Old Space, 
eating neutral territory between wartime enemies. lts govern- 
mental bodies contain members from all of the stellar nations, each 
dedicated to governing on both a macro and micro level. The Con- 
tons military is likewise composed of members from every na- 
lion and species. In the years since the war, Concord authorities 
have successfully brought numerous small conflicts to a close. 
Skimishes have proven Star Force and the Galactic Marines sur- 
prisngly effective after only a few years of organization. 

T 


Officially, the T'sa Cluster remains a Concord Neutrality, pro- 
fected from interference through the Treaty of Concord. The ex- 
istence of the sa as an independent force in human-controlled 
space is ЗШ a matter of great concern to many; humanity's 
manifest destiny to the stars is a popular concept. 

The leader of the t'sa, Chaluk Chisier, is а far-sighted tsa of 
great diplomatic skill. While the {ва have proven their unwill- 
Ingess to bow to human military force, they're not interested in 
an armed conflict, either. Both Chisier and the human leaders of 
the remaining stellar nations understand that such a direct con- 
frontation could spark another interstellar war. 

Visitors to the T’sa Cluster are warned by Concord commu- 
nication drones that the (‘sa operate under their own laws and 
фа the laws of human space do not apply there. The same 
message greets every visitor: “Welcome to the T'sa Cluster. Your 
ship has entered the jurisdiction of the t'sa. Military vessels may 
not proceed without a security escort. All other vessels should 
be aware of the cluster’s customs and regulations, the details of 
which are available on the Grid" In the Cluster, humans always 
travel at their own risk-though the t'sa are friendly, they awe 
no allegiance to any stellar nation. 


GOVERNMENT 

The Galactic Concord is composed of five branches: executive, 
judicial, diplomatic, legislative, and financial. Two branches—leg- 
islative and financial—are totally autonomous from the stellar 
nations, but they are also the weakest of the Concord's divisions, 
restricted to internal operations. The judicial and diplomatic 
branches are extremely powerful, but their power is checked by 
appointees from each of the other twelve stellar nations. The ex- 
ecutive branch has the authority to act independently, but it is 
restricted from significant expansion by the treaty. 

All branches of the government meet on the planet Concord, 
located in the center of Concord Prime. The planet is open to 
visitors, tourists, and lobbyists of all species and nations, but the 
Concord's space-to-ground security is quite thorough. 


GALACTIC CONSULATE 
Of all the powers that the Treaty of Concord gave to the Galac- 
tic Concord, the survivors of GWe feared the diplomatic branch, 
the Galactic Consulate, the most. It reminded some delegates of 
the Terran Empire's Imperial Council, whose high-handedness 
sparked the First Galactic War. Others feared that the Consulate 
would only serve the greatest of the stellar nations, 

The Consulate is composed of six ministers from each of the 
stellar nations, plus two ministers from each af the alien nations. 
The Galactic Concord itself has nine ministers in the Consulate, 
though it started with only two ministers and worked its way up 
to its maximum in 2496. The Galactic Consulate is currently at 
its maximum size of 81 

The selection of ministers is left to each stellar nation. Many 
nations appoint representatives for a variable number of years; 
others serve as long as their particular political faction retains 
control, The fraal, by counterexample, appoint their ministers 
for life, Typically, membership in the Consulate is a prestigious 
position, seen as a stepping stone to power in the stellar capi- 
tals. Та the masses, the Consulate ministers form a modern no- 
bility, the core leadership of the sentient species. 

The Consulate creates laws that govern the relations be- 
tween the stellar nations and finalizes laws passed by the Con- 
cord Assembly. Recent laws passed by the Consulate include the 
establishment of shipping lanes throughout the Stellar Ring, the 
Code of Galactic Salvage measure, and laws to punish Grid ter- 
rorism, The Consulate is in session year-round. 

The Treaty of Concord requires a two-thirds majority (61 
votes) for any measure to pass the Consulate. As a result, most 
local issues remain in the jurisdiction of the stellar nations, and 
the Galactic Consulate concentrates on issues of importance to 
all of explored space. 

Ministers act and voie independently; it's not uncommon for 
one minister in a national delegation to vote in opposition to an- 
other. This is especially true when ministers are appointed from 
governments containing factions vying for control. The singular 
exception {а this democratic process is VoidCarp; to date, Void- 
Corp ministers and their sesheyan clients have voted in a bloc 
without exception. This pattern has earned them a nickname 
among the Concordans; the VoidCorp bloc is often referred to as 
"The Eight Gods of Happiness" 

One of the Consulate’s many subcommittees, the Committee 
on Verge Integration, is composed of one minister fram each 
stellar nation, Chaired by Undersecretary Michael Thayne 


(Hm/StarMech/DFA-19), the committee's official goal is to bring 
the Verge back into the galactic community, Mare practically, 
each nation has its own vision for the Verge's future. 

Five of the committee's members make regular forays into 
the Verge, reporting their findings back to the other members. 
Undersecretary Thayne and ministers Bruce Hale (Orion), 
YC937 SSNMP (VoidCorp), Helitalia Yonce (Rigunmor), and 
Philosopher Karel Denisenko (Borealis) are regular visitors to the 
Verge. Fach maintains diplomatic offices on board the Light- 
house, showing up at least once a year for tours, briefings, and 
fact-finding missions. The last few visits have concentrated on 
the Hammer's Star system to investigate the destruction of the 
Silver Bell colony, but little new information has surfaced. As de- 
mands for an explanation of the colony's destruction mount, 
many of the ministers are openly scoffing at the notion that aliens 
were responsible, 


THE First Sec 
Elected by the ministers from among the Consulate members 
for a four-year term, the First Secretary is responsible for di- 
recting the flow of debates and votes, calling the Consulate to 
order, sanctioning recesses, and overseeing other legislative 
matters, In exchange for the power to direct the Consulate, the 
First Secretary loses his or her ability to vote. The only excep- 
tion to this rule is when a single vote will decide the outcome of 
an issue. Interestingly, in every election since the Concord's 
founding, a Galactic Concord citizen has been elected to fill the 
post of First Secretary. It seems that none of the stellar nations 
desires a competitor from an opposing stellar nation to rise to 
the position. First Secretary Derek Orthen started serving his 
second term in 2500. 

The First Secretary can be removed by a vote of no confi- 
dence by the Consulate, which requires a two-thirds majority 
and which permits the Secretary to vote in his or her own de- 
fense. If the vote passes, a new First Secretary is elected. 

The First Secretary appoints six Undersecretaries to assist 
him. The Undersecretaries act as the First Secretary's mediators 
and ambassadors. While they may act independently, the First 
Secretary can replace them at any time, No more than one Un- 
dersecretary may serve from any single nation. Under the Con- 
cords charter, at least one Undersecretary must be an alien. 

‘The current Undersecretaries are Princess Cestre (Solar), 
ZH937 S7ILK (VoidCorp), Kinna Loric (Mechalus), Alexander 
Foss (Orion), Richard "Nickelshot" Kessel (Austrin-Ontis), and 
Michael Thayne (StarMech). 


PLAYING A CONCORDAN 
Members of the Galactic Concord have a knack for reading the 
political climate of the times, and they realize that they have 
both great power and responsibility in dealing with the other 
stellar nations. A Concordan in a position of authority knows 
that rash decisions~even moral decisions, in some inslances- 
could catapult human space into another war, 

While most Concordans have a strong sense of right and 
wrong, they realize that such tender sensibilities must sometimes 
be sacrificed to interstellar diplomacy and peace. The Treaty of 
Concord is a model of such realism, often acceding to the de- 
mands of the strong with few apologies to the weak. Concardans 
take extraordinary risks to do the right thing, even if it means 
ruffling a few feathers along the way. Cancordans excel at know- 
ing where the thin gray line begins and ends, having an innate 
understanding of just how far to push before backing down. 


Game BENEFITS 
Unapologetic defenders of humankind, Concordans embody the 
finest qualities of humanity: honor, selflessness, and a certain 
realistic attitude. Belonging to the Galactic Concord gives ane a 
balanced, circumspect viewpoint. Concordans are frequently 
called upon to provide an unbiased opinion, to resolve dis- 
agreements between citizens of different nations, or simply to 
serve as a calm and reasonable voice during a sudden crisis | 


Heroes who begin their career as Concordans add +1 to one 
of their resistance modifiers (Strength, Dexterity, Will, or Intell 
gence). Trained to resist physical and mental influence, Concor- 
dans demonstrate a remarkable ability to avoid trouble. 


GALAcTIC Court | 
The Court is composed of representatives from each of the ste | 
lar nations. lts primary task is to settle legal disputes between 
nations, and its decisions are enforceable through the Concord | 
military. The judicial branch is forbidden from involving itself in | 
legal disputes internal to any stellar nation except the Concord 
itself. The Court serves as the final authority for the various 
planetary, system, and neutrality courts throughout the Concord. 

Ап appointment to the Court lasts 20 years, but no Justice 
may hold office for more than a single term. Each stellar nation 
appoints a single Justice to the Court, Each year, the Justices de- 
tide among themselves who will serve as Chief Justice, the Ш- 
dividual with final responsibility for establishing the order in 
which the Justices hear cases and render their decisions. The 
Galactic Court operates year-round. Though the Justices are not 
required to sil in a single room to argue out their cases, they 
normally do. 

The Galactic Court holds powers similar to those of the 
courts of the Borealis Hepublic and the Union of Sol. It can im- 
peach any other Concord official, including nation-appointed 
ministers. A majority vate is required to begin the impeachment 
proceedings, and a two-thirds majority is needed to impeach. 
The Court is quick to hear all appeals brought into its jurisdic- 
tion, normally hearing a case within a month of filing, though 
politically sensitive cases are sometimes delayed for years. 

With contact with the Verge still new, the Court is bracing it 
self for a storm of appeals from the surviving outposts applying 
for independence So far, Verge-related appeals have centered 
around old claims of system ownership between competing 
stellar nations, Chief Justice Sheila Lecog (Borealin) has sched- 
uled cases to be heard, through a Grid link, on Bluefall in the 
coming year. The most hotly contested claim is a renewed ef- 
fort by VoidCorp to absorb the sesheyans on Grith into the cor- 
porate structure. VoidCorp wants the Court to set aside the 
ruling of Ari Mahdra, a Concord Administrator who recognized 
sesheyan independence on Grith in 2499. Officially, Lecoq is 
waiting for all sides to file their claims and for an open space 
on the Court's docket, some year in the future. In fact, she's con- 
vinced that a vote at the current time would not favor VoidCorp 
and might further aggravate tensions in the region. 


CONCORD ASSEMBLY 

This is the largest group of elected representatives within the 
Galactic Concord, containing more than 1,200 representatives | 
from Concord worlds, colonies, and outposts. The Assembly is 
always in session, meeting daily on a secure node of the Grid. 
Members travel to Concord Assemblies for formal meetings at 
least once a year The Concord Assembly only has jurisdiction 
within Concord Neutralities. 


Laws are passed by a simple majority, and debate is limited 
to what a representative chooses ta view on his gridcaster. Once 
through the Assembly, a measure goes directly to the Consulate. 
Il approved by the Consulate, it becomes law. 

‘The Assembly has taken only a minor interest in the Verge, 
since certain parts of the area—such as the Ignatius system, 
Hammer's Star, and the Lighthouse—are technically Concord 
Neutralities. Until the diplomatic tangles are resolved, however, 
the Verge has no representation in the Assembly. 


‘The Galactic Bank is one of the most powerful, yet unassuming, 
branches of the Concord. Its powers shape the economies of all 
the stellar nations and ensure the financial stability of the Con- 
cord itself. Yet few citizens actually notice it. 

The Galactic Bank is responsible for establishing a uniform 
turency (the Concord dollar); insuring the integrity of all banks; 
providing secure data exchange between stellar banks, corpora- 
tions, and individuals; investigating failed banks and questionable 
loans; and establishing borrowing rates between stellar banks. 
While the Galactic Bank contains dozens of bureaus, each is re- 
sponsible for its own specific task, such as security or research. 
Т the average citizen, these departments are virtually unseen. 
Operating through offices in Old Space and the Verge, the finan- 
ial branch of the Galactic Concord quietly makes sure that trans- 
acions are safely conducted. It doesn't look for headlines. 

The Regulator General heads the Galactic Bank and guides 
thousands of regulators who conduct investigations. The regu 
lators work with other government branches toward the com- 
mon goal of unifying the galactic currency, as agreed in the 
Treaty of Concord. Bank regulators roam the Stellar Ring and 
Open Space, ascertaining that fair practices govern the distrib- 


ution of the Concord dollar. The (sa Talox Tesla is the current 
Regulator General, serving a five-year appointment. 


Elected by citizens of the Concord to a six-year term, the Chan- 
cellor directs all aspects of the executive branch, including the 
military abroad and police forces at home. The executive branch 
carries out orders from the Assembly and the Consulate. As the 
commander-in-chief of Star Force, the Concord Defense Corps, 
and the Concord Marines, and the ultimate overseer of the Con- 
cord Administrators, the Chancellor wields considerable influ- 
ence over the affairs of the Concord. 

The current Chancellor, Tor Rustoski, began his six-year 
term in 2500. He was a StarMech hero from the Second Galac- 
tic War who entered politics following a famed Old Space battle. 
His popularity has yet to be challenged by a major crisis. Hus- 
toski spends most of his days insuring his popularity by keep- 
ing a careful eye on affairs in the Stellar Ring and Open Space. 

Vice Chancellor Elizabeth Fortuna and dozens of Directors 
control various departments of the executive branch. At least 
one director is always resident in any Concord Neutrality, and 
many directors travel from system to system to keep a close 
watch on their wards. They are appointed to the offices by the 
Chancellor and confirmed by the Assembly. 


The Concord is deeply involved in galactic affairs, and the Chan- 
cellor commands a vast number of diplomatic functionaries in one 
of the executive branch's largest departments, the Concord Diplo- 
matic Service, The current Director of the Diplomatic Service is 
Ihsan Karra, a resident of the Concord Sagittarius Neutrality. 

At the foundation of the Diplomatic Service are the ambas- 


ТАВІЕ S4: RANKS OF THE CONCORD MILITARY 


Емиѕтер RANKS OFFICER RANKS 
Star Force Concord Marines Star Force Concord Marine Command Size 
Spaceman 3rd Class Private Ensign 2nd Lieutenant None (assigned to а unit) 
Spaceman 2nd Class Ast Private ‘Lieutenant, 1G 1st Lieutenant /platoon, 

Lance Corporal Lieutenant. Captain Corvette/company 
Petty Officer 3rd Class Corporal Lt. Commander Major Frigate/battalion 
Petty Officer 2nd Class Sergeant Commander Lieutenant Colonel ^ Destroyer/Cruiser 
Petty Officer Staff Sergeant Captain Colonel 
Chief Petty Officer. First Sergeant Commodore Brigadier General ^— Sector/division. 
Master Chief Petty Officer  Sergeant-Majar Vice Admiral Adjutant General Fleet/Marine commander 
Warrant Warrant Officer” Sector Admiral General District, system, or world 


" Promotion to warrant officer is only granted to those rare enlisted personnel with special technical skills who have earned 
the respect of their peers and commanding officers, Years of service is also an important requirement, but not every long-sery- 
ing Chief or Sergeant-Major receives a promotion to Warrant Officer, 


sadors in each large, settled system of the Concord Neutralities 
and Protectorates. These ambassadors operate as field agents, 
and command staffs of as many as 1,000 who keep tabs on 
various planets in a system, major urban centers, military 
readiness, local legislation, and taxation. They also work closely 
with the Concord Investigative Bureau, 

The ambassadors assign deputy ambassadors to watch aver 
specific cities, planets, and installations, and to investigate 
charges and conditions throughout the system. 


Little information is available about “the Silent Bureau," but it is 
believed that the Concord's intelligence-gathering arm is based 
on the Taurean Star Republic's Strategic Information Agency, 
which had many agents in place throughout the Stellar Ring be- 
fore that nation’s collapse in BW2. 


The Concord military is split into four branches: Star Force, the 
Defense Corps, the Marines, and the Administrators. All of these 
branches report to the Chancellor, Tor Rustoski. 

For a military scraped together from volunteers, outdated or 
damaged ships, and the shattered armies of defunct nations, the 
Concord Military has done a remarkable job of training, up- 
grading, and unifying its forces. In part, this is due to the sense 
of shared mission that Concordans rely on. The Concord has 
also benefited from substantial military advice and materiel 
from the (ва, who view the Concord as the best chance for re- 
taining their independence. 


Star Force is the pride of the Concord military; its motto is “Ex- 
cellence outshining the stars’ Thirty years ago, Star Force ex- 
isted only as a plan in the mind of a few diplomats. Today, Star 
Force is the strongest naval force in the galaxy, patrolling all of 
explored space, from the heart of Old Space to the farthest sys- 
tems of the Verge. The men and women of Star Force keep hu- 
manity safe from alien threats—and from itself. 

While the Concord has plenty of funding to produce ar pro- 
cure state-of-the-art naval vessels, the pilots, engineers, crew, 
and commanders of those vessels give Star Force its edge. Star 
Force personnel exude a cool confidence when dealing with en- 
emies. The officers of the Star Force have alloyed their unique 


strengths and their individual backgrounds to form the core of 
the stellar navy. Even though Star Force's personnel numbers 
more than 4 million, it can afford to recruit only the best fram 
an annual applicant pool larger than the size of its membership. 

The selection process to attend the officers’ academies is 
even more intense. Five years of officer training produces en- 
signs honored to serve, and three Star Force academies prepare 
officers for service. Each Neutrality boasts an academy, but Vi- 
tion, on Concord itself, is considered the best of the best. 

The most active branch of Star Force on the frontier is the 
Concord Survey Service, a scouting, surveying, and first contact 
organization. The CSS is devoted not just to patrolling the bor- 
ders of human space, but to pushing beyond them into unknown 
and unsettled territory. It frequently assists colonists on new 
worlds by maintaining supplies and communications, and it 
tracks the movement of pirates and outlaw vessels along the 
frontier. The CSS frequently hires independent explorers to visit 
new worlds or conduct geclogical surveys of promising planets, 


The Concord Defense Corps, or CDC, is the principal branch of 
the Concord military. Numbering more than 11 million sentients 
under arms, its mission is defined by its motto: “We defend the 
galaxy.” The CDC protects all settled regions of explored space, 
including Concord systems, planets, and stations. With bases 
throughout the Stellar Ring, the CDC stands on the front line of 
international conflict. 

The COC is an entirely volunteer force and has the highest 
turnover in the Concord military. This turnover stems from the 
Concordan desire to serve; doing a few years in the CDC is a 
common way for a citizen to realize that desire. Although this 
frustrates the generals who must organize this large and dis- 
persed army, the depths of its ready reserves also mean that if 
the Concord ever mobilizes for war, the СПС can triple its num- 
bers in less than a year. 


The Marines are the Concord’s elite force. Their motto is Eager 
to Strike" Its their job to strike and hold targets on the front 
lines. Numbering fewer than a million, the Concord Marines 
make up for small numbers with a well-trained ferocity. 
Marines serve in planetary assaults, hazardous peacekeeping 
duties, and frontier defense, When the Concord expects trouble 
ог wants to stop some-thay send in the best: the Marines. 


А single master academy offers the two years of training re- 
quired to join. Training doesn’t end there; the veterans that 
formed the Marines heart 30 years ago made sure that train- 
ing never ends. While units and whole divisions of the CDC and 
even Star Force report less than combat readiness, the Marines 
by their very nature must be ready for a state of war at all 
times, In these times of peace, they practice their batle talents 
with the only worthy opponents—each other 


The best of the Cancard's servants are ordained as Concord Ad 
ministrators, easily identified by the tri-staff that signifies their 
office. Trained to embody the best that the Concord has to offer, 
Administrators bear a heavy burden, as reflected hy their motto: 
‘Our duty is peace.” 

The Administrators’ history extends back to the first days of 
planetary colonization in the Sol system. Concerned about con: 
flict between the multinational settlements, the superpowers of 
фе day agreed to create the United Administrators in 2073. 
Controlled by an independent organization, the Administrators 
preserved order during humanity's era of peace. Eventually, 
though, the new colonial empires and the strains of interstellar 
politics grew beyond the power of the Administrators to control. 

With the Treaty of Concord, the Administrators were reborn. 
The Concord now oversees the Administrators and commissions 
small groups to oversee the lawless edges of humanity, By Con 
tord law, Administrators are authorized to arrest, convict, and 
sentence criminals out in the lonely depths of space. Most of the 
time, Administrators bring miscreants to a public trial; it's good 
publicity, and it demonstrates the price of breaking Concord law. 
Sometimes, though, Administrators are left with litle choice but 
to execute summary punishment. 

The Galactic Concord prides itself on a rigorous training reg- 
imen that results in few abuses of power. Applicants for the 
honor of Administrator duty are numerous, a result of both Con- 
condans’ willingness to support the peace and the natural am- 
bition for such a respected position in interstellar society. Fewer 
than 1 in 100 of the applicants are invited to attend Ascension, 
the college of the Administrators on Concord. 


‘The political pressures that ignited the Second Galactic War still 
prevail in the Stellar Ring and beyond. With commendable fore- 
sight, the Concord has recognized that these problems are 
spilling over into the Verge. Unable to address the danger di- 
redly for fear of starting another conflict, the Concord is using 
the Verge as a testing ground for resolving the bitter rivalries of 
Old Space. Perhaps if a particular approach succeeds in the 
Verge, it will have a similar effect back in the older regions. 
Chancellor Rustoski is keeping a close eye on Verge activi- 
fies, and the rumors from Hammer's Star are a cause for great 
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concern. Mast of the stellar nations don't believe the Verge соп. 
tains a tangible threat, and Chancellor Hustoski finds it difficult to 
change opinions while he remains unsure of the situation With 
out a serious loss of troops or ships, the Chancellor has no proof 
to present to the Consulate. 

The Consulate is a viper's nest of political intrigue and de- 
bate. The Committee on Verge Integration has only a few mem- 
bers who have an interest in what is going on in the area; some 
of their motives аге less than altruistic. Its obvious that any res- 
olution to reintegrate Verge politics with those of the Stellar Ring 
would fail, and it's equally apparent that many of the stellar 
nations don't want the Verge to fall into the hands of the Galac- 
tic Concord. An unspoken truce currently reigns. 


In 2472, approximately 500 billion humans and alien sentients 
became citizens of the Concord. Most were given no choice; the 
Treatys new boundaries dictated the change. For others, each 
home government provided an incentive for its citizens to join 
the Concord. Defeated nations transferred all their military units 
to the Concord at the end of the war; since their old nations 
were extinct, these units became loyal to the Concord. 

"Today, the decision to join the Concord is always voluntary—it 
anything, the Concord's high standards make immigration more 
difficult than ever. In practice, the process is fairly simple; the ap 
Plicant just files a few electronic forms with his home government. 
Tb gain citizenship, an applicant must have one of two qualifica- 
tions. The first is to prove status as a political refugee. The sec- 
ond is to demonstrate a skill that Concord officials consider 
valuable. Of course, some citizens, such as Employees of Void- 
Corp, can't legally terminate their former citizenship. 

As with all changes in nationality, heroes who become Con- 
cordans after hero creation keep the game benefits they began 
with, and do not gain the benefits of thelr new nation. 


THe TRi-STAFF 


This impressive-laoking and powerful weapon is a Concord Administrato 
issive three-pronged blade at the end of a 2-meter-long staff (see 


office and an effective means of self-defense. It con ota 


1 possession, serving both as a badge ol 


the illustration on page 175 of the AcreaNmry Player's Handbook). When the device is activated, it Is capable of dealing out large 
amounts of energy damage~and it exudes a force field that improves its wielder's Strength and Dexterity resistance modifiers by 


1 step. Game statistics for the weapon are as follows: 


Skill Асс Range Туре 


Meleg- powered 1 Personal En/Ü 


Damage 


Clip 
Cost Hide Mass Avail Cost 


dB-2w/Sd4*- 1w/d&m 3 1 t Res 
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ALIENS 


Humans dominate the explored reaches of the Orion Arm. This 
seems odd. More than a dozen sentient species have been dis- 
covered, and five of these have taken to spacefaring in signifi- 
cant numbers. And yet collectively, the nonhuman sentient 
species equal only about one-fortieth the sum of humans living 
in the Stellar Ring. Why have humans grown while others lag 
behind? 

The standard and popular answer is the stardrive—discov- 
ered by lucky humans, It allowed them to explode out of their 
home system lang before other species. Unfortunately, this so- 
lution, while politically neutral, doesn’t answer every aspect of 
the problem. Several factors are at work, many of them unique 
to the circumstances of every species, 

One species’ low population can he traced to its low mum- 
bers when the first stardrive was constructed. Fewer than a mil- 
lion fraal were living in the Sal system in 2180. Given such a 
humble beginning, the fraal situation is explained. For other 
species, other factors are at work. Among the weren, sesheyan, 
and mechalus, much of the population has chosen to stay home. 
Without the manpower demands of a wave of colonization, their 
numbers have been much more stable. 

Even these explanations don't offer a complete picture. A re- 
alistic and neutral observer couldn't help considering the effects 
of species bias. In enlightened parts of the galaxy, equal rights 
and consideration are a matter of course. But many рагы of 
space-in the Stellar Ring and beyond—can't be so pleasantly 
described. Th he fair, interspecies discrimination is uncommon, 
but it exists. With humans outnumbering aliens by such a huge 
proportion, many humans live their lives never seeing a sen- 
tient alien other than on holo. 


FRAAL 


‘Let us speak. There are humans present’ 
-Lirist Jil Orie, 2124 


By now, fraal and humans should be as close as brothers. 
They've known one another for almost 400 years, and they col- 
onized space together. In the 26th century, fraal can be found as 
members of every significant society, The truth is, though, that 
fraal are in many ways still the most alien sentients that hu- 
manity deals with. A full third of the fraal live almost completely 
apart from humans. They're from an ancient culture, even if 
their history lies mostly forgotten, and the differences between 
human and fraal loom larger than those between many of hu- 
manity’s newer friends. 

Legally, fraal enjoy the strongest protection under the law 
and suffer the least discrimination, As humanity shares the 
credit for the stardrive with the fraal, it's pretty well accepted 
that the fraal should be given equal consideration in other mat- 
ters as well. Indeed, the respect given to fraal borders on ven- 
eration in some parts; this is especially true of fraal who have 
experienced their 300th or 400th birthdays. 

As for the fraal themselves, their culture has been deeply di- 
vided since before 2124. The younger generation of fraal, 
called Builders by humans, pushed hard for contact with hu- 
manity. The older, more conservative Wanderers had become 
entrenched in their opposition, by then millennia old. This divi- 
sion remains in place in the 26th century, not surprising given 
the баа] lifespan. The eldest гаа! still remember the arguments. 
As the centuries have passed, the Wanderers’ numbers have 


declined as more and more of their city-driveships leave human 
space in search of their homeworld. Those left behind are pri- 
marily the Builders, whose numbers continue to mushroom, 

This population shift is largely a result of choices the two 
cultures have made. The Wanderers prefer life aboard city- 
ships. These lonely voyaging craft can be found within all stel- 
lar nations, starfalling from one end of space to the other. For 
the most part, the dwellers of the city-ships avoid contact with 
the humans they pass by, and the humans extend the same 
courtesy. Human folklore considers these fraal truly mysterious, 
as they were in the days when unidentified objects wandered 
over the cities of Earth. But the nomadic life has never been ex- 
plained. Maybe the wandering serves a purpose that even the 
Баз] have forgotten, but for the аа] it's the life they're used to. 

The younger generation, the Wanderers say, has become 
tainted by the humans they watched for so long. The Builders 
have left the city-ships behind. Instead, they live intermingled 
with humans, taking up human causes and concerns. Fully ab- 
sorbed in human society, they share in human interests and cul- 
ture. They fight in what many would call humanity's wars, as 
the Galactic Wars demonstrated. They are in all ways active cit- 
izens of the stellar nations. They live in human-dominated cities 
and find employment side by side with humans. 


WEREN 


“Of course І care whether I live or die. Did you think that big 
meant stupid?" 
—Lt. Commander Haiaza, 2500 


In February 2246, the Orlamu Theocracy made contact with à 
second sentient race. The ferocious weren living on Kurg were 
just emerging from their own Middle Ages. The discovery of the 
printing press was changing their feudal states, and weren ex- 
plurers discovered a second continent. The invention of black 
powder weapons threatened to end the ancient and honorable 
codes of warfare. 

The best statement of Ürlarnu success during first contact is 
that Jamal Abuweren ("Father of the Weren’) is a saint among 
both Orlamists and weren. Despite more than three centuries of 
human contact, weren culture and spirit are unpolluted. The 
weren remain a proud people, determined to preserve their 
way of life. On Kurg, the clans still rule through a well-estab- 
lished system of feudalism and scutage. By mutual agreement, 
Orlamu law forbids the import of advanced technology, espe- 
cially weapons. Two isolated starports in Kurg’s barren regions 
are the only sign that humans ever visit. 

At the same time, a galaxy of opportunity has opened for in- 
dividual weren. Depending on a clan's opinion of humanity and 
space, they send either their best or worst representatives to 
one of Éurg's starports. Disaffected weren also make the trip, 
fleeing an unhappy life or hopeful of a better one in the stars 
above, Whatever a weren's reason for coming, a delegation of 
Orlamus greets him or her at the starport. A week of interviews 
confirms that the émigré is committed to leaving Kurg. In fact, 
the Orlamus discourage weren from emigrating; they want the 
candidate to weigh the decision carefully, Unce a weren has left, 
the Ürlamus discourage him from returning and contaminating 
Kurg with foreign ways 

A weren who leaves Kurg immediately gains temporary cit- 
izenship in the Theocracy, and an overwhelming majority of 


weren attend an Orlamu college. Crusade, a respected military 
academy orbiting the Orlamu capital, is a popular choice. But 
the Orlamu diplomats provide other options as well, many of 
them outside the borders of the Theocracy, If a weren expresses 
an interest in exploring these options, representatives from each 
stellar nation, including the Concord, have offices in Kurg orbit 
The fierce warriors of Kurg are in high demand by stellar 
nations. The weren are prized assets within any nation’s mili- 
tary force. 

The many weren who take up lives within the Theocracy 
can choose careers in business, academia, or the military. In the 
‘Theocracy, the final option is to enter the priesthood, and a sur- 
prisingly large number of weren find themselves inspired to 
lake up orders as Orlamists. Once they join the church, weren 
are fierce supporters of the Orlamist faith and the Theocracy. 
They're among the most successful missionaries, traveling 
throughout the Stellar Ring and beyond. 

Whether they stay at home, join the Theocracy, or travel 
abroad, weren are among the most respected sentients in ex- 
plored space. Part of this respect can be attributed to the weren 
physique and their well-deserved reputation as powerful war- 
riors. Part of it comes from the value tha! weren culture attaches 
to loyalty, Proverbially, when a weren elects to place his loy- 
ally-whether to clan, nation, religion, or friend—it's impossible 
to shake. 


MECHALUs 


“We agree.” 
-Phi Sota, 2273 


‘The third sentient species to be brought into humanity's fold, the 
aleerins were discovered and adopted by a young stellar nation 
just as the weren were. For the aleerins, though, the meeting 
took on a different, though benevolent, tone. Rigunmor diplo- 
mats were astounded by the wonders of Aleer, and paid ће na- 
lives a compliment by sparing no expense to demonstrate the 
advantages in an alliance with the Higunmor Star Consortium. 
To the amazement of ће Rigunmor delegation, prepared for 
months of arbitration, the aleerins signed a commercial agree- 
ment after only a few days. 

Although the Rigunmors attributed the aleerins’ haste to their 
appreciation of Higunmor society or to the aleerins' ability to 
communicate quickly through their Grid, the truth was that the 
alserins were especially vulnerable at the time. Three centuries 
previously, the warlike and expansionist aleerins had discov- 
ered and fought a sentient species within their own star system. 
‘The complete annihilation of this species produced a revolution 
on Aleer and a radical change in aleerin culture. The aleerins 
vowed to put aside their violent ways. 

More radical pacifists, the uncompromising Negationists, 
swore that their own biological components were incompatible 
wih peace, Shedding the last remnants of organic life, the 
Negationists became one with their computers. After stripping 
aleerin military vessels of their weaponry, they departed in the 
aberin fleet. Those who remained on Aleer still felt the impact 
of their departure for decades afterward, as the fleet slowly 
saled out of radio communication range 

‘Though it wasn’t obvious on the surface, the Higunmors had 
encountered a species just recovering from incredible internal 
fumoil. And though it never became an issue, the aleerins had 
по fleet. The Rigunmor proposal to incorporate Aleer within the 
Aigunmor sphere of influence met no resistance. The aleerins 
even accepted the name that humans gave them: mechalus. 


Shedding their old name seemed to serve as the last element of 
the revolution. 

The mechaluss unique abilites and technology have con- 
tributed to the Star Consortium’'s growth as an interstellar 
power. Though most mechalus refused to fight in the Second 
Galactic War, the indirect effects of mechalus assistance proved 
essential to the Rigunmors, especially against computer-savvy 
VoidCorp. Even the most pacifistic mechalus, it turned out, did 
not consider Grid warfare a form of violence. The mechalus 
don't speak about their contribution to the war effort often, but 
surely they had something to do with the Consartium's freedom 
from crippling electronic attack. 

Today, the mechalus are recognized as the unquestioned 
masters of computer and Grid technology; they are the front-line 
defenders of Rigunmor Grid sectors against hostile tampering. 
In fact, their skill at manipulating the Grid is so advanced, only 
the best of Insight and VoidCorp can match them. For the Rigun- 
mors and those lucky enough to secure mechalus labor con- 
tracts from the Consortium, mechalus technology provides a 
powerful source of efficiency and protection. 


SESHEYAN 


‘Its a pleasure to serve, Vice President. How else may I be al 
assistance?" 


—НХВ39 5ВПЕ (Fasodan), 2483 


Outside the borders of VoidCorp, many sentients believe that the 
sesheyans of Grith got a raw deal. In fact, the entertainment in- 
dustry relishes the situation as a forum for social criticism. In 
holofilm, even the most nefarious sesheyan assassins are de- 
picted as unwilling pawns to be pitied or even rescued. Its a 
sure bet thal holos depicting such plots, or anything involving 
rebellious sesheyans, don't make it inside VoidCorp. 

VoidCorp survey ships landed on Sheya on July 13, 2274. 
ince that day, the sesheyans have fallen under the control of 
the corporate state. The sesheyans call it aikeita, "The Day of 
Ghosts’ That day, and the subsequent signing of the Sesheyan 
Compact, ended the sesheyan's peaceful if primitive lifestyle. 
‘The interstellar community, represented by the Terran alliances, 
could do no more than stand by and express shock and dismay. 
Even the sesheyans who avoided conscription into the ranks 
couldn't completely avoid VoidCorp's influence. VoidCorp per- 
sonnel wander Sheya at will, inspecting, analyzing, and moni- 
toring all of sesheyan society. 

VoidCorp and its Employees, hnwever, see the entire affair 
differently. VoidCorp found the sesheyans living in terrible 
straits, victims of a stagnant culture. Far worse off than even the 
most destitute VoidCorp Employee, the sesheyans were living 
on the edge, forced to fend off dangerous predators with bone 
knives and animal skins. They lived in crude houses cut into 
trees. VoidCorp brought the sesheyans out of the darkness of 
their own ignorance, bringing enlightenment to the dark jungle 
world. VoidCorp provided the sesheyans with humanity's most 
advanced technology, and invited thern to join a growing, suc- 
cessful society in the stars. 

At what cost? None. The sesheyans became VoidCorp citi- 
zens—Employees, actually—just like any other, They have clear 
and equal rights under official corporate memoranda. They 
have equal, if not superior, opportunities for advancement, 
given their unique skills. The elevation of more than a dozen se- 
sheyans to vice presidential level (ZA or above) demonstrates 
VoidCorp's commitment to promotion through achievement. 

Ts true that sesheyans are rarely found outside VoidCorp, 


but their numbers were never very large. A few million among 
17 billion have made their way, illegally, to join other stellar 
nations. Some escaped with Insight during the Second Galactic 
War, And, to answer the complaints of many, VoidCorp legally 
recruited almost half a billion sesheyan employees to join in the 
formation of the Galactic Concord. Even sn, 95% of the se- 
sheyan populace remain productive members of VoidCorp. 


9, 
T'sA 
“Of course! Graviton wave compression! Dark matter duodecim! 


Tachyons! If only we'd realized!” 
—Wisek Wapl, 2296 


Humans got lucky. Thats the only explanation the (а will ac 
сері. They lucked into the discovery of dark matter physics and 
the mass reactor less than a century after discovering the fusion 
generator. They lucked out again when, having only just begun 
space exploration, an older, wiser species simply handed them 
working knowledge of gravity technology, And luck blessed hu- 
manity a third time—again with traal assistance—with the largely 
accidental invention of the stardrive. 

The tsa did it the hard way, without the helping hands of 
friends and fortune, The {за built up their expertise and civi- 
lization over 20 millennia-longer than human history even pre: 
tends to remernber. The tsa were developing their solar system 
while humans were erecting tetrahedrons in the desert. When 
humans confirmed that their world was indeed round, the tsa 
sent their first robotic probes into the depths of interstellar 
space. And around the time humanity detonated an atomic 
bomb, the first tsa colonists fell into a deep cryogenic sleep and 
began their voyage to nearby stars, 

When humans met ће t'sa in 2296, the tsa had claimed five 
star systems near their homeworld. A group of independent ex- 
plorers were the first to meet the t'sa, and that may he the one 
bit of blind luck that tsa society has had. Even though fate 
blessed humanity with the stardrive, none of humanity's young 
stellar nations could press a clear claim to ће {ва and their 
stars. T’sa independence was the spark that lit the First Galactic 
War. Standing on the sidelines, the tsa observed their fascinat- 
ing new neighbors, and slowly made friends. 

It was a challenge for both species. The t'sa disliked human 
arrogance, nationalism, and belief in a manifest human destiny 
for the galaxy. They're rightfully proud of their accomplishments 
as a people. As for humans, even the most enlightened were 
unprepared for a species that demanded equal consideration 
With the exception of the fraal, humanity was used to loftily dis- 
pensing freedom to the species it encountered. 

The tsa weren't about to take handouts from anyone, and 
they didn't sit idly by while humans colonized the galaxy. They 
took the opportunity during both galactic wars to settle a few 
new systems with their own fast driveships. These planets were 
settled with incredible speed, because their ships could each 
carry millions of t'sa settlers in cryogenic sleep in their cargo 
holds, eliminating the need for Ме support by treating the set- 
tlers like bulk goods. Soon swarms of hard-working colonists 
were raising tsa cities on new worlds. Within a few months, 
tens of millions of sa could settle а world or an entire system. 
When humanity looked around after GW1, the T'sa Cluster had 
expanded by three densely populated new worlds. After GW2, 
the (ва had settled fifteen more. Today, the Т'ѕа Cluster numbers 
twenty-three worlds, and the t'sa have petitioned the Concord to 
settle forty-one new worlds in nearby Concord space. The case 
is currently under review. 


The tsa today aren't totally content, but they can be proud 
that no human government presumes to govern for thern. Offi- 
cially, the T'sa Cluster is a protectorate of the Galactic Concord, 
For all practical purposes, the {за have complete independence 
within their space. The Ysa also have standing invitations to be- 
come citizens of any stellar nation. Almost a tenth of the t'sa 
have leit their homelands behind to join human affairs. 

Exciting humans provide an answer to t'sa restlessness. The 
tsa, more than any sentient species, are a curious people. They 
like to know, to find things out, to discover. To many t'a, hu- 
manity's scientific and stellar explorations are irresistible. Its 
impossible not to join in. 


OTHER SPECIES 


The galaxy has proven itself an exciting place. In the millions of 
systems visited by the sentient species, explorers have encoun- 
tered literally trillions of different species. Of course, most of the 
species have only the most rudimentary, animal intelligence, 
Only a small percentage have evolved to reason and tool use, 
About 50 sentient species have been discovered, the exact num- 
ber depending on whose scale of sentience is applied, 

In the Verge alone, several sentient species have been dis- 
covered. The deepfallen of Bluefall in the Aegis system are shy 
aquatic humanoids who went undiscovered for years. The 
bhruu of the planet Bhruusil in the Karnath system are a plod- 
ding herd species; they show some curiosity about other worlds, 
but seem reluctant to leave their herds behind. 

Many other species remain unclassified with respect to in- 
telligence; gauging higher-order behavior is a difficult process 
that can take years. The warlike ke'kekt of the planet Ignatius 
in the Antigua system, for example, were initially dismissed as 
marauders without real intelligence. When they overran a Tau- 
rean Star Republic colony using simple weapons, opinions of 
their level of intelligence changed, though they were still con- 
sidered little mare than savages, Purther contact and analysis 
have shown the ke'kekt to have a sophisticated—but extremely 
xenophobic—culture. Similar misjudgments are frequent occur- 
rences in the exploration and classification of alien sentience. 

Of all these species, circumstances prevent all but a few 
from taking to the stars. For some, it's a matter of biology; 
they're ill fit for interstellar travel. For others, its a matter of 
choice. Some species don't feel the drive to push outward. 
Finally, in a few cases, those who found them chose to leave the 
species alone. Maybe they're not ready. Or, despite their intelli 
gence, we have nothing in common and no way to communi- 
cate. And so, while one in 40 sentients is an alien, only about 
one in 500 is not of human, freal, weren, mechalus, sesheyan, 
or {ва origin. 


EXTERNALS 
Many alien species have been encountered only in passing. 
Since the homeworlds of these species are unknown, they are 
collectively referred to as “externals’—not of human space. Most 
externals are sighted once and never seen again. Characteriza- 
tions of their technology vary from superhuman to barely 
spaceworthy, 

Some externals speak to humans; sometimes the first en- 
counter ends in bloodshed, but it's often unclear whether they 
are species from outside the Stellar Ring or species from an un- 
explored frontier world. Externals are among the mysteries hid- 
den by the sheer volume of the universe. | 


"They abandoned us for a hundred years. Did they expect us to 
welcome them back with open arms? Let's get real. The Ar- 
rivers see a lot of things around here that they want. And they 
have some things we'd like to have. Fine. What we need to de- 
cide now is whether we're willing to tie our fates with theirs ane 
more time, And, if the answer is no, what we're willing to do 
about it... ^ 

—Fresident Michael Hevik 


life out on the frontier is quite different from the decadent lives 
led by the teeming trillions of Old Space, While a Verger sacri- 
fies some modern comforts, the benefits can't be overlooked. 
Even the most rigid of the frontier governments in the Verge fail 
їп match the level of intrusive control imposed by VoidCorp, the 
Nariac Domain, or even the Borealis Republic. Vergers are free 
fo come and go as they please, and most of them take a great 
Interest in ensuring that this freedom is preserved. 


ATTITUDES 


Wih a population close to 5 billion sentients of every species 
and nation, the Vergers are tough to categorize, They've grown 
up in all the settled star systems that had litle contact with one 
another during the Long Silence, when the Verge lost contact 
with the Stellar Ring. Even now, they don't always have much 
to say to each other; the citizens of Lison have little in common 
with the freebonters on the prison planet Penates. There is no 
unifying cultural set of assumptions that works throughout the 
Verge, as Arrivers quickly learn. 

Though all Vergers agree on the necessity of dealing with 
the stellar nations, they disagree on how to go about it. In gen- 
eral, Vergers can be divided into three loose camps based on 
their reaction to the stellar nations’ return: loyalists, separatists, 
and the undecided. 


LovAusTs 


Atone extreme lie the enthusiastic Vergers of star systems such 
as Ignatius, Tychus, Coulomb, and Mantebron. All Vergers agree 
that the Long Silence forced terrible days on the people of the 
Verge. Most colonies were less than 20 years old at the start of 
GW2. The adolescent colonies were unprepared for the disap- 
pearance of their providers, The settlements in the Vieron and 
Aegis systems disappeared entirely, no doubt thanks to their in- 
ability to support themselves. 

Many young colonies survived with constant diligence, sac- 
Tice, and occasional desperate measures. Without resupply 
ships from the Stellar Ring, the colonies were forced to set up 
makeshift trading circles among themselves and improvise 
ways іо persevere, Every system has tales of the heroes who 
led the way and made the hard choices necessary for survival 
Even so, the loss of life was high, and many Vergers squeezed 
oul a miserable existence on their new worlds. 

The return of the stellar nations has been an unexpected 
boon. They bring the latest technology, resources, and benefits 
ofa 26th-century lifestyle. To a stellar nation, the resources а 
small colony requires are next to nothing. To the people of 
worlds one step away from collapse, the nations are saviors, 
How can they be blamed for wanting a better life? 

Variously known as patriots, sympathizers, or collaborators, 
loyalist Vergers usually endorse a quick reunification with the 


stellar nation that founded their colony. In a few instances, the 
particulars of the situation have led loyalists to seek a new pa- 
tron from the Stellar Hing. The same individuals adopt stellar 
nation cultures and fashions, and they support groups dedicated 
to the peaceful reintegration of the Verge. 


SEPARATISTS 


Not every citizen of the Verge thinks well of the stellar nations’ 
return, Despite the difficulties that the Long Silence imposed, 
many Vergers can't help locking back on their survival and 
hard work with pride. Sure, there were tough times, but that's 
no reason to throw away all the good work that's been done. 
The Verge has been home to incredible successes and much 
native ingenuity. Independence gives Verge systems an oppor- 
tunity to reinvest in their own worlds and interests rather than 
waste resources catering to the demands of a ruling council lo- 
cated 1,000 light-years away in Old Space. 

What sane Verger would prefer to be ruled by an emperor 
or oligarchy that he or she will never see? Most people find the 
time to take greater interest in their leadership when they can 
influence its decisions. In the Verge, local governments are 
around to see what Vergers want and need. And they're much 
more likely to be interested in the needs of a mere 40 million 
citizens. History has proven the capricious stellar nations less 
than trustworthy. Many of the nations lied, cajoled, or even ab- 
ducted citizens in order to get them here. Indeed, how long can 
Vergers expect the bellicose stellar nations to be around? The 
last peace lasted only 30 years, and as the stellar nations rearm 
and compete, who can expect this one to last much longer? 
When war cornes, the Verge will have to do without yet again. 

Some separatists respond with arms when pressed. The 
Concord quelled conflicts between stellar nation forces and sep- 
aratists in the Annahoy and Oberon systems. More radical sep- 
aratists—convinced that the stellar nations have already gone 
too far—have forged terrorist groups such as the Concord Free 
Verge, determined to remove the infection of stellar-nation in- 
fluence. They don't hesitate to turn to violence, especially ac- 
tions that gather mass attention, As more and more Arrivers 
settle the Verge, these attacks will surely grow more frequent. 


UNDECIDED 


Of course, most Vergers don't reach such a level of fanaticism 
even if their personal sympathies are for loyalist or separatist. 
‘They remain undecided, Its clear that a marriage with the stel- 
lar nations offers many advantages, but it's equally obvious that 
the Verge systems will give up something special should they 
become just another outpost of stellar national identity. The last 
few years of growth shaw that the stellar nations are here ta 
stay; what happens next is anyone's guess. 


Game BENEFITS 


The youth and diversity among Verge systems has yet to pro- 
duce specializations that alter the dynamics of hero creation. 
Vergers raised on a world dominated by one of the stellar na- 
tion’s cultures share in that stellar nations’ advantages (see the 
individual system descriptions). Vergers from independent sys- 
tems are treated as Independents (see page 80) and share their 
benefits. 


“Shut up. You can't tell me what to do’ 
—Sarah Duarte, freeholder 


Over the last 200 years, growth in the availability of interstellar 
travel has created a new class of non-citizens. During the Sec- 
ond Galactic War and immediately thereafter, the number of un- 
patriated sentients in the galaxy reached incredible heights. An 
estimated 1 billion humans, about 1 in every 10,000, live their 
lives unacknowledged by any nation, willingly forgotten by the 
political entities of the day. 


Most citizens can't help feeling a little envy of the independents 
of the galaxy. Of the trillions of sentients in the galaxy, only these 
free spirits can truly claim to be free. They're not beholden to 
the whims and caprices of governments. Legally, they have no 
obligation to answer to many of the demands of citizenship. 
Thay don't need to support a patron government with income 
and property taxes. 

The overwhelming majority of sentients choose to remain 
citizens of a stellar nation. Many don't have the opportunity or 
the means to renounce their citizenship. And even if they had 
an opportunity to renounce the nation of their birth, most would 
stay at home. 

Why? Safety and comfort, first of all. In exchange for taxes 
and duties, citizens are assured of a secure environment. Police 
protect them against crime. Armies and navies patrol space to 
ward off attack from any foreign quarters, And even the most 
oppressive stellar nations demonstrate some concern for the 
well-being of their people. Medical care and the necessities of 
survival are given to the poor or elderly. The leadership in all 
stellar nations realizes that is in their best interest to have a 
population that's at least mollified, if not entirely content. 

Independents and expatriates can't rely on anyone. No one 
protects them against felons or criminals, and they stand unde- 
fended in the event of war. Legally, they have no right to visas 
or diplomatic papers that allow travel between nations and star 
systems, a luxury taken for granted by those in established 
space. Independents have no embassy, по court to appeal to, по 
backups. Faced with aggression, independents have no one in 
their corner. Against serious attacks, such as those of a stellar 
nation, theyre helpless. More than one independent colony has 
fallen to the avarice of a powerful government or to simple 


piracy. 


Pratical independents sometimes prey on one another. While 
anonymity cloaks most pirates, it's clear that most pirates are 
expatriates themselves. They survive and profit through the 
robbery of the weak. Strong military forces render the bucca- 
neers harmless in many regions of space; on the frontier, no 
star system is safe 

Criminals are also independents of a kind. Fleeing prosecu- 
tion, these exiles roam the slar lanes refusing to acknowledge 
any stellar nation as their patron. Wanted by the law, criminals 
are forced into a nomadic life, always trying to stay one step 
ahead of pursuit. They take on new identities in time, some just 
keep moving. More than any other independent, they feel the 
vulnerability of operating without a safety net. Some wind up 


avoiding prosecution by entering the Теа Cluster, others strike 
out for the trackless systems of the Verge. 

Not every sentient lakes up the independent lifestyle aut ola 
desire to turn bandit or flee criminal prosecution. In the last 200 
years, thousands of citizens have abandoned comfortable lives 
in the Stellar Ring. Forming small bands, these pioneers travel 
beyond the reach of the stellar nations. Eventually, they find a 
world that meets their needs. Some of them ga to explore new 
worlds. Some go for the adventure. Some ga to escape an op 
pressive government. And some go to establish a better place 
for themselves and their descendants. 

About half of these colonies fail within the first five years 
They may succumb to the rigors of an alien environment, or 
they may fall victim tn raids by aliens or corsairs. Just as often 
they collapse from within. Internal conflict and small civil wats 
have struck down many a growing colony. Finally, as the stel- 
lar nations grow, many independent colonists, or their descen- 
dants, are reabsorbed into the Stellar Ring. 

For the greater part of humanity's interstellar history, inde 
pendents simply didn't exist in interstellar records. Stellar 
nations occasionally hunted down criminals, but that was абай 
it. Thats beginning to change. Though several stellar nations 
may now regret the decision, the Galactic Concord has the char 
ter to control and administer Open Space, where most indepen 
dents live. Derek Orthen, the Concord First Secretary, recognized 
this authority officially by committing scarce Concord ships and 
Administrators to the frontiers. Today, explorers comb the stare 
to recontact humanity's lost sons and daughters, And for the first 
time, serious military resources are being devoted to quelling 
piracy. 

The Verge serves as an example of the Concord’s successes 
and failures. While the campaign to suppress brigands һап 
been a complete success, the Concord has reestablished contad 
along many frontiers and mapped cut the location of many iz 
dependent settlements, commonly called freeholds. Of course 
the problems that the nations’ return causes are another 
headache for the Concord. But for the independents and expa- 
triates, times are more difficult than ever. To preserve their sov- 
ereignty, Verge governments have become more organized. As 
always, the new government comes at the price of the inde 
pendents freedoms. 


Often homeless, the independents live their lives without the at- 
vantages of an established culture. Heroes who begin their ta- 
reer as independents gain an additional last resort point 


Flag of the T’sa Cluster 


The stellar nations are vast entities, home to trillions. They con- 
fol thousands of worlds, millions of stars, and power that’s dif- 
ficult to fathom, With each passing year, scholars create 
lerabytes of data that fill the Grid with analysis of the stellar 
tations’ militaries, economies, and politics. Complex equations 
promise to predict the actions of nations and planets. More im- 
portant to the average citizen is an understanding of what it 
means to be a Inseer, an Austrin, or а Thuldan, and what that 
means to where everyone stands. 

For more than 20 years, the Mikada Report compiled annu- 
aly by Philosopher Trent Mikada, College of Utilitarianism, has 
performed admirably in introducing students and scholars alike 
tothe depth and diversity of the age. While it embraces the Bo- 
talin perspective wholeheartedly, it is widely considered a rel- 
atively unbiased source for interstellar trends, 


EXCERPT FROM 
THE MikADA REPOR 
The efforts of most politicians and policy studies to quantify the 
powers of the thirteen stellar nations are largely fruitless, Any 
ste nation is strong enough to render hundreds of worlds un- 
‘habitable, slaughter billions of innocents, or perhaps construct 
a dozen beautiful first worlds. What's more valuable to students 
ау is a comparison of stellar nation economies. 

The growth of humanity beyond its home system has al 
lowed the formation of specialized republic states. Or, to put it in 
pedestrian terms, some stellar nations are better at some things 
$an others. In this précis, we introduce the strengths of the stel- 
ft nations via a cursory discussion of the primary fields by 
which they may be evaluated. Because this broadcast is in- 
‘ended for a public, largely unlearned forum, we shall endeavor 
In direct aur commentary to the simplest explanations. 

Agriculture: Ignoring the ethical issues, this category in- 
dudes the harvest of both vegetable and animal crops. Only the 
Haire Community has constructed а successful economy from 
inerstellar trade in foodstuffs. That's no real surprise, given the 
peræption that Brethren project as simple people uncompli- 
tated by modern ways. Austrin-Üntis strength in agriculture 
may be a function of its historical association with explosives, 
sometimes derived from natural sources. Solars, Inseers, 
figunmors, and our own Republic are all somewhat dependent 
mothers to provide sustenance for the masses. 

Biology: The study of biology, including human and alien 
Welorms, has been a subject of interest to all cultures stemming 
ftom Old Earth. As we've indicated, Thuldan medical knowledge 
fas been on the forefront for more than a century. The Kent 
Hospital Institute, the most famous and most successful hospital 
inhuman space, bears witness to the Empire's strength, as do 
‘be many breeds of genetically enhanced Thuldans. Insight and 
StMech, two nations otherwise heavily invested in high-tech 
industries, demonstrate clear weakness in this category, relying 
ш medical technology as much as three decades old. 

Chemistry: Chemical science, including planetology, has 
seen amazing growth recently. Today, the most advanced stud. 
‘es in the field are devoted to the growing science of terraform- 
ing The overpopulated Solar Union has invested terahillions in 
esearch and development aver the course of centuries, Unlike 
her nations, the Union of Sol has been forced to reinvest re- 
варте in established space instead of expanding to new terri- 
‘oy, To date, their efforts in the 100 light-years around Earth 


have paid off handsomely; the Solar Union 15 home to more 
habitable planets and more sentients than any other stellar na- 
tion, thanks to the well-protected secrets of its scientific com: 
munity, 

Computer Engineering: Clearly, we all depend an com- 
puters in our daily lives; they assist us at work, guide us in 
travel, and allow us to communicate. Without computers, the 
Grid couldn't transmit this report. Only the most foolish of stel- 
lar nations can ignore a technology on which so much depends. 
As has been true since its formation, VoidCorp leads the field; 
its hardware and software, or imitations based on its models, 
run on just about every computer, gridcaster, and interface. 
VaidCorp's rebellious offshoot Insight runs a close second. 

Cybernetics: Cybernetics allow the middle-class citizen of 
the 26th century to enjoy more leisure time than ever before. 
This category includes the technologies that focus on pure ro- 
hotics and those that marry organic tissue to metal and plastics. 
Use of cybernetics is common in fields ranging from military to 
heavy industry, and even the Hatire Community can't com- 
pletely divest their theocracy from its use, Today, the leaders in 
cybertechnology are ће StarMech Collective and the Nariac Do- 
main for their superiority in robotics and cyborg technology, re- 
spectively. 

Entertainment: Many question our nation’s leadership in 
video, virtual, holographic, and live entertainment. Data from re- 
cent economic studies in addition to our own has confirmed that 
Borealis entertainment media outsell all others. Of course, much 
of what is popular in the mass market is scorned within our 
own critical circles, More interesting works of culture exist pri- 
marily for the distinctive Borealis palate, Nevertheless, the en- 
tertainment industry is the best means by which superior 
Borealin thought may be absorbed by the interstellar masses, 

Finance: Not precisely a form of production itself, finance 
and its professionals facilitate the production of other industries 
What may seem the arcane movement of Concord dollars from 
one place to another represents a truly complex distribution 
system of buyers, sellers, and independent marketers. Rigun- 
mor merchants are famous for leading both sides of the indus- 
try: financing business ventures and coordinating the sale of 
products throughout explored space. Of course, the finance in- 
dustry depends on a steady flow of trade goods 

Grid Engineering: The newest industry to be included as 
a category in our report, the importance of the Grid to commu- 
nications, trade, and even war has become clear in recent 
years, and has warranted its own category for quite some time, 
Grid engineering includes the use of local Grids and interstellar 
communications over drivesats. The primary function of the 
Grid is to inform and communicate, although for centuries pop- 
ular media has emphasized the ability of gridpilots to probe into 
the secrets of the rich and powerful. Insight and VoidCorp tech- 
nologies offer the best alternatives in a field otherwise mediocre. 

Heavy Industry: Many stellar nations place great empha- 
sis on heavy construction, which includes infrastructure im- 
provement, advanced building materials, and even large 
machines. As new colonies are created and developed, heavy 
industry puts together a workable infrastructure for the young 
worlds. Despite weathering significant losses of production cap- 
ital during the GWe, the StarMech Collective has a clear edge 
over its competitors. Nevertheless, heavy industry is a field that 
most studies predict will decline in the next decade as more cit- 
izens focus on the inner growth and intellectual development 
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The table above, taken from the Mikada Report of 2499 is an unsophisticated attempt to evaluate several core industries dom- 
inating interstellar markets. Each nation has been given a ranking from 1.0 to 9.9 to illustrate its capacity in each industry. 


that peace allows. Both our Republic and Insight have logically 
chosen not to specialize in such a declining industry. 

Military Technology: Investment in military research and 
production remains high more than two decades after the war. 
‘Tensions among enemies both old and new haven't really di 
minished. In addition, frontier governments and independents 
agree that in troubled times everyone should prepare for the 
worst. As a result, arms suppliers throughout the galaxy can 
revel in a booming business. Austrin-Ontis Unlimited and the 
Thuldan Empire are the first and second largest arms suppliers, 
respectively. Austrins, whatever their heroic dreams, can rely 
on the most up-to-date weapons technology in the known 
galaxy. 
Stardrive Technology: An extremely specialized industry, 
the design and construction of stardrives is nonetheless critical 
to interstellar trade, travel, and war. In addition to being a diffi- 
cult and important field, stardrive engineering is ane af the most 
lucrative. Despite the stardrive's age—the original design dates 
from 2260—only the largest corporations and wealthiest scien- 
tific teams can become involved with research or development. 
The Orlamu Theocracy leads in both R&D and production of 
stardrive technology, Their research continues to identify means 
to increase the range of the stardrive, although many re- 
searchers are more concerned with reliability and mass pro- 
duction of current models. Orlamu stardrives power more than 
a quarter of the driveships in existence. 

Starship Engineering: A well-built vessel can be appre- 


ciated by any interstellar traveler. Starships, whether drivs- 
equipped not, should be adequately powered, logically laid out, 
and sometimes well armed. Interstellar economies have be- 
come sufficiently intertwined that the construction of a spaceship 
typically involves parts and technology from a dozen star sys- 
tems, possibly even from several stellar nations. Most stellar 
nations maintain a modicum of self-sufficiency to produce their 
own starships, especially military vessels. The StarMech Col- 
lective made its name from its immaculate and efficient ship- 
yards; they've given birth to more ships than those of Earth, 
even though the Collective's yards are 100 years younger. 

Resource Total: Contrary to popular opinion, the number 
listed in the final row of the table cannot and should not be used 
as a measure of а stellar nation’s overall strength. È may prove 
useful in some regard, however, as a primitive measure of each 
nation's gross economic strength. For example, Austrin-Ontis 
may be one of the more powerful stellar nations, thanks to a 
large and well-trained military. Nevertheless, in terms of its в 
fect on the interstellar economy, several nations produce more 
capital. 


Hough estimates place the combined interstellar military forces 
today at about three-quarters the strength demonstrated in the 
middle of the Second Galactic War, near 2430. More important 
the industrial capacity to create military assets has fallen by 
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more than half; the end of the war has brought an end to the 
need to constantly replace assets lost in fighting. Ironically, 
though, the gross number of military assets in explored space 
tas risen since the Treaty of Concord. The fact that military 
forces were at an all-time low before 2472 lends credence to 
the theory that the current peace is likely to be a temporary one, 
an opportunity for stellar nations to fortify, rebuild, and prepare 
for the next round of strife. 

Almost three decades after the war, the primary means for 
the projection of force is still the naval task force. Ив the prin- 
úpal military structure of the day. The standard task force is 
tentered around a fortress ship, typically escorted hy two addi- 
tonal capital ships (dreadnoughts or carriers), several cruisers, 
teplenishment vessels, and smaller craft. With a range of 50 
light-years provided hy its fortress ship, the task force can at- 
ack or defend over a wide operational theatre. Alternatively, 
sk groups can contain a mix of three or more dreadnoughts 
and carriers. Though slightly weaker (history has shown the 
an! fortress ships capable of defeating as many as four dread- 
noughts in pitched battle), this task group is a mainstay of most 
sellar navies, thanks mostly to the incredible cost of fortress 
ships. Most dreadnoughts can leap a prodigious 35 light-years 
while ferrying a dozen cruisers and smaller escorts. 

Once a task force has eliminated enemy spacecraft and de- 
‘ensive stations and established space superiority, troop carriers 
and space-to-ground assault craft take the next step. While or- 
tital bombardment can reduce important military targets to rub- 
tle, assault troops must seize the important communication, 
command, and control targets. Losses among ground troops can 
be very high; this is one reason why each stellar nation has an 
amy numbering in the billions of soldiers. Eventually, a planet 
and its population can be brought under a new authority. 

Nevertheless, the value of naval and ground assets limits 
heir use during offensive actions. Many stellar naval forces are 
ted down to defense sectors. Each defense sector within a stel- 
lar nation is patrolled by the equivalent of at least one task force 
т group. In times of war, these defensive groups cluster to- 
gether for strength, awaiting a drivespace signal that indicates 
the approach of an enemy fleet It's not uncommon for the de- 
fense sectors to be patrolled by a fleet that's more dispersed, 
concerned with putting out small uprisings and skirmishes 
rather than facing a concentrated attack from a foreign power, 

‘The greatest advantage that militaries enjoy today are well- 
trained forces. In the midst of GW2, military personnel learned 
many of the important lessons on the field of batlle-if they sur- 
vived long enough. Today, the armies are smaller but better 
equipped, better trained, and better prepared for the occasional 
skirmishes expected in postwar society. As noted on the pri- 
mary table of military assets, none of the nations that survived 
the war have the obsolete "E" naval or ground rating. Only two 
have “D" scores to represent fourth-rate performance. The num- 
ber of elite ("A") forces in the galaxy continues to grow, and the 
high military readiness isn't unnoticed by political scientists of 
all siripes. 


A Primer for Concord Officers 
by Jordan Maddux, Concord Administrator 


Stellar diplomacy among the stellar nations and the Concord 
has considerable impact on the day-to-day lives of Concordan 
men and women, and every sentient should understand the ba- 
sis. Of course, the summary provided here grossly oversimpli- 


THe Remains or OSS SuivA 


Even when a fortress ship is destroyed-such as the loss of 
the Orlamu Sacred Ship Shiva during the Battle of Songham 
in 2401-15 life isn't necessarily over. A dozen competing 
claims to the Shiva's salvage rights kept anyone from taking 
the ship apart; instead it was slowly settled by the system's 
squatters and traders, who siphoned fuel from ће Shive's in: 
tact tanks and stripped parts from its remaining intact levels. 
Eventually, a Concord court ruled that the Adrenaline Trade 
Company, then in possession of the drifting hulk, was the 
rightful owner by virtue of the capital improvements that the 
ATC had made to the ship, 

The stripped skeleton of the Shiva, renamed the 55 
Karma by its inhabitants, became an important relay station 
for ships entering or leaving the Songham system. Over 
time, life support and small mass reactors restored portions 
of the foriress ship to a functional state, though many levels 
remain unpowered and open to vacuum. Shuttle craft and 
cargo warehouses now fill hangars where bombs and fight- 
ers once were stored. 

The Shiva's engines have never been rebuilt, as the cost 
would be enormous, but a dozen of its plasma cannon tur- 
rets remain operational, reliant on the same retrofitted mass 
reactors that power the hulk's new life support systems. As 
a result, the Karma is one of the best-defended space stations 
in the galaxy, and a bit of a tourist attraction as well. In re 
cent years, its cargo and repair facilities have been joined by 
a tourist level complete with hola re-creations of the battle. 
The Karma also boasts а Grid-accessible historical museum 
that includes a virtual tour of the Shiva as well as an 
overview of the battle. 


fies the complexities of international dynamics. This simplified 
presentation illustrates only broad tendencies on the individual 
level. Orions and Orlamus are steadfast allies, yet nothing pre- 
vents individual Orlamus and Orions from despising one an- 
other, And the reverse can be said about VoidCorp Employees 
and Inseers, as difficult as that may be ta imagine. 

Today, many diplomatic relations remain colored by the 
events of the War. Enemies of 30 years ago remain unfriendly 
today, even if the interstellar peace doesn’t allow open conflict, 
As the war recedes into history, new coalitions, alliances, and 
rivalries are sure to arise. A whole new strain of national com- 
petition has started over the frontiers abandoned a century ago. 
Nations that pretend to the closest friendship clash desperately 
over economic and territorial issues. The need for the Galactic 
Concord has never been greater. 

Austrin-Ontis Unlimited has few friends but only one national 
enemy. Because Austrins rely on arms sales to every stellar na- 
tion, they avoid becoming entangled in alliances. Some goodwill 
exists between Austrin-Ontis and the other members of the 
Profit alliance (Rigunmors, StarMech, and Solar), but the com- 
petitive nature of the stellar nations has diminished any friend- 
ship into simple defensive agreements. Austrin-Ontis’s greatest 
antipathy is reserved for the Nariacs—a hatred fostered by the 
war, 
‘The Borealis Republic follows form by maintaining close ties 
to war allies and spurning wartime foes. While the Borealis mil- 
itary has made minor improvements, Borealins walk softly de- 
spite their distaste for Thuldans and their puppet Hatire 
brethren, Borealis diplomats wrangle for protection and support 


from more powerful friends; the creation of the neutral Concord 
Sagittarius region has only slightly dulled their nervousness. 

The Hatire Community is dominated by its own religious 
views and the demands of its theocracy. Nevertheless, this has 
not prevented the Community fram reaching a compromise with 
its militaristic neighbors in the Thuldan Empire. The Community 
can't make serious diplomatic moves without Thuldan over- 
sight, but the only issue on which the two nations differ is the 
Hatire crusade against the Nariacs and their cybertechnalogy— 
despite their alliance during the war. 

Jnsight, as the youngest stellar nation, is still working to find 
its place in the interstellar community. About the only stable el- 
ement in its diplomatic policy is the disdain with which Inseers 
view VoidCorp. While Insight enjoys modest assistance from its 
wartime allies (Orion, Orlamu, and Borealis), Insight leaders 
have to date refused to ally themselves closely with anyone. 
Thay understand that they were supported as a weapon against 
common enemies—and will continue to be viewed as such. 

The Nariac Domain, ironically, doesn't reciprocate the Aus- 
trins’ Ш will. Instead, most Nariacs dislike VaidCorp. For more 
than a century, VoidCorp has reduced the Domain to little more 
than a client state. As the Nariacs institute slow changes in their 
relationship with the corporate behemoth, they are becoming 
more openly opposed to VoidCorp “bureaucratic assistance” Un- 
fortunately, the Domain finds itself without allies willing to as- 
sist; most of VaidCorp's enemies have little reason to assist the 
Domain after their violent struggles against cyber-enhanced 
Nariac soldiers during the war. 

The Orion League enjoys some of the strongest alliances 
among the interstellar nations. The close bonds between the 
League and the Олати Theocracy has led to their status as ‘sis- 
ter states” They represent an exception to the rule that stellar 


nations will use any means to gain an advantage, even against 
their allies. The League maintains close ties with Insight and the 
Borealis Republic. As the leader of the FreeSpace Alliance, the 
Orion government is singularly responsible for the survival of 
these weaker powers. 

As noted, the Orlamu Theocracy has the strongest ties to the 
Orion League. Despite their theocratic government, the Orlamus 
have a democracy, with civil rights preserved for all; this has 
certainly helped the two states’ excellent relations. The Thenc- 
racy also shares another quality with the League: few strong 
enemies. While the Expansion states may never respect either 
of these nations, since neither Orlamu nor Orion shared a bor- 
der with them, hatred never became as strongly entrenched 
here as it did elsewhere. 

The Higunmor Star Consortium has many enviable charac- 
teristics. Despite a capable military, few nations consider the 
Rigunmors a political threat. Only with VoidCorp, an enemy dur- 
ing the war and a daily competitor on the open markets, db 
Rigunmors share a mutual dislike. Higunmor aggressiveness in 
financial circles has reduced the number of would-be allies; 
even wartime friends have gone cold and distant before the jug- 
gernaut of the Rigunmor economy. One of few new friends that 
the Rigunmors have discovered is Insight. Since Insight is a 
manufacturing and design house desperately in need of a dis- 
tributor—and a protector—a new alliance seems likely. 

The StarMech Collective enjoys healthy and profitable rela- 
tionships with most of the interstellar community. Ironically, this 
favor may be a result of the same disinterest in war that led t 
massive StarMech losses during GW. Its also a testament to 
the quality of StarMech shipyards. Today, StarMech diplomats 
save their venom for Thuldan targets. Though the nation’s only 
external concerns lie in Thuldan space, even that threat is 
muted by the Concord presence in the Taurus Neutrality. The 
Collective's command of technology has even facilitated its mod- 
est success in opening markets in Nariac space. 

The Thuldan Empire has a healthy relationship with more 
than a third of the Stellar Ring—namely, its wartime partners. 
Fear and dislike have bred conflict with the Borealis Republic, 
the Union of Sol, and the StarMech Collective, but even more 
nations express continued distress aver the growth of the Thul- 
dan military and the industries that support it. The Thuldan goal 
of reunifying humanity stifles their friendship with foreign pow- 
ers; the Thuldan diplomatic corps is sometimes unclear whether 
it wants to conquer the galaxy by force or foster a sense of 
friendship and respect that could lead to а more natural Thul- 
dan leadership of the Stellar Ring. 

The Union of Sol, always represented in foreign affairs by 
the Sunlord, presents one of the best images of a successful 


state, It has no significant enemies, but few strong allies. Solar | 


diplomats are among the most capable, and they benefit from 


standing at the center of explored space. Like the Thuldans, | 
though, the Union is always looking for habitable worlds to re- | 


lieve the stress of overpopulation. Unlike stellar nations with 
obvious routes of expansion, Solars must struggle to build a 
stranger sort of “internal frontier” 

VoidCorp, perhaps because of its economic dominance and 
success, has fewer friends than enemies today. Its underground 
war with the rogue division Insight continues. Despite years of 
success and the threat of harsh retaliation, the Nariac Domain 
threatens to leave the VoidCorp sphere of influence; in recent 
years, brazen acts of sabotage and terrorism targeting VoidCorp 
assets have escalated. Oddly, it's still not uncommon to see all 
three of these stellar nations vote together in the Galactic Con- 
sulate, given their interest in technological industries. Howeven, 


the Rigunmor Star Consortium, the enemy during ће war and 
beyond, spares no expense to compete with VoidCorp. The only 
ally that VoidCorp can rely on consistently is the Thuldan Em- 
pire, its chief economic and political partner. 

The Galactic Concord, in spite of its official status above the 
fray of nations, has many of the same difficulties working with 
individual stellar nations. In particular, the Solar Union and 
VoidCorp have proven the most troublesome and difficult; 
theyre notorious for disturbing meetings of the Galactic Con- 
sulate and sometimes the Galactic Court. All of the stellar 
nations have mixed relations with the Concord. On one hand, 
they relish the peace dividends that the Concord is partially re- 
sponsible for. They can take advantage of a neutral mediator in 
limes of conflict But when decisions don’t go their way, they are 
quick to denounce the Concord as a totalitarian regime casting 
its weight about. Та date, the only consistent and constant sup- 
porter of the Concord is the Orion League, which led the charge 
to create the Concord in the first place. 


With the war receding into the past, citizens of the 26th cen- 
lury sometimes forget its ravages. Unfortunately, the war con- 
tues to cast its shadow over many segments of interstellar 
life. Three of the most important surviving elements of the war 
are its great alliances: the Expansion Pantad, the FreeSpace Al- 
lance, and the Profit Confederation. 

When the war opened in 2346, few international alliances 
existed. Every stellar nation was struggling to survive in a 
galaxy of aggressors, Almost half of the 26 stellar nations es- 
fablished by the Treaty of Earth disappeared within the first 
decade of fighting. They were weak and unprepared. By 2356, 
lie surviving nations were well armed and well defended. 
Aher a decade of operating under a wartime economy, they 
had improved their readiness for war and were fully capable 
of prosecuting the war effort further. But the price in lives, re- 
sources, and planets would be high. 

Faced with the cost of hard conflict, the Thuldan Empire 
‘ook the first steps to create an interstellar alliance, After mak- 
ing peace and then aligning itself with the Hatire Community, 
Emperor Decret next move was bolder. The emperor met with 
VoidCorp and its clients-the Dreth Commonwealth and the 
Nariac Domain—and formed the Expansion Pentad in 2361, As 
is name suggested, the blocs goal was to bring all of space 
under its control. This new powerhouse already controlled al- 
most half of the Stellar Ring, and given its concentration of 
power, it promised to grow. 

The other nations were quick to respond. The Union of Sol 
and the Orlamu Theocracy gave up their dreams of neutrality. 
The Orion League and the Orlamu Theocracy, after years of 
mutual peace and friendship, formed the FreeSpace Alliance. 
largely a mutual defense treaty promising aid in the event of 
attack, the FreeSpace Alliance also stood for self-determination 
inthe rough days of war. After the Pentad claimed large areas 
of Borealis space in 2372, the Borealis Republic joined the 
freeSpace Alliance, mostly out of desperation. 

Atthe same time, the Rigunmor Star Consortium formed the 
Profit Confederation with the Union of Sol, Austrin-Ontis Un- 
limited, and StarMech. This alliance was formed out of fear, 
and incorporated nations devoted entirely to trade, The Profit 
nations depended on the interstellar economy. As a result of 
their alliance, all four nations survived. Finally, concerned 
about Thuldan and VoidCarp advances throughout the 2360s 
and 2370s, President Brown of the Orion League established a 
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“gentleman's agreement’ between the Profit Confederation and 
the FreeSpace Alliance. FreeSpace and Profit nations wouldn't 
attack one ancther as long as the Expansion Pentad threat was 
dominant, 

Slowly, the tide of Expansion advance was brought to a halt. 
The Rigunmor Star Consortium dealt a crippling blow to Void- 
Corp when it crushed the Dreth Commonwealth fleet in 2380. 
Almost half of Dreth space fell to ће Rigunmors, while Void- 
Corp annexed the remainder. Furthermore, VoidCorp losses 
rose when it took over the front against the Figunrnors. The 
war's true turning point was at the Battle of Songham (2401) 
in StarMech space. There, Thuldan, StarMech, Ürlamu, and 
Orion armadas clashed. After a savage conflict leading to 
heavy losses on all sides, the Thuldans were pushed hack 
Songham changed the nature of the war. 

With the Expansion Pentad checked, the agreement between 
Profit and FreeSpace collapsed. The war degenerated into three 
bitterly entrenched alliances sniping at one another. Whenever 
one seemed ascendant, the other two formed temporary al- 
lances to restare the balance of power. The final shift in the 
war came 30 years later when Insight, a division of Void- 
Corp, declared its independence and joined the FreeSpace Al- 
liance. Faced with growing rebellion and diminishing 
resources, the stellar nations finally agreed to a peace in 2472. 

‘Today, remnants of the great alliances live on in interstellar 
relations, For the most part, the war's enemies remain enemies, 
and its allies remain allies. The Orion League and the Orlamu 
Theocracy have never been closer friends, and Solars and 
Thuldans remain bitter enemies. Whether the alliances will be 
strong enough to drag all the nations concerned into a third 
galactic war remains anyone's guess, but the most likely power 
blocs may not involve three alliances at all. A few shifts plausi- 
ble in the current climate: The Nariac Domain may attempt to 
find a home with the Union of Sol, and the Profit Confederation 
splits between the Union/StarMech and the Rigunmor/Austrin- 
Ontis pairing. Further, Insight is rumored to be toadying furi- 
ously among the Higunmor to cement a partnership against 
their mutual VoidCorp enemies. The great enigma that keeps 
these conflicts from sparking into war remains the Concord, 
which cannot afford to take sides. 


The Verge is full of wonders and trea- 
sures, but it’s not for the timid. Out here 
їп the farthest reaches of explored 
space, the process of discovery contin- 
ues. Virgin worlds still await the first 
imprint of a human foot, and humanity 
continuously encounters new life. As 
more than one explorer has put it: The 
Verge is where the action is. 

The Verge's borders are a matter of 
some debate. Some 
stellar cartographers 
include all the stars 
beyond Kendai, at 
the border of the 
Concord Taurus pro- 
tectorate. Others— 
StarMech, for ex- 
ample—say that the 
Verge begins with 
the populated world 
of Bluefall in the 
Aegis system (of 
course, this assertion 
benefits StarMech, 
as it could then 
advance a ‘claims Бас 
the systems cen- 
tered around Tendril 
should.«fall;within 
StarMechispace): 

Most ‘stellar mations acknowl- 
edge Tendril as the closest edge of 
the Verge. In fact,'it was the Tendril sys- 
tém's discovery that began the rush of 
exploration and colonization. The 
Verge's farthest point i$ Hamimer’s Star, 
the'last system explored before the Sec- 
ond: Galactic War. Beyond this area lies, 
the Lightning. Nebula, a likely destinas 
tion for the next wave ғ expansion. 
Aegis forms the center of the Verge and: 


contains, the largest population on) the 


THEAWERGE 


and Endomar form the likeliest candi- 
dates on each side. - 

All in all, the Verge is a sector of space 
about 100 | light-years long, wide, and 
deep. With'an approximate stellar densi- 
ty of one star for every 10 cubic light- 
years,.the Verge contains some 10,000 
stars, and éxplorers have examined only 
1000 of those. Fewer than 100 of these 
explored stars possess colonies. 

Officially, the 
region. is part of the 
vastness of Open 
Space, but the 
Galactic Concord 
sees the Verge as a 
collection of inde: 
pendent nations 
and patrols accord- 
ingly... Unfortunate- 
ly, many of the stel- 
lär nations don't 
See-it-this-way- Ties 
between these 
patron- nations. and 
their colonies: still 
kemain strong, .and 
many "governtrients 
in-the Stellar Ring 
would.-like to... pick 

ир where they left off before the 
gopenibg of GW2: 

To complicate matters; the Verge 

hás' some--very- valuable. assets—com- 


E н 


-hodities upon which each stellar nation 
-Ras its eye: With fewer than hin 10 star 


systems explored, ships and probes have 
already discovered at least. eleven. Class 
I-planets—worlds' easily colonized by 
hürnans-in. thë Vergė: The region also 
contains an abundance of planets, aster- 
0195, and stellar matter in high demand 
e tHe-growing.economies of both the 


frontier. The Verge's" radial edges RITE and the Verge itself. 
dn 


harder to define ea Mante 


K 
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Thus, the Verge represents the future. If the Interbellum of 
2312-2346 is any guide, the sentients of the Stellar Ring are 
likely to seize upon this new era of peace as a time of growth: 
in the sciences, with new discoveries and advancements; in 
population, with more opportunities for a peaceful existence; in 
exploration. New expeditions into the Verge begin each year, 
and explorers currently plan to travel beyond Hammer's Star. 

The Verge is a springboard into the unknown because of its 
location near the edge cf the Orion Arm of the Milky Way. Not 
far beyond (in astronomical terms) lies the Perseus Arm, an un- 
explored expanse that presents new opportunities for the sen- 
tients of the Orion Arm. Finally, the depths of intergalactic space 
lie beyond the Perseus Arm. It is to here that the bold and 
courageous species of the Milky Way must eventually travel, 


History 


The history of the Verge is bound up in each of its many sys- 
tems, all of which possess unique origins and experiences. 
These systems share one thing: a common history that encour- 
ages them to work together as a group instead of competing 
against each other. 


EXPLORATION 

Expeditions to the Verge began with the StarMech Collective's 
journey to the Tendril system in 2315. It was the StarMech Col- 
lective's first wave of exploration after the First Galactic War. In 
‘truth, the Tendril system lay closer to the Taurean Star Repub- 
lic, a weak stellar nation eventually destroyed by the Thuldan 
Empire during GW2. But the leaders of StarMech set a prece- 
dent by advancing a claim to the system. 

‘Taking advantage of what they correctly perceived as Tau- 
rean weakness, groups from every stellar nation soon followed 
the StarMech advance. 

Orion scouts charted the beautiful Aegis system in 2318. 
The Hatire Community seized the world of Grith in ће Corrivale 
system in 2319. The Solars registered a claim to Penates in the 
Lucullus system. The Higunmors latched onto the mineral-rich 
world of Leen in the Oberon system, and within two decades, 
ће Thuldans and Austrins settled the twin planets of the Al- 
gemron systern. Finally, in 2341, an expedition partially funded 
by the Borealis Hepublic crossed most of explored space in 
order to colonize Spes, a planet in the Hammer's Star system. 

By then, the wave of exploration had ended. The stellar 
nations directed their precious resources inward, girding them- 
selves for the Second Galactic War. It proved ta be a wise step, 
for the war dragged on longer than anyone anticipated, and 
none of the stellar nations wanted to support their colonies 
when they faced extinction back home. 


CONFLICT 

The Vergers followed the first few years of the war with inter- 
est, as ће infant Verge colonies considered themselves very 
much a part of the stellar nations that founded them. News of 
‘the major battles and confrontations arrived via drive relay, and 
interest soon grew to conflict. Thus, the Second Galactic War 
found a microcosmic expression in and between many Verge 
systems, as the colonists used their meager resources to fight 
each other. 

Slowly, several factors led most colonies to waver in their 
byalties. The first of these was the lack of commitment demon- 
strated by the stellar nations at war. Few of the nations assigned 


military forces to help the Vergers win their litle wars, and in- 
deed the resources that these nations promised their colonists 
began to dwindle as early as the 2350s. Some of the smaller 
colonies actually collapsed as a result, and even the largest and 
most populous felt the crunch when their support vanished. Not 
surprisingly, a few of the less intrepid colonists decided to climb 
aboard driveships and make their way back to their stellar 
nations. 

Most Verge settlements decided to weather their difficulties, 
and instead of sending their few driveships back to the Stellar 
Ring and its war, they sent driveships to each other. Many of the 
settlements couldn't survive on their own, but with trade be- 
tween systems, each found a way to get what it needed. A sense 
of a common good even led some of the richer systems to go 
out of their way to trade with their weaker neighbors, Yet it 
quickly became clear that nothing like a common Verge gov- 
ernment would ever arise. Even though most of the Verge sys- 
tems had put aside their desire to battle one another in the 
name of their stellar nations, distrust still ruled throughout the 
frontier, Piracy and crime were rising fast, and some of the sys- 
tems—Lucullus and Ptolemy among them—embraced these 
practices as a way of life. 


THe LONG SILENCE 


The catalyst for the final break came with the Battle of Kendai, 
fought at the edge of the Stellar Ring in 2375. During the en- 
gagement, the Kendai drivespace communication relay was de- 
stroyed, terminating contact between the Stellar Ring and the 
Verge. Thus began the Long Silence. Now firmly on their own, 
many colonies of the Verge began to think independently. As 
new generations were born and cultures developed, many 
colonists started to think of themselves as citizens of their own 
system, instead of members of a distant stellar nation. By the 
lime contact was reestablished more than a century later, more 
than half the Verge systems boasted of their independence. 

Meanwhile, they struggled for survival. Both traders and pi- 
rates organized themselves, and life om the frontier soon 
reached a certain level of stability, However, two events rocked 
that stability during the Long Silence. The first was the inexplic- 
able disappearance of the Orion colony on Bluefall in 2454, a 
mystery that remains unsolved. The second was the destruction 
of the Silver Bell colony—and much of the surface of the planet 
Spes with it-in the Hammer's Star system. (The culprits behind 
this attack are still at large.) Both of these events taught the 
Vergers the unpredictability of life on the frontier, 

‘Yet the Long Silence itself was never absolute. Occasionally, 
stray vessels—some of military origin and some full of 
refugees—would make thelr way out to the frontier. A whole 
fleet of such newcomers arrived from Orion space in 2464 to 
reestablish a colony in the Aegis system, Mast of these travel- 
ers brought word of the terrible ferocity of the Second Galactic 
War; many had fled dying worlds and crumbling stellar nations 
in order to come. Yet in 2472, the war in the Stellar Ring came 
to an end. In the next two decades, while the stellar nations 
struggled to survive and rebuild, rumors trickled into the Verge 
that peace had descended. Most didn't believe it at first, but by 
2496, the gossip had gained the ring of truth: The war was 
over. 


THE RETURN 
The reconstruction of the Kendai relay occurred just as several 
of the Verge governments, led by the Regency government of 
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Aegis and the corporate syndicates of Tendril, began planning a 
joint expedition back to the Stellar Hing. While many Verge 
nations were enjoying their independence, some colonies con- 
tinued to struggle. In any event, the Vergers wanted first hand 
news of the Stellar Ring, 

The transmission received at the Tendril drive relay ended 
the Vergers’ proposal. Along with allowing the colonies to send 
and receive messages to the Stellar Ring again, the rebuilding 
of the Kendai drive relay had two important effects, First, it al- 
lowed the distress call of Hammer's Star—then seven years old— 
0 reach its intended audience. The stellar nations were, if 
anything, more alarmed than the Verge governments, as the 
Vergers had grown used to disappearing colonies, Second, it 
became clear that the stellar nations had regained their interest 
in exploration, expansion, and the Verge. 

The arrival of the Monitor, a fortress ship of the Galactic 
Concord, made that abundantly clear. Now the stellar nations 
have returned to the Verge, and they're eager to take up where 
they left off a century ago. 


Topay 


The Vergers’ reaction to the Return was quite mixed. The strug- 
gling colonies cheered the return of their patrons, and many of 
the larger colonies—such as those on Algemron and Tendril 
hoped that the return of their patrons would solve many of their 
problems. Others, however, resented the arrogant presumption 
that the stellar nations could so quickly and easily assume con- 
trol Currently, more than a dozen systems have loudly pro- 
daimed their independence, demanding recognition from the 
stellar nations and the Galactic Concord. 

As for the Concord, most Vergers consider its arrival an 
overall benefit to the region. It patrols Verge space, keeping the 
area (relatively) safe for trade, travel, and exploration. Despite 
the number of planets and star systems claimed by individual 
stellar nations, the Concord's political control includes the 
length of the Verge. Such titular control is complicated by the 
realities of the situation. A dizzying variety of factions have fo- 
cused their attentions on the region. Servants of the Concord 
must therefore balance their authority with the demands of 
many parties in order to avoid confrontation. While it's unlikely 
that a skirmish between a stellar nation and an independent 
Verge government would spread to the Stellar Hing, the Con- 
cord doesn't want to take any chances. The contentious Verge 
гап! be allowed to spark a Third Galactic War. 


VERGE PROTECTION 


In keeping with its ultimate priority of securing peace in the 
Verge, the Galactic Concord has done much to increase the 
overall defense of the system. Every four months, either the 
Monitor or the Kordava (Concord fortress ships) returns to Ten 
dril from the edge of the Stellar Ring, bringing supplies and as- 
sistance. The Cancord's stated purpose in completing this trip is 
to facilitate passage between established space and the frontier 
using either ship's gigantic stardrive. Is also clear that these 
fortress ships serve as a powerful deterrent to violence. Each 
ship is part of a strong task force that includes a pair of dread- 
noughts and more than a dozen cruisers and smaller craft. 
Within the Verge, the Concord’s defense is just as strong. The 
lighthouse, a mobile space station donated by the Orlamu 
Theocracy, is a station of commerce, but it carries a formidable 
arsenal of its own. Along with it, three dreadnoughts patrol the 
length of the frontier region. The Vition has been assigned to 


permanent duty in the Hammer's Star system—at least until the 
system is sale from the criminals and aggressive aliens that 
plague it. Two other dreadnoughts, the Tender Dawn and the 
Revealer, \ead patrols in the major and minor systems of the 
Verge, wherever the Concord feels that a demonstration of 
force and interest is appropriate. In addition to these two 
dreadnoughts and their escorts, the Concord has devoted 
dozens of smaller craft—cruisers, destroyers, corvettes, and 
smaller vessels-tn the protection of the Verge. 

The stellar nations and the Verge governments also con- 
tribute to the overall defense of ће system-although they are 
just as likely to use their assets for conflict as for cooperation. 
All of these craft are cruiser-class or smaller, with the exception 
of the Sanctuary, an independent dreadnought owned by the 
Regency of Bluefall. The stellar nations like to keep a collection 
of corvettes and scouts near their established colonies—just in 
case. Larger military vessels, destroyers and the like, can assist 
in commerce by ferrying smaller craft through drivespace. 


DEFENSIVE Systems 


While many systems in the Stellar Ring have state-of-the-art 
defensive systems of Type Six or above, the planets in Verge 
space have considerably less advanced armaments. The classi- 
fications, and the systems that use each defense rating, appear 
below. Volatile conditions within the Verge can alter the capa- 
bilities of any individual system at a moment's notice. For ex- 
ample, the Concord constantly patrols the region. Should one of 
its two principal task groups enter a Verge system, that system's 
defensive rating improves by at least one type. 


ТҮРЕ Five 

The epitome of protection in the Verge, this defensive system 
equals the military capability of many Stellar Ring worlds; it in- 
cludes planetary shields, advanced satellites and weaponry, and 
other support craft. These defenses could suppress an attack 
from a task group and perhaps even hold out against the forces 
of a full armada. Independent raiders and criminals don't stand 
a chance against these defenses. Only two systems in the Verge 
can boast such protective armament; Aegis and Hammer's Star. 
Aegis, controlled by the Regency government, has a strong fleet 
led by a dreadnought. In the Harnmer's Star system, the бајас 
tic Concord has assembled an even greater collection of might 
to avenge the destruction of the Silver Bell colony. 


Armed space stations and a capable space fleet boasting cruiser 
strength are necessary criteria for a Type Four defense. To 
gether, mobile and fortified points create a network of shielding 
capable of stopping all but the most determined assaults. Within 
the confines of the Verge, Tendril and Algemron possess this de- 
fensive level. 


Type THREE 
This system consists of a small navy or a network of defense 
satellites; it can provide a capable defense against independent 
craft and pirates. Against more determined foes—such as a 
large naval lorce—the system's fortifications would probably 
prove unequal to the task. Three Verge systems qualify for Type 
Three status: Corrivale, Lucullus, and Oberon. 


Tyre Two 
A sparse defense network ar a meager fleet of a dozen or fewer 
noncapital craft earns a Type Two rating. These defenses can: 


not repel an attack by trained military forces, and they are even 
vulnerable to more organized raids by pirate bands and groups 
fof criminals. Several systems fall into this category, including 
Argos, Ptolemy, Mantebron, Karnath, Coulomb, and Tychus. 


This defense system consists merely of a few patrol ships. 
About the only antagonist this system could repel is a lone 
raider or corsair. Against more significant enemy forces, the 
only useful action is a call for help. More than half the colonized 
systems of the region fit into this category. 


Systems with this defensive level rely on the goodwill of their 
visitors. In other words, no hope for realistic defense exists— 
though planetary-based defenses and inhabitants may repel 
small assault groups. The youngest fledgling colonies and the 
many unexplored stars of the Verge—about 94% of its territory- 
fit this category. 


Operating in an area as diverse and complicated as the Verge, 
the stellar nations have adapted to new avenues and possibili- 
ties. In some ways, they're more likely to work together in the 
Verge than in the Stellar Ring-despite their competition for 
Verge systems and planets. Simply put, the stellar nations don't 
have enough assets to accomplish everything they want in the 
region, and commitments back home make it almost impossible 
to devote additional resources. So, they adopted the Integration 
Act. Passed by the Galactic Consulate, this measure gives 
greater latitude to military and government personnel. In shor, 
given the permission of a commanding officer, military person- 
nel can serve aboard independent vessels, ships of a Verge 
government, or even the vessels of another stellar nation, 

For example, it's not uncommon for the Galactic Concord mil- 
itary to act as crew members on free traders, and VoidCorp mil 
itary personnel frequently travel on board corporate merchants 
that serve another government. As long as the cooperation 
makes sense to military commanders or serves some good pur- 
pose, it's normally allowed. Of course, the captain or controlling 
officer aboard the integrated vessel must also agree to the as- 
signment, and there are obvious exceptions. VoidCorp military 
would never work openly with the sesheyans of Grith or Insight 
military, and the Galactic Concord would never authorize its mil- 
itary personnel to work as corsairs, thugs, or smugglers. 

Only 10% of military forces are eligible to participate in the 
Integration Act; the remainder are on active duty in more con- 
ventional environments. The Integration Act is one reason why 
Concord Administrators are so busy in the Verge; they must 
constantly adjudicate questions arising from this new mix of 
military and civilian personnel. 


During the many years of the Long Silence, the people and gov- 
ernments of the Verge banded together for protection, econom- 
ics, and self-interest, Mast of the time, this simply meant that 
Vergers politely shared information with one another. The gov- 
ernments attempted to keep abreast of events, alerting their cit- 
izens whenever a threat manifested in a system, Clear examples 
of this teamwork appeared in response to the civil war in the 
Algemran system and the destruction of Silver Bell. A cry went 
out loud and clear: Vergers should avoid these systems. 


In most instances, locking out for one's neighbors never be- 
came a real matter of trusting them, but rather of needing them 
to live and prosper. Many of the colonies exist on worlds that 
can't sustain independent growth without trade. 


F wie 
Originally a political body, the nature and focus of the Verge 
Confederation has changed throughout its short history, In 
2468, leaders of many Verge governments met for the first time 
on Bluefall in order to discuss means of improving the eco- 
nomic and political stability in the area. Many saw the confer- 
ence, and the confederation that resulted from it, as an attempt 
by the Regency government of Bluefall to seize control. What 
ever the conference's ambitions, that threat never materialized. 

Instead, one of the small, secondary agenda items went on 
to change the Verge in an unexpected way. The delegates 
agreed thal the Verge Confederation should form a small bu- 
reaucracy of its own to watch over conditions in ће frontier. Op- 
eratives of this bureaucracy would investigate unusual events, 
phenomena, and risks to the region's security. In point of fact, 
the Verge Confederation became a clearinghouse of unusual tal- 
ents, explorers, and agents of one kind or another. When pri- 
vate individuals, corporations, or governments wanted special 
assistance, they enlisted the Confederation’s help. 

The Verge Confederation, as a political body, has met anly 
twice since its creation. In 2490, delegates from most of the 
Verge colonies came together in order to discuss the destruction 
of the Silver Bell colony. In 2497, they met again to determine 
what, if any, strategy the Verge systems would take in response 
to the return of the stellar nations. 

The most recent session clarified the political powerlessness 
of the Verge Confederation. The separate colonies had such dis- 
parate thoughts about the return that they couldn't strike а real 
alliance. About the only agreement they did hammer out was 
the principle of self-determination: Each colony had the right to 
decide whether to reunite with its former patron, to form ties 
with a new stellar nation, or to remain independent. 

Its unlikely that another council will ever convene; as a po- 
litical body, the Verge Confederation is dead. Now it serves 
merely as a clearinghouse for talent. For the most part, mem- 
bers of the Confederation work independently of each other; 
sometimes they may even work at cross purposes. The only 
oath members of the Confederation must take regards the Verge 
principle of self-determination. No member can act in a way that 
would undermine the principle of Vergers deciding their future. 

Айз Ji] Utir (Fm/Argos/DMW-8) 15 the bureaucrat who 
oversees the Confederation from its headquarters in the Argos 
system. Small offices exist in the populated colonies. Each of 
these offices keeps records and resumes of Confederation mem- 
bers. Hecently, membership has become quite easy to secure, 
and the group even accepts applications fram Arrivers. 


Concord Free Now is the most radical political group in the 
Verge. Since its first public appearance—when it claimed re- 
sponsibility for the sabotage of a StarMech cruiser in the Ten- 
dril system-CFN has grown increasingly desperate. Its attempts 
to keep the stellar nations out of the Verge clearly aren't suc- 
ceeding, and now its members view themselves as the patriots 
of an occupied territory. Concord Free Now has been connected 
to dozens of terrorist attacks against military and civilian assets 
of the stellar nations—including the Galactic Concord. The only 


criterion necessary for an attack by CFN is a connection to the 
Stellar Hing. 

СЕМ believes that the governments of Old Space surren- 
dered all rights to the Verge during the Second Galactic War. 
The Verge із no longer theirs; it belongs to the Vergers. CFN's 
activity has focused on systems that share some of its ideals for 
independence—especially the Oberon system—but all Verge sys- 
tems are subject to CFN attack and sabotage 


REDMAN-SMiTH TRAE е 
In the Verge, money has proven а more unifying factor than 
politics, Here, corporations and giant syndicates have yet to take 
over the regulation of trade; independents and free traders still 
dominate the trading economy for Verge systems. These 
smaller merchants have formed guilds such as the Redman- 
Smith Trading Corporation. Originally, this trading company 
consisted of only a few dozen Higunmors and Starmechs from 
Tendril and Oberon who united to shuttle heavy metals from 
Leen to Alaundril. The guild's membership grew, adding sys: 
tems and cargoes to its accepted list of sources and destinations. 

The Corp spends a significant portion of its manpower and 
resources on the publication of its quarterly price index. Full 
time Carp employees wander the major systems, confirming the 
availability and current value of commodities. Corp members 
are expected to communicate the same information to the par- 
ent guild whenever possible. For free traders in the Verge, the 
manual becomes the bible by which to buy and sell items, or 
negotiate contracts. Of course, it's no guarantee of success. In 
the tumultuous frontier economy, prices can change faster than 
even the most dedicated trading guilds can track. This quarterly 
index, and the strong reputation that Corp membership pro- 
vides, are the primary reasons for joining Redman-Smith. 

Hequirements for membership have been formalized for 
decades. First, Redman-Smith performs a background check on 
the prospective applicant, It doesn’t want members who are 
known for piracy or other criminal activities—although its well 
known that the group makes exceptions for wealthy candidates, 
In ruth, the most significant requirement is an annual mernber- 
ship fee, now at $1,242. The trading group adjusts the fee each 
year for inflation and adds a surcharge (196 net profits after the 
first million Concord dollars earned in a year) for the most prof 
itable Corp members. 

At present, more than 70 years after its creation, the Corp 
has become a bureaucracy of its own, with several thousand 
employees spread over all the more populated planets. Re- 
cently, Redman-Smith has diversified in the services that it of 
fers its members. In addition to its famous price indices, the 
guild offers loans and financing to members in good standing. 
‘Typically, it offers interest up to a full point below standard, 
making it a popular choice for its members. 


Sys 1 TABLES 

Each of the major star systems described in this chapter con- 
tains a table that provides scientific information on that system's 
planets. This includes information such as the planet's distance 
from its star, the length of its year, and other quick-glance sta- 
tistics that may be useful to Gamemaster and player. Note that 
entry names in parentheses refer to moons rather than planets. 

Planetary class, and the mechanics of the GRAPH system as 
it relates to heroes and supporting cast members, are described 
in Chapter 3: Gamemasters in Action and Chapter 14: Cam- 
paign Architecture in the Aurenniry Gamemaster Guide. 


In the years of the Second Galactic War, economic and military 
power bases throughout the Stellar Ring played critical roles in 
establishing and maintaining dominance. One of the most im- 
pressive of these bases was the Lighthouse of Faith, a space sta- 
tion built and owned by the Orlamu Theocracy. What was 
unique about the giant station was the installation of a powerful 
stardrive within its heart; this station could move through space 
with an impressive 50 light-year range, equal to the drivespace 
range of a fortress ship. In addition to serving a unique role as 
a mobile temple for the Orlamist religion, the Lighthouse of Faith 
served as a center of economic activity within Orlamu space, 
Merchants came aboard and traded with individuals from di- 
verse worlds; through its travels, the Lighthouse of Faith con- 
stantly exposed itself and its guests to new markets and new 
cultures. 

The near-complete destruction of the station in 2461—thanks 
to а Solar raid inta Orlamu space—was a terrible loss. The Or- 
lamus consigned its ruined treasure to a scrap heap until the 
war ended in 2472. Finally, it delivered the crippled Lighthouse 
of Faith to the Galactic Concord. Sixteen years would pass be- 
fore its name was heard again. 

In March 2498, the Galactic Concord—more specifically, the 
Concord’s Committee on Verge Integratlon—feared for the suc- 
cess of its ‘frontier rehabilitation program" Put simply, the star 
systems of the Verge remained isolated and divided—despite the 
return of the stellar nations and the arrival of the Concord itself. 
The overwhelming majority of Verge systems had по way to 
communicate through drivespace; they relied heavily on drive- 
ships that could take months to reach other civilized systems. 

The Concord (and the Committee on Verge reintegration) 
hoped that military vessels and the increased economic traffic 
brought by the return of the stellar nations would forge new 
links among the Verge systems and the people of the Stellar 
Ring. Unfortunately, the Concord’s Star Force was too busy pa- 
trolling, keeping peace, and fighting in Hammer's Star to sup- 
port this lofty goal. Furthermore, the stellar nations’ economic 
interests in the Verge focused on the most populous and devel 
oped star systems, 

With the fear of Verge isolation firmly in his mind, Michael 
Thayne, Minister of the Galactic Consulate, lobbied for the Verge 
to become the home of a rebuilt Lighthouse of Faith. A year 
later, the refurbished, refitted, and greatly rearmed Orlamu 
space station arrived in the Tendril system to begin a never- 
ending tour of all the Verge settlements. Many inhabitants of the 
Verge consider the station, now known simply as the Light- 
house, the finest achievement of the Concord. 


From top to bottom, the tall cylindrical station is some 1,461 
meters, with a diameter that ranges from 36 meters at its 
thinnest section (the lower disc) to 401 meters at its widest (the 
upper disc). The station contains docking ports and bays, as 
well as maintenance services for arriving vessels. Long rails of 
spindly metal extend from the cylindrical station, allowing hun- 
dreds of small craft to link up with the Lighthouse. Within the 
station's crowded halls, a fully functional urban center answers 
the needs of both guests and permanent inhabitants. A full 
range of supplies, entertainment, employment opportunities, 
and Concord agency offices exist within the station. One of the 
largest Concord offices functions as the headquarters for the 
Concord Survey Service, a bureaucracy best known for can- 
tracting independent explorers for missions throughout the 
Verge and beyond. 

In gratitude to the Theocracy for donating the station, the 
highest level of the Lighthouse still serves its initial purpose: Or- 
lamist worship. As a Concord-run station, however, it's open to 
members of any religion, nation, or species. Essentially, the 
Lighthouse serves as a point of neutrality under the seal of the 
Galactic Concord, and it is the primary Concord base of opera- 
tions in the Verge. Thanks ta the efforts of Concord technicians 
and engineers, the armament aboard the Lighthouse ranks 
among the most powerful and most effective. Although the sta- 
tion couldn't stand up to a fortress ship, it can repel an attack 
from a dreadnought. Three Star Force cruisers and a score of 
smaller escorts fly alongside the Lighthouse. In addition, a rein- 
forced company of Concord Marines serves aboard the station 
itself. 

The Lighthousgs stardrive still has а 50-light-year range, 
making it one of the most impressive examples of human engi- 
neering. Today, the Lighthouse uses its stardrive to follow a 
course through Verge systems. lt remains in these systems any- 
where from a few days to a few weeks before traveling to an- 
other destination. The station usually becomes the center of 
economic and political activity in each system it enters, 

Politically, the Lighthouse offers contact and communication 
with the rest of known space. The station houses all sorts of po- 
litical officers, ambassadors, and statesman who make a liveli- 
hood serving their nations. Moreover, the Lighthouse possesses 
a drivespace communication relay. As long as it remains in a 
system, all of that system's worlds can access the interstellar 
Grid (for a fee, of course), In addition, the spindly docking arms 
of the Lighthouse permit spacecralt without stardrives or with 
smaller stardrives to dock and “piggyback” on it. This allows for 
faster travel around the Verge and more frequent contact be- 
tween various worlds and settlements. Every government, both 
stellar and Verge, takes advantage of the Concord's generosity. 

Economically, the single station represents a force that 
equals any star system in the Verge. A sizable trading commu: 
nity has established itself aboard the station, willing to meet the 
trading demands of any star system. More than one indepen- 
dent trader has made his fortune traveling the stars without 
ever leaving the Lighthouse. 

The Lighthouse has been called a beacon that will lead the 
Verge out of its long darkness of separation. Flowery language 
and public relations aside, it provides a presence of authority, a 
connection to the rest of human space, and a protective force to 
help stand against the many threats—internal and external- fac- 
ing the Verge. 


į The Lighthouse 
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The Tendril system is a stellar time bomb with a very long fuse. 
The blue star Tendril is a markedly unstable F1 star—as the star 
nears end of its life, its intense solar flare activity graws slowly 
stronger. Houghly every 67 days, solar flares engulf the star for 
13 days in a period that systern natives call the Burn. After each 
flare-up, the solar activity returns to normal levels for about 67 
days. According to the most reliable measurements, the star 
won't be going nova in the next few thousand years, but scien- 
tists are at а loss to explain the star's strange yet steady pulse. 

Until its star goes nova, the Tendril system will remain the 
gateway from the Stellar Hing to the center af the Verge. Tb Ar- 
rivers, it bears a strong resemblance to the kind of place they're 
used to. As the first settlement in Verge space a century ago and 
the first to be contacted after the Second Galactic War, Tendril is 
also among the most civilized systems in the Verge. It is the 
Verge's third most populous system, a sprawling, astercid-filled 
area of space whose worthwhile holdings—moons, mostly— 
were claimed by StarMech before the war. The vast majority of 
‘Tendril’s immense mineral wealth remains unclaimed, though 
many spacers stake informal claims, mine it, and process it be- 
fore anyone notices, 

Despite Tendril’s ideal location, the system is unlikely to 
dominate the politics and economics of the Verge. The first 
problem is the star's instability, The second is the system's lack 
of an easily habitable planet, or even an easily terraformed une. 
Tendril bathes its inner system with a high level of radiation. 
The ring of space that's warm enough to support a habitable 
planet is too dangerously radioactive for most sentient species 
to endure without special equipment. 

‘The closest planet to Tendril is Delphin, a sandy husk with 
an atmosphere of carbon monoxide and carbonyl vapor. Its sole 
importance today is the Land's View terraforming station. Land's 
View is one of the most ambitious and long-term terraforming 
operations in explored space, Sperous, a hellish planet cloaked 
in clouds and blanketed in intense heat, gives Venus of the Sol 
system а good name, It's home to nothing and no one; even ex- 
ploratory probes rarely reach its acidic surface. However, Sper- 
ous does boast a moon, Alaundril, capable of supporting life. 
Allas, a cold rock-planet, and ће Сута Belt close aut the inner 
system, the gas giant Pox and its many small moons lie beyond. 


History 


The tale of the Tendril system is representative of Verge expe- 
rience as a whole. It has a hopeful beginning, a tragedy of war 
and abandonment, struggle, and success. As always, the trou- 
bles of yesterday cast a heavy shadow over the future. 


EXPLORATION 


Scout vessels from the StarMech Collective explored Tendril in 
2315, just three years alter the end of the First Galactic War, 
during a period of interstellar expansion known as the Interbel- 
lum. For StarMech, exploring the Verge was a logical avenue 
for later expansion. StarMech representatives never guessed 
that finding a life-bearing world so far from established borders 
would attract attention from so many, and lead to the formation 
of the diverse Verge that now exists. 

On the contrary, StarMech documents reveal that the Collec- 
tive's long-term plan was to annex the distant star within 50 
years. But as explorers and colonists—some independent and 


TENDRIL 


some citizens of other nations—emigrated to the Verge frontier, 
that objective became more complicated. StarMech military ves- 
sels were too few and far too dispersed to patrol Tendril ar to 
keep others from exploring neighboring systems. The StarMech 
plan for the region suffered another blow when Orions explored 
and claimed the Aegis system and an idyllic habitable planet in 
2318. The precedent was now set; the Verge would be probed 
and exploited by all of the stellar nations. Of course, the harsh- 
est blow to StarMech development goals in Tendril was the out- 
break of the Second Galactic War. 


COLONIZATION 


Meanwhile, the first years of colonizing Tendril were difficult 
ones, The star's intense radiation was a nuisance under the best 
of conditions, During solar flares, the radiation spikes scrambled 
electronics and damaged sensitive equipment. During the 13- 
day high-rad cycle, interplanetary communication is almost im- 
possible. 

BtarMech's first goal was to lay claim to the only body ca- 
pable of supporting human life: the moon Alaundril orbiting 
Sperous. With no one to oppose them, StarMech colonists had 
only one challenge—adapting their robots and technology to the 
high radiation. They had mixed success. The boom-town city of 
Babel proved the most industrious and profitable, and eventu- 
ally became recognized as the moon's capital. In addition, 
StarMech made rapid claims to many of the most promising as- 
teroids in the Суга Belt, Many of the independent miners who 
arrived agreed to work for the most lucrative contract around- 
mining for StarMech and shipping the metals ta the refineries 
of Alaundril. 

StarMech’s decision to contract out the mining work in the 
Tendril system turned aut to be a good move. The independents 
paid a fee for mining rights to an asteroid. Then they had a 
choice of selling minerals back to StarMech corporations or 
paying StarMech a gross percentage and selling to anyone. The 
best part of the deal was that StarMech avoided any risk. Иа 
mining group failed to generate a profit, or even disappeared 
entirely, StarMech lost nothing. Mining conditions were danger- 
ous; the intense radiation of Tendril scorches even the distant 
asteroid belt. 

‘To attract additional workers, StarMech built Darkhold, an 
emergency medical and supply station within the Сута Belt it 
self. StarMech profited by selling supplies to mining crews that 
came unprepared or needed resupply. Within a few years, 
Darkhold became home to numerous entertainment facilities 
and social establishments catering to the StarMech taste for di- 
version, The contractors of Darkhold had discovered a lucrative 
business of serving the recreational needs of the Cyra Belts 
miners, who often had money to spend. The station's purpose 
was quickly changed. As an indignant Hatire moralist said, it 
became a little den of sin and crime. During a Burn, many a 
lonely and bored mining crew came to Darkhold carrying 
riches. They enjoyed themselves immensely; the lucky ones re- 
turned to their mining with their accounts emptied. The unlucky 
found themselves in debt. 

Partially as a result of the change in the way things evolved 
at Darkhold, StarMech built a second station millions of kilome- 
ters from the Cyra Belt. The morbidly named Nova Station a 
larger and more advanced facility, was completed in 2335. Set 
in orbit over Atlas, the station contained the first drivespace 


communication relay in the Verge. Nova was originally planned 
as nothing more than a research and communication center for 
StarMech, but like Darkhold it found itself serving as a port of 
tall {or ships desperate for supplies. 

Although Nova was designed for radiation resistance, even 
ts shielded systems aren't completely immune. The solar radi- 
ation during a Burn plays havoc with the station's sensitive and 
advanced electrical systems, and communications aboard the 
new station fail just as they do elsewhere. The station's drivesats 
continue to receive messages from faraway stars, but Nova 
can't relay them anywhere in the system. During a Burn, com- 
munications in the Tendril system are dependent on courier 
vessels, 

Just to keep it operational, Nova station follows one of the 
highest maintenance cycles of any StarMech station. Without 
frequent repair, the station quickly becomes inoperable. During 
solar flares, the communication relays aboard Nova are often 
permanently damaged. Only the frequent arrivals of supply ves- 
sels from StarMech keep the space station operational. 

For years, StarMech sent bulk cargo ships to pick up the 
valuable ores collected in the system and drop off much-needed 
supplies and replacement parts. It was a profitable arrangement 
for the new colonists and local workers, but when war broke 
out in 2346, StarMech concentrated on its own borders. Tendril 
and its complicated radiation problems were suddenly forgotten. 


For the first few years of the war, the colonists of the Tendril 
system enjoyed certain advantages compared to other Vergers. 
News filtered in from the Stellar Ring of the growing conflict. 
Nova Station received communiqués from parts of Uld Space 
about the mutant uprising on Tau Ceti and the escalating conflict 
hack home. Out on the frontier it seemed safer. Tendril was one 
of the better defended Verge systems, and the local situation 
hadn't yet grown desperate enough to encourage raiders and 
pirates. 

The first indication of a real problem came in January 2351. 
StarMech vessels were scheduled to arrive at the start of the 
month, as they had once every three months, carrying new 
colonists, new soldiers, new tools, and new parts for the station. 
But the scheduled ships failed to appear. At first, the colonists 
didn't worry too much; in wartime, some ships would inevitably 


be intercepted or last in combat. Nova Station's technicians sim- 
ply replaced the damaged components from spares and sent an. 
inquiry to StarMech questioning the delay. They were told that 
a conflict within the Stellar Ring had delayed the ship, but that 
the next supply ship would be on time. 

After another five months, time ran out. The quarterly Burn 
ravaged Nava Station's systems, burning through backups and 
short-circuiting repair mechanisms. With almost all of its drive- 
sats damaged beyond repair, the drivesat communication relay 
was offline. All contact outside the systern was lost-not only 
with StarMech, but also with Aegis and Hammer's Star. 
StarMech's additional supply ships never made it. At the same 
time, Babel's population barely managed ta throw together 
larger and larger greenhouses in time to feed its hungry. The 
Nova Station administrators and the Alaundril colonists were 
confronted with some difficult decisions. They tried to keep 
things running smoothly, but they weren't used to operating 
without outside help 

By methodical scavenging, the station comm technicians 
brought the drivespace comm relay back online in 2367. The 
news flooded in that the Tau Ceti incident had precipitated a full- 
scale galactic war. StarMech authorities back in Old Space ad- 
mitted with regret that the stellar nation could no longer afford 
to send resources so far away. And then the voices from the 
Stellar Ring stopped. No more messages arrived from StarMech 
ar any of the stellar nations. In 2375, ће Kendai communica- 
tion relay, set at the edge of the Stellar Ring, was destroyed. The 
Long Silence began in earnest. 

The sense of isolation fell aver the system. In the new at- 
mosphere, divisions grew between Darkhold, Alaundril, and 
Nova Station. They slowly but steadily pursued separate paths. 
While all the settlements publicly proclaimed their loyalty to the 
StarMech Collective, each one privately concentrated on its own 
survival. 

Darkhold furthered its reputation as the local rough-and- 
tumble port where anything and everything was available for a 
price. While it retained some repair facilities, Darkhold slowly 
sold off most of its technological devices ta Nova Station—in ex- 
change for additional alcohol, virtual reality gear, generators, 
and other leisure items. In the middle of the Cyra Belt, Darkhold 
remained a pleasant place to lose a fortune. 

For Babel and the rest of Alaundril, survival also meant 
catering to the miners, The outpost began expanding its indus- 
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trial base so it could trade in a wider variety of goods and ser- 
vices. Babel’s shipyards, already able to repair most spacecraft, 
quickly gained the capacity to construct system spacecraft for 
miners, patrol ships, and independent traders. Other facilities 
were built to provide basic electronic components for the radi- 
ation-bathed system. After a decade, Babel's technological base 
became strong enough to create the sophisticated replacement 
parts required by Nova Station. 

Nova Station, its interstellar voice restored but limited to the 
Verge, was a communications relay for both Tendril and the ad- 
jacent star systems, Contact with the Aegis and Hammer's Star 
systems became regular, and Tendril became one of the domi- 
nant powers of the region. Nova also served as a major port of 
call for all craft traveling in the coreward half of Verge space, 
Since ships lacking space-to-ground capabilities couldn't land 
on Babel, Nova Station provided a spaceborne shipyard, easing 
the completion of repairs. 

It wasn’t until 2405 that a StarMech naval vessel finally 
made its way to Tendril. While the Tendril colonies scavenged 
to survive and began trading with some of their friendlier neigh- 
bors, the SMS Augustine arrived. But it didn’t deliver what any: 
one expected. The Augustine was a research vessel 
commanded by Hobert Harrison, The Augustine had begun the 
lang journey from Kendai once it became clear that the war's 
end lay far beyond the horizon. Oddly, Harrison's cruiser didn't 
carry many supplies, as most Alaundrins had hoped when they 
saw the Old Space vessel make starrise. Instead Harrison 
promised technical knowledge and the expertise necessary to 
turn the system around, Tendril, Harrison said, must become in- 
dependent. And even though the Augustine was a research ves- 
sel, it represented the strongest military force in the system. For 
the next four decades, Harrison ruled the system fram aboard 
his driveship and from his offices on Nova Station. 

The commands from Nova Station and Atlas signaled an im- 
portant change in leadership. They also drove another wedge 
between the StarMech authority, the miners, and the colonists of 
Alaundril. 


THe AUGUSTINE 


For decades, the scientists on board the Augustine had been 
surveying and investigating the rocky surface of Atlas; many 
living in the system thought their time would be hetter spent 
helping to improve living conditions. In 2445, 40 years after the 
ship's arrival, the Augustine crew made a momentous discov- 
ery on Atlas: an alien artifact hidden deep within the crust of the 
planet. 

‘The pyramid-shaped device was coated in black metal and 
magnetite, and it ratiated a shimmering field of energy when- 
ever exposed to a power source. The scientific team, led by Dr. 
Elizabeth Danwin, tried a battery of tests; during every probe the 
pyramid generated a force field that deflected laser and mass 
pistol attacks directed at it. The more energy that was pumped 
into the generator, the stronger the protective shield that sur. 
rounded it. Somehow, word of the discovery leaked. In the wake 
of the disclosure, Governor Harrison revealed that his primary 
mission since arriving in the Tendril system involved investi- 
gating alien sites on Atlas. 

The scientists kept testing the pyramid, but the alien tech- 
nology inside the shield generator defied all attempts to learn 
the secrets of its operation. The researchers couldn't even look 
inside the pyramid with ultrasound or radar sensors, Their only 
success came when they found an alien power converter with 
similarities to the first artifact. By 2448, Dr. Danwin had tested 


the pyramid as much as possible with the tools she had at hand. 
She needed a larger power source—a mass reactor—and she 
got one. Later that year, she obtained approval to install the 
pyramid on board the Augustine. 

On November 23, 2448, at precisely 14:22:36, the alien 
shield generator was successfully activated, as it had been 
dozens of times before. For the next hour, patrol craft launched 
mock assaults on the Augustine to probe the strength o! its newly 
installed alien shield generator. At 15:29:42, Nova Station 
stopped receiving telemetry from the Augustine. At 15:30:07, а 
massive energy wave smashed into Nova Station, damaging its 
in-system communication and life support centers. Three patrol 
craft and a few merchant vessels were lost in the energy wave; 
wreckage of the craft was later found and salvaged by miners. 

Parts of the Augustine were found in a large crater on Atlas, 
but most of the spacecraft had disintegrated. The fate of the alien 
device itself remains a mystery, though sume scientists believe 
it survived the energy wave. Others believe that it was de- 
strayed. Both Пг. Danwin and Governor Harrison, who had gone 
aboard the Augustine to observe the test, died in the explosion. 


A New System 


With the old StarMech order removed hy the destruction of the 
Augustine, local business interests quickly became dominant. 
The corporate leaders of Alaundril demonstrated their decisive- 
ness by commissioning seven new frigates, enough to more 
than replace those that were lost. A dozen well-armed frigates 
soon patrolled the system; this small navy kept it safe from 
most raids. Alaundril's leaders also donated replacement parts 
to Nova Station. In exchange for this generosity, the Alaundril 
executives gained the right to hand-pick the captains and crews 
of the system's naval vessels. 

Harrison's death left a power vacuum and set the stage on 
Alaundril for a new government with system-wide implications. 
The Augustine incident, coupled with a growing dislike of Nova 
Station's leadership, returned power to Sperous’s moon. А 
decade passed as Habel's corporate leaders vied for contral of 
Alaundril. Scott Williamson, the 27-year-old CEO of Ion Pro- 
ductions Incorporated, won popular support with many of the 
colonists. Finally, the captains and military officers he once 
championed brought him into power. A small conflict erupted 
when Harrison's hand-picked successor, Governor Thomas 
Conraith of Nova Station, tried to take control, but the situation 
was quickly resolved. Conraith has not been seen since. 

Scott Williamson quickly changed Tendrils government 
First, he established large conglomerates from sets of compet- 
ing businesses. More important, Williamson changed the Alaun- 
drins’ expectations. No longer could the governors and 
commanders of Nova Station issue decrees to the people of 
Alaundril. Indeed, now the reverse was true. The station and the 
military vessels of the Tendril system answered to the civilian 
government on Alaundril. Business leaders worked with one | 
another for the common defense of the star system, writing 
rules to govern trade, and creating a small bureaucracy to han- 
dle Alaundrin internal affairs peacefully. 

The most important-sounding decree of the new government 
was a proclamation of loyalty to the StarMech Collective, but it 
was purely a formality. It mimicked the statements that previ- 
ous leaders had made ever since the Long Silence began. Many | 
citizens of the system were the children and grandchildren of | 
StarMech colonists, and the Collective's fun-loving, hard-work- 
ing culture still dominated the citizens. In short, the proclama- | 
tion made the citizens of Alaundril happy and preserved a | 


sense of continuity. The slow trickle of information that the oc- 
casional refugee ship brought from the Stellar Hing described 
ongoing desolation, loss, and continued war. No one ever ex- 
pected the stellar nations of Old Space to return. 


Topav 


After decades of neglect, Nova Station has recently returned to 
the forefront of Tendril politics. For 121 years, the drivesats 
around Nova haven't received a single message from Old 
Space. In 2489, the transmissions from Hammer's Star had 
ceased, leaving only Aegis to communicate with. But in 2496, 
light-years away, the Kendai drive relay was restored, and mes- 
sages flooded in from the Stellar Bing. The Second Galactic War 
was finally over, and the stellar nations would soon be return- 
ing to the Verge. 

‘The stellar nations’ first representatives arrived in the Verge 
four years ago, but the changes they brought to the Tendril sys- 
tem are just an extension of the system's patterns of the last 50 
years. Most important, the stellar nations brought powerful eco- 
nomic interests to bear, always hungry for resources. The in- 
creased demand has opened the door to independent 
businessmen who are now raping Tendril for its mineral and 
metal wealth; when the resources are exhausted, they will 
move on to other systems. This rapid exploitation of Tendril's 
mineral wealth has put a strain on the status quo, but Tendril's 
traders are no strangers to trouble. 

In the new economy, the people of Alaundril—or Alaundril, 
Inc, as some call it-have made a vast fortune selling stockpiles 
of minerals and metals to the Galactic Concord. The Alaundril 
business councils offer slightly reduced prices to Concord buy- 
ers to increase Concord interest and influence in the Tendril sys- 
tem. The plan has been successful, and the system is safer for 
the Concord presence. The sales have also made many busy 
leaders very wealthy. In the most spectacular example, William- 
son remains the wealthiest man in the system, although he has 
reinvested his earnings heavily in modernizing Alaundril's ship- 
yards. A little of this great wealth has trickled down to the peo- 
ple, who are happy with Williamson's rule, for the most part 

The StarMech Collective has mixed feelings about the situa- 
tion. On one hand, they are pleased that they've regained a sys- 
tem in the Verge when so many systems have rebelled against 
their former nations. Furthermore, Tendril isn't just any system; 
it comes with the Cyra Bell, a vast and easily accessible source 
of mineral wealth. It has a habitable world in Alaundril, despite 
the radiation. Finally, Alaundril's shipyards are simply the finest 
in the Verge. 

The political situation casts a shadow over Tendril’s assets 
While the Alaundril government continues to voice its complete 
support of the Collective, StarMech ambassadors and bureau- 
тав often find it difficult to deal with Williamson and his bust- 
ness councils. StarMech citizens are welcome within the system, 
and StarMech vessels have full rights of passage. But StarMech 
officials in the system find it upsetting that directives from the 
Stellar Ring aren't always followed here. Tendril’s inhabitants 
look to Alaundril for leadership, not to Chance, the StarMech 
capital hundreds of light-years away in Old Space. 

The long absence of their beloved patron, Williamson ex- 
plains, has created a unique situation in the Tendril system. 
‘Three generations have been born and raised as Vergers rather 
than as Starmechs. While their parents and their great-grand- 
parents remember StarMech and remain loyal to the nation, 
Tendril's natives consider the members of the Collective no 
more than friendly strangers. While no one wants to sever the 
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system's ties to StarMech, it will take years to reintegrate the 
population peacefully. 

The system's inhabitants aren't prepared ta answer to a new 
civilian authority after years of independence. For example, a 
law passed in 2455 allows the Alaundril government to reas 
sign any mining claim that hasn't been worked in 10 years. 
Many independent miners hired by StarMech long ago became 
small companies and made claims of their own. These inde- 
pendents contribute to Tendril's success, and no one wants to 
see them shut down, 

The end result is that the star system is recognized as a 
StarMech protectorate. StarMech cruisers maintain the peace, 
and StarMech law rules the system. Tendril's corporations send 
a percentage of their profits to StarMech tax collectors each 
quarter. But within the system, and especially on Alaundril, 
StarMech authority is checked by the business council that acts 
as both government and employer. For the time being, the local 
government retains the right to assign claims in the Суга Belt 
This represents the true power in the system, even though 
much mining in the belt is unlicensed 

The one place where StarMech military and civilian officials 
do rule unchecked is over Nova Station. After StarMech 
promised both the businesses of Alaundril and the Galactic Con- 
cord that Nova's drivesats would remain open to everyone, the 
government of Alaundril ceded the giant space station and its 
drivesats to StarMech in 2499. Of course, StarMech still makes 
large profits from drivesat communications, given its monopoly. 
StarMech made public access to the drivesats a point in as- 
signing valuable Concord shipping routes to Tendril; Alaundril 
agreed with the decision. By doing so, the locals guaranteed 
cheap rates for interstellar communications. And given the sta- 
tion's high upkeep cost, it's often more trouble than it's worth. 

The local StarMech leadership headed by Chelsea Krest (НЇ/ 
StarMech/DFA-13) appears largely content. Krest has advo- 
cated taking the long view in most relations with Alaundril. As 
StarMech gains more influence in the system, Krest is certain 
that the citizens of Alaundril will become accustomed to their 
new friends. Within a generation, reunification will be an ac 
complished fact 

The prominent exception tn Krests slaw and sure approach 
is at Darkhold, in the heart of the Сута Belt. To Krest, StarMech's 
public success in Tendril depends on its ability to create a sta- 
ble and reputable peace. Darkhold has grown independent from 
the rest of the star system, but it has also made itself vulnera- 
ble. In the first two years after StarMech's return, it has made 
generous offers to Darkhold, meant to convince the outpost how 
much more pleasant life would be under StarMech control, but 
Darkhold has chosen to remain independent. The outpost's 
newest strategy is to jam the navigation equipment of uninvited 
craft, forcing these ships to navigate the crowded heart of the 


Сута Belt manually. StarMech has condemned the activity as il- 
legal and dangerous. Recently, StarMech lost a cruiser in the 
belt, and the repercussions are still being worked out. 

The rush of prospectors from the Stellar Ring has provided 
yet another destabilizing force. As has been true since Tendril's 
colonization, many of the new miners hope to strike it rich. 
Lately, though, research vessels are arriving in numbers that al- 
most equal the mining ships. Each is eager to explore the mys- 
tery surrounding the Augustine's disappearance. Since 2497, 
the number of digs on Atlas has increased tenfold. The number 
of recognized academic institutions, religious groups, and eager 
amateurs working side by side has created a new economic 
niche in the Tendril systern. Today, only StarMech has taken any 
steps to regulate their activity, by loosely tracking expedition 
routes and licensing new arrivals. The only thing that StarMech 
has insisted on is that any experimentation involving alien dis- 
coveries be done around the distant gas giant Pox. After the Au- 
gustine, no one has questioned this demand. 


As far as most humans are concerned, the system's innermost 
planet, Delphin, is a fine example of the worst elements of plan- 
etary evolution. Tendril is a hot Fi star; at a mean distance of 
only 80 million kilometers, its planet Delphin is a scorched and 
irradiated chunk of metal. The planet's steady rotation and mod- 
erately thick atmosphere allow the entire planet to experience 
Тепіліѕ warm gaze. Indeed, while the planet retains an atmos- 
phere, its extreme heat and poisonous atmosphere make life 
here nearly unbearable, The high radiation makes most pilots 
think twice before landing, especially during the Burn. Buried 
deep below the surface, heavy metals might lure desperate 
miners if the Суга Belt didn't present an easier target. 

There's really nothing on Delphin's surface but sand, And the 
sand makes overland travel extremely treacherous. Delphin is 
known for its wild sandstorms, with winds frequently reaching 
speeds of 450 kph. That's fast enough to Пау skin and hurl men 
and weren alike from one sand dune to the next. It also reduces 
visibility to zero. If that weren't enough, volcanic rifts and seas 
of iran carbonyl make Delphin the sort of world that no sane 
sentient would visit. 


More than a few have accused Dr, Andrew Tofske and the Del- 
phin Development Division of insanity, but the bleak outlook for 
successfully transforming the planet hasn't stopped a group of 
terraformers fram setting up camp in a station called Land's 
End. Arriving with the recent wave of Arriver ships, the ter- 
raformers have been hard at work trying to make Delphin a 
nice place to live-in а dozen generations or so, of course. Ws 
one af the most daunting terraforming efforts that has ever heen 
tried, and many question StarMech’s good sense in attempting 
it But today Dr. Tofske's scientists are busy creating all kinds of 
arid-loving, radiation-resistant fauna for the eventual blossom- 
ing of the desert world. 

Dr. Tofske, the station's technical administrator, is a brilliant 
scientist known throughout the Stellar Ring for his success in 
overcoming atmospheric problems in the lridis system. After 
winning numerous awards for terraforming Inidis in record 
time, Tofske has found in Delphin an even greater challenge. Al- 
though a citizen of the Union of Sol, he is contracted to StarMech 
for the next five years to oversee the first steps in the ter- 
raforming of this planet. Is said that Chelsea Krest and Star- 


THE BURN 


Roughly every 67 days, Tendril begins a 12- to 14-day 
Burn. The electromagnetic radiation shed by the star during 
this period increases by a factor of 20, bombarding the star's 
planets and moons with deadly cosmic and ultraviolet rays. 
When using the GHAPH system to evaluate environmental 
conditions, the radiation (Н) value increases by one grade 
during a Burn. For example, Delphin is usually rated R4 
during a Burn, it's AS. 

The Волте other effect is to disrupt electronic equipment 
within the system. All skill checks using System Operation- 
sensors or communications suffer a +2 penalty during a 
Burn. 


Mech are mostly interested in Tofske in order to learn the latest 
Solar planet-altering techniques, and may be simply indulging 
Toiske’s whims in exchange. Still, Tofske shapes the research 
priorities of Delphin's terraforming, leaving the administrative 
and security work to Liam Pelles and Katherine Gariss. 

Liam Pelles (Mm/StarMech/CS-9) recently resigned from 
the Concord Marines to take a job as head of security for Land's 
End, and he has retained the respect of those he left behind. A 
brilliant tactician, he has plenty of surprises awaiting anyone 
foolish enough to make trouble on his station. Still, the fact that 
he's on the station makes many wonder what's so important on 
Land's End. 

StarMech has responded only that many samples collected 
from Delphin are quite valuable (from a scientific point of view), 
Protecting the 350 inhabitants on the base from harm is an im- 
portant job—they're mostly scientists, and not very good at de- 
fending themselves. While that may be true for the majority of 
the scientists, nearly two dozen of those living on the station 
have served in various military branches within the borders of 
the Stellar Ring. Pelles’s security force has likewise received 
special training. 

Katherine Gariss (Hi/StarMech/DFA-12) is a bright young 
lawyer who successfully prosecuted many war criminals at the 
Galactic Court before arriving at Land’s End. Depending on 
which story one believes, Gariss has been assigned here be- 
cause of her overzealousness or because of her effectiveness. 
It's certainly true that the Thuldan Empire army and navy loathe 
her for her successful prosecutions of their officers on war 
crimes charges. StarMech may have transferred her to the 
Verge to make it easier to deal with Thuldan diplomats back in 
Old Space. Her title at Land’s End is chief administrator, and her 
work is largely bureaucratic. 


Unbelievable as it may seem, Delphin's bitter environment has 
produced several higher life forms. Today, stories and sightings 
provide barroom gossip at every station in the system. While 
every independent expedition sent into Delphin‘s sandy wastes 
has returned empty-handed, reckless miners and travelers near 
the volcanic rift valleys claim to have witnessed everything from 
rack creatures striding over the radioactive dunes to swirling 
masses of air coalescing to attack intruders. No evidence of 
these creatures has ever come to light, and they may simply be 
tall tales of the frontier, 


The twin moons of Delphin share few traits with their parent 
Both are extremely hot-sometimes even malten—with high sur- 


| 


face radiation. Neither Demimonde nor Alimonde has an at- 
mosphere. 

While neither moon presents any scientific curiosities, Al- 
imonde, the more distant moon, holds an old solar research 
satellite locked in its orbit. Anything of value has long since 
been stripped from the old observatory, but it has remained in 
stable orbit. 


One of the mysteries of the Tendril system, this planet is forever 
cloaked in thick clouds and ripped by fierce winds. Its intense 
atmospheric pressure is fatal to anything that enters its confines, 
which has further restricted the information available on the 
planet. The thick atmospheric blanket is mildly acidic. 

A few robotic probes have weathered the extreme environ- 
ment to provide reports on Sperouss surface conditions, but 
even these efforts have been rather limited. Between the intense 
heat and the immense pressure, nothing manmade has had 
much luck surviving on the planets surface. 


The only settlement near Sperous proper is Goliath, a gas min- 
ing station floating in the planets upper atmosphere. The station 
is suspended beneath huge gas cells that both provide lift and 
store the station's output; gravity induction engines provide a 
backup in case the gas bags are ever ruptured. It's a fairly large 
facility that is mostly stable amid the planet's wild winds. While 
Goliath is a StarMech venture dating back to the days before 
GW2, its workers are individually contracted. The typical tour of 
duty lasts about six months; few workers renew their contracts, 
despite generous incentives. 

Gas mining is hard work, and there's normally little trouble 
on board the base. Twelve security officers are responsible for 
maintaining order on the base, but the miners police themselves 
fairly well. Often, they're too tired to cause trouble. A handful of 
scientists spend their time aboard Goliath dropping probes into 
the murky interior of Sperous. Most of them are attempting to 
gather laser-enhanced images of the planet's surface. 

No more than 200 people ever live aboard Goliath at any 
one time, even though its capacity is more than 500. Living 
conditions are poor, lighting is dim, and the base's instability 
makes many wonder how they will survive six months of such 
tossing and tumbling about. Administration of the facility is 
handled remotely through Nova Station, though the miners oc- 
tasionally joke about an administrator who was relegated to 
six months penance aboard Goliath. Such assignments are 
very rare, but they're normally seen as punishment by every- 
one involved. 

The Goliath high-atmosphere station hosts nothing more 
than a modest array of medical devices under the skillful hand 
of Dr. Temeris Bliss, a middle-aged doctor from Alaundril, and 
three assistants. Many of the miners are wondering what Bliss's 
crime was ta get him sent here. The doctor seems unfazed by 
his current assignment, however. Despite Dr. Bliss's skill, pa- 
tients with serious injuries are transported to Alaundril; these 
cases-in fact, everything going to and from the station—travel 
on the Vortex lift. 


The Vortex lift conveys passengers to and from Goliath. It trans- 
ports up to 10 passengers at a time through its conduit to an 


Dr. ANDREW TOFSKE 

ADMINISTRATOR OF LAND's END 
Level 13 Human Tech Op 
STR 8 (0) INT 14 42) 
‘DEX 10 (0) WIL S (0) 
CON 10 PER 8 

Durability: 10/10/5/5 Action check: 13+/12/6/3 

Move: sprint 18, run 12, walk 4 +#Actions: 2 
Reaction score: Ordinary/2 Last resorts: 1 


Attacks 
Unarmed-brew| 10/5/2 d4s/dd+1s/dd+2s — LU/O 


Defenses 
Armor: none (LI), none (HI), none (En) 


Skills 
Athletics [9]; Unarmed [8]-5raw! [10], Vehicle [10]-space 
[11], Stamina [10]; Business [12]; Knowledge [14]-com- 
puter [17]; Navigation [14]; Life (14]-bialogy /16) botany 
[16], xenolagy [18], zoology [16], Physical [14]-chemistry 
gn physics [17], planetology [20]; System Operation [14]; 
chnical [14]-knowledge (terraforming) [24]; Administra- 
bar Awareness [8]; Culture |B]-etiguette: Tendril [9], eti- 
quette: StarMech [9], etiquette: Solar [1 1]; Interaction [12]; 
Leadership [12]. 


‘Tofske wants nothing more than to complete the impossible, 
with his name forever etched into history as the man who 
mastered the hell that Delphin was, Obsessed as he is, he left 
behind a reliable position in the Solar Union to put his radi- 
cal ideas to the test out in the frontier. He knows that many 
of his StarMech assistants are watching him, hoping to dis- 
cover the secrets of Solar terraforming, but he just doesn't 
care. 

Tofske doesn’t believe in the claims of indigenous sen- 
tients on Delphin. If anyone were to provide proof of such a 
lifeform, Toiske might quit the project entirely. 

The truth is that both StarMech authorities and Concord 
surveyors have found and catalogued at least three animal 
species on Delphin. One of them appears to be sentient. This 
is the real reason behind the StarMech’s willingness to pour 
billions into the near-impossible task of terraforming Del- 
phin. The terraforming effort is a smokescreen to conceal 
their discovery. The revelation of a sentient species is quite 
valuable, politically and economically, to any stellar nation, 

5 going to take some pretty strong evidence to convince 
anyone in Tendril that life truly exists on such a hostile 
planet A few smashed conduits and damaged airlocks are 
hardly conclusive, 


orbital satellite. Now over 100 years old, the Vortex elevator 
system was once a source of pride for the inhabitants of the 
Tendril system. After years of use and abuse, it's now a dilapi- 
dated and temperamental piece of machinery, If not for constant 
juryrigging by StarMech engineers, the Vortex would long aga 
have fallen prey to corrosion by Speraus's acidic atmosphere. 
‘Trips in the Vortex lifts pads are typically disorienting, rocky, 
and wild, but almost every pod launched up the Vortex reaches 
its destination. A few unlucky souls have lost their lives when 
fierce weather—or the debilitating effects of a Burn—strike Go- 


liath and the Vortex. Pods that fall to the planets surface have 
never been recovered, despite some heroic attempts. 


While Alaundril is the moon everyone thinks af, two other satel 
lites orbit Sperous. Cormis is an airless rock, peppered by 
craters and not even promising enough to attract miners. Testa 
ment is just as barren, but has become home to a few hundred 
colonists, all of them devout Muslims. They're relatively new ar- 
rivals, setting up their base on the moon and arranging for pe- 
riodic supply shipments from Alaundril. Their goal is to set up 
a self-sustaining base from which to spread their faith to this 
sector of space. 


Of the three moons that orbit Sperous, only Alaundril can sup 
port life. As the seat of planetary power and resources in the 
system, Alaundril is a vital link to the Stellar Ring and the sys 
tems of the Verge. It's also the closest thing the system has to а 
refuge from Tendril’s radioactive fires, Still, it's not Earth. Alaun- 
dril's hol, rocky surface, its glittering golden sands, and its dark 
mountain ranges don't welcome visitors. At first glance, Alaun- 
dril seems to be another lifeless victim of Tendril’s tremendous 
radiation. 

Surface scans are much more revealing, showing small 
settlements across the surface, and the planetary capital of 
Babel is unmistakable, its golden towers apparent in all but the 
worst weather. Blue laser beacons and radio transponders 
guide all vessels toward the landing platforms at Babel 


Babels government is Alaundrils government, no other settle- 
ment on the planet can compete with its size. The government 
is led by conglomerates of competing businesses, called the 
Common Council. Each consortium tries to ensure that its cam 
petitors don't gain an unfair advantage. Only the largest and 
most profitable corporations in the star systern gain represen: 
tation in Alaundril government Corporations based or head 
quartered outside the Tendril system do not participate directly 
in the government The only exception to this rule, made vía 
special amendment in 2499, grants membership to the 
StarMech Collective. 

Common Council seats are granted based on bottom-line 
profits; the more profit, the more seats. In addition, a company 
can obtain additional ‘incentive seats” by reinvesting its profits 
in various projects beneficial to Alaundril. Scott Williamson, 
CEO of Ion Productions, has led the Council for 43 years, and 
seems likely to continue in this role. No other business group 
comes even close to the sheer market dominance of lon Pro- 
ductions. 

Accounting firms guarantee that all citizens and businesses 
pay their fair share of the tax load. Security firms keep ord 
with their profits tied directly to crime statistics, Representatives 
write and debate laws in ће Cammon Council. Williamson pre- 
sides over all of these groups from his serene position on high, 
he rarely interferes directly, instead making his wishes known 
through intermediaries. 

Various churches control an independent welfare system, 
but their generosity is limited by the fact that they are taxed just 
as heavily as anyone else. The dominant religions on Alaundril 
are Humanity Reformation and Ancientism. The Reformers 


have maintained a church since before GW2; the Ancientists 
migrated to Tendril to study the relics and traces of ancient life 
on Atlas, 


ALAUNDRIL'S ECONOMICS 

Business life permeates the city of Babel. From the electronic 
pulse of commerce in the marketplace to the soft hum сї a video 
terminal late at night, almost everyone is trying to figure out a 
way to improve on old ideas or to launch the next great busi- 
ness, In the burning desert air of Alaundril, it's profit or perish. 
Though it's not fair to say that every citizen of Alaundril is ob- 
sessed with profit, it's not that far from the truth. Entrepreneurs 
run rampant, and everyone seems to have a fresh (or crackpot) 
business idea. Some of those ideas saved Alaundril from disas- 
‘er when StarMech abandoned it during GW2, while others 
caused widespread grief. 

Alaundril is the gateway to Old Space. The Concord has 
scheduled the arrival of one of its fortress ships twice each year. 
in addition to enforcing the peace, the fortress ship and its con- 
voy add to the importance of the Tendril economy to the rest of 
the Verge. The fortress ship drops off much of its cargo before 
heading back to the safe confines of the Stellar Hing. From 
Alaundril’s warehouses, profit flows to the far corners of the 
Verge. 

The largest trade interest in the system is Copernicus Capi- 
‘al, whose holdings include hundreds of warehouses and more 
‘han 60 transport driveships. Copernicus vessels are a common 
sight in the Verge's populous systems; the trade routes between 
Tendril and Aegis, a central distribution site for the Verge, are 
especially profitable. While Copernicus Capital keeps the most 
lucrative trading deals for itself, its representatives often hire in- 
dependent traders for marginal hauls or for runs to dangerous 
systems such as Algernron. 

‘The Alaundril Ministry of Trade places a variety of cargoes 
available for bid on the freight exchange, where bath indepen- 
dent and established traders can compete for hauling rights. 
Profits range from slim (less than 10%) to moderate (around 
2595) on such hauls, depending on the degree of competition. 
The most lucrative trades are kept off the market by special 
arrangements, such as the private, long-term contracts between 
the Ministry and major shipping groups such as Copernicus 
Capital and InterSystem Services. 

Alaundril, like most Verge societies, has yet to complete the 
transition to exclusive use of the Concord dollar, so it is one of 
the few places in explored space where a fortune can still be 
made in financial speculation. Representatives of the Concord's 
Galactic Bank work hard to advance the timetable of the 
changeover, but it will be years before the last Alaundril scrip— 
primarily based on archaic currencies such as the StarMech 
bull and the Thuldan kent—has left circulation. For now, the sit- 
uation is profitable for cunning traders, pawnbrokers, and 
bankers. 


ton PRODUCTIONS 
The largest corporate entity on Alaundril wasn't always the be- 
hemoth that it is naw; it wasn't even always synonymous with 
shipyards and quality spacecraft. When the Second Galactic War 
drew StarMech's interest away, Kane Williamson made the bold 
move of investing his reserve capital into converting his tool- 
and-die business, Ion Parts & Manufacturing, into a full-fledged 
shipyard. It was a risky move, If the Second Galactic War had 
been as short as the first and StarMech had returned quickly, 
ship construction in the Stellar Ring would have bankrupted Ion 
Productions. 


Some have called Kane's smart investment foresight, while 
others dismiss it as luck. It was most likely a combination of the 
two, but Kane's luck ran aut in 2451, when he died of radiation 
sickness while on a survey mission to the Cyra Bell. His 21- 
year-old grandson, Scott Williamson, became the CEO and 
quickly solidified his position in the company. 
Scott's business acumen proved tough to compete against. 
While the businesses of Alaundril vied for supremacy, he took 
the direct approach, After opening the Kane Academy military 
training facility, he invited the best of Tendril's small navy to take 
advantage of lon Productions’ generosity. He presented a hand- 
ful of advanced prototypes to the military for inspection, with 
crews directly from the Kane Academy, Influence in the Tendril 
military gave Williamson a small edge over his trading com- 
petitors; his later control aver the military gave him a huge ad- 
vantage. At the seme time, Williamson's gifts to Tendril’s 
defense made him the patron saint of the establishment. Re- 
cently, Williamson signed a deal with an Orlamu corporation to 
secure a steady supply of stardrives for the next generation of 
Ion driveships. 

Today, Ion Productions guarantees that Alaundril maintains 
a trade surplus with respect to interstellar trading in general 
and the Stellar Hing in particular. Without the production capi- 
tal of Ion Productions, Tendril could quickly become simply an- 
other backwater source of raw resources. 


OTHER CORPORATIONS 
Ton Productions wasn't the only philanthropic corporation in the 
new economy. A handful of companies supported Williamson 
and continue to operate in-system. StarMech contracted 
TaskCor Communications to administer Nova Station's drivesats, 
and it profits heavily from its investment in Alaundril's commu- 
nications system. 

Paramilitary corporations lead the Alaundril economy. Quest, 
Inc. developed the body armor worn by security personnel of 
both the government and major corporations. Encryplix estab 
lished a standard data-encryption format for the Tendril Grid, 
and Dynamic Response Ltd. became the premier supplier of 
small arms in the Tendril system. 

Finally, Solar X, a publicly held corporation with a 5196 
share owned by the noble House Blackmore of the Borealis Re- 
public, has one of the highest-trading share prices on the Vessy 
stock exchange (see page 154). House Blackmore recently lost 
two members of its family to the corsair lord Halt Terenz, and 
has offered a reward of $2.5 million for his head. The Solar X 
corporation produces mining equipment, e-suits, and special- 
ized nre-pracessing equipment for ground-based crushing and 
smelting. 


Gatactic CONCORD 


Eager to cement relations with a neutral power, Scott William- 
son has been quick to provide the Galactic Concord with any- 
thing it needs, Williamson is in no hurry to give StarMech the 
keys to Tendril. Concord vessels’ repairs take priority over any 
others, and the Concord has opened an embassy in the city of 
Babel. Ambassador Dmetri Demerot (Hm/Concord/DFA-13) 
represents the Concord, but he understands the delicate balance 
between StarMech and Babel and refuses to take sides. His as- 
sistant, Idan Jil Tir, handles the day-to-day issues while he de- 
termines policy. 

Demerut's goal is to secure the system as a permanent port 
of call for ships arriving from the Stellar Ring, He contracts with 
the various trade interests to stare supplies for the Concord; at- 


tends diplomatic functions, dinners, and negotiations; aids the 
Alaundril government in drafting laws; and assists the Galactic 
‘Bank in introducing the Concord dollar. 

While the Concord maintains a small garrison in Babel at the 
embassy, most of its military operations are conducted from 
military spacecraft or during the semiannual arrival of a 
fortress ship. The Alaundril military has opened its own bases 
to the Concord in an effort to strengthen ties between the two 
governments. Alaundril shipyards have also given priority to 
the repair of the CSS Ganesh, a Star Force battle cruiser re- 
cently damaged in a February 2501 action in the Hammer's 
Star System. The ship looms large in the dry-docks, and is the 
scene of constant activity, as the Alaundril yards are pursuing a 
round-the-clock repair schedule. 


Located in a rocky basin near the equator, the metropolis of 
Babel is а sprawling city whose lights are visible from space. 
The city's original urban planners divided Babel into distinct dis- 
tricts; today, the focus of each district has wavered due to the 
city’s rapid growth since 2497, 

То the northwest lie immense factories and the lon Produc- 
tions shipyards, whose bulk obscures the skyline. Southeast, on 
a large outcropping, rest the Foundingstones, home of the 
wealthy elite. West and southwest are military bunkers and gov- 
ernment landing pads. East is the business district, and north- 
east are common homes, a 26th-century suburbia. The 
government district and main landing pads are at the ald heart 
of the city. Slums consume the northern ward. South lie col- 
leges, research facilities, and recreational parks, 

The first thing to greet a ship and its crew after landing are 
businesses eager tn offer services. Ship repairs and upgrades, 
communications and financial services, hotel accommodations, 
casino promotions, and similar offers abound. The government 
sets few strictures on travelers and businesspeople; after a brief 
customs inspection, tourists have free access to the city, 

Babel is a civilized enclave, not some lawless anarchy. Car- 
rying guns in public is illegal, except for police officers or 
Alaundril, Concord, ur StarMech soldiers, The port authorities 
politely ask visitors armed with handguns to leave their 
weapons aboard ship. Those who disembark from ships armed 
with rifles, shotguns, or armor-mounted SMEs get a more em- 
phatic request to disarm. 

Unce here, visitors discover a city ready to welcome new- 
comers from the Stellar Hing. Most of Babel's businesses cater 
to high-end tastes, believing that travelers are looking for an es- 
cape from the bad food and cramped quarters of most space 
vessels. Four-star dining establishments such as Hannoley’s, 
Kanstoi’s, and Yesterdays intermingle with luxurious hotels such 
as Bergenhost, Holocaurt Hall, and Traveler's Sanctuary. 


Visitors to Babel can find hundreds of professional, technical, 
strategic, or entertainment-oriented sites of interest. Five of the 
most important are described below, 


This luxury hotel lies on the outskirts of the Foundingstones dis- 
trict. Surrounded by six acres of manmade forest, Holocourt Hall 
is a sanctuary in a troubled galaxy, and security is correspond- 
ingly high. The three-meter-high stone wall surrounding the 
property contains a variety of electronic surveillance equipment, 


Scott WILLIAMSON 
CEO or Ion PRODUCTIONS 

Level 13 human Diplomat (Tech Op) 

STH 8 (0) INT 12 (+1) 

DEX 9 (0) WIL 12 (+1) 
CON 8 PER 12 

Durability: 8/9/5/5 Action check: 12+/11/5/2 
Move: sprint 16, run 10, walk 4 #Actions: 2 
Reaction score: Ordinary/2 Last resorts; 2 


Attacks 
Unarmed-braw! 9/4/2 


Defenses 
Armor: none (LI), none (HI), none (En) 


d4s/d4--1s/d4--2s L0 


Skills 
Athletics [8]; Unarmed [B]-Braw! /9); Vehicle Operation [9]; 
Stamina [9]; Business [12]-cerparate [15]; Knowledge 


(starship can- 
struction) [14]. Administration [12]-bureaucracy ri 
management [17], Awareness [12]; Resolve 12]; Culture 
[12]-etiguette: Tendril [18], etiquette: StarMech [14], De- 
ception [12]-Мий [14]; Interaction [12]-bargain [15], 
charm [15], intimidate [15]; Leadership [12|-command 
[14], inspire [15]. 


Williamson, still a reasonably young man hy the standards 
of the day at 70, has had a single goal since he was a boy: 
power. He inherited his wealth from his grandfather, multi- 
plied 1t, and turned hts economic success into political lead- 
ership. On Alaundril, that's not hard to imagine, since the 
moon's people prize wealth above other virtues, Fortunately 
for Alaundrils citizens, Williamson's success has added to 
their own. 

On top of the world, Williamson today demonstrates a 
lassitude that he would have abhorred only a few years ago. 
15 clear that within a decade, StarMech leaders will domi- 
nate Tendril and Alaundril. Its unclear whether Williamson 
will accept a position in the new order, or retire and become 
an ultrarich playboy, The early signs are that Williamson is 
feeling the weight of long rule and hopes to retire to a cere- 
шаша position. 

‘Willamson's het, his daughter Maria, is a largely un- 
knawn force te Айны politics. Speculation has it that 
BtarMech has approached her and been rebuffed. 


but it's impossible to tell from casual observation exactly where 
the devices are located. Guest rooms are sealed by the latest 
bioelectric locks and monitored from a central security office to 
ensure privacy. 

Each room is a large suite with all the modern necessities- 
video terminals; grav beds; a bar with selections of exotic bev- 
erages; full Grid access; а chef, masseuse, personal assistant, 
and dreamwalker (a mindwalker who specializes in program- 
ming one’s mind for special dreams), Of course, such amenities 
aren't cheap. A night's lodging starts at around $1,200, not in- 
cluding gratuity, meals, alcohol, and staff service charges. De- 
spite this, the Hall is normally booked weeks in advance. 


1 ст = 1100 km 
km x 1000 
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Jokingly referred to as the theme park of Babel nightclubs, the 
Spacewalk is a gigantic, popular bar built around an old Earth pi- 
rate motif. It was founded decades ago by Jack "Steelheart" 
Loman, a Solar who had adopted the trappings of a 17th-century 
buccaneer. Loman requires that ће Spacewalk's patrons wear 
garb of that era—naval uniforms, pirate costumes, or other 17th- 
century Earth clothing. Its not unusual to hear the thunder of can- 
non or the steady click of a wooden peg leg (normally just a holo 
projection) upon entering the Spacewalk. Colorful Caribbean 
drinks (in large glasses topped with bright flowers) are the most 
popular beverages, but rum, ale, and beer are also served. 

Ever since its construction, the massive club that occupies 
two city blocks has been a favorite among both the rich and the 
fashionable of Alaundril. Its success is due to Loman, now 132 
years old and a rich man in his own right. Loman himself has 
become something of a cult figure. A few thousand of the 
Spacewalk's fans have adopted the Solar practice of ‘culture 
preservationism’ by joining Loman's faux buccaneers, at least 
on weekends. 

To make the establishment even more fantastic, engineers 
have altered the gravity in various parts of the building. This al- 
lows acts of bravado that would otherwise be impossible, and 
also permits them to stage small boat-to-boat battles along the 
small stream that snakes its way through the club. 


Much of Alaundril's military can be found in a large complex an. 
the rim of the Shadowrack basin, overlooking Babel and keep- 
ing a wary eye trained to the stars. Ships approaching Babel 


Planetary 
Capital Settlement 
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without responding to hails are greeted with a weapons lock by 
Shadowrock’s ground-based defense stations. 

The Shadowrock Base is a city unto itself. Rigidly organized 
into various departments, the military outpost contains housing, 
administration, weapons, storage, repair yards, and other ne- 
cessities for maintaining an independent existence. Military per- 
sonnel seldom confine themselves to the base, preferring to visit 
Babel during off-duty hours. The Shadowrock base is the 
biggest threat to any enemy military force. Security sweeps 
across the base and unannounced drills and inspections are 
common exercises conducted to keep the base alert. The base 
security chief is a little paranoid about infiltration by unautho- 
rized personnel. 

General Karen Jestons (Hi/Alaundril/DCS-13) has been the 
commanding officer for the last six years. Well-known for her 
ability to inspire others, General Jestons frequently wanders the 
base, chatting with everyone from cooks to MPs. While she's 
proven herself an able politician, she prefers not to involve ei- 
ther herself or her soldiers in the day-to-day political strife of 
Babel. This personal quest hasn't met with universal success; 
Scatt Williamson, among others, considers the Alaundril mili- 
tary a tool to be wielded as he sees fit. 

The Shadowrock base is also the system headquarters of 
Star Force, the naval branch of the Concord military. Star 
Force's local headquarters is a structure that sits immediately 
adjacent to the Alaundril base complex. Is nothing special to 
look ai, just a reinforced bunker where visiting or newly as- 
signed Star Force officers go to learn the intricacies of the 
Verge, but it is equipped with the most up-to-date jamming and 
signal intelligence equipment in the Verge. 


PROVIDENCE 


More of an outpost than a city, Providence is a mixture of pre- 
fabricated buildings and old ship hulls. Scavenged housing 
marks the streets and alleys, serving as research labs, meeting 
halls, and homes. 

Fravidences rough appearance is deceptive. Its sheet metal 
and mud walls hide research facilities that measure radiation, 
air pollution, and atmospheric composition, and its primitive 
housing is home to many of Alaundril's finest scientists and 
technicians. Its scientific pursuits have changed over the years 
from measuring the long-term effects of radiation exposure to 
the fabrication of materials to shield against radiation. Provi- 
dence's research projects have changed the lives of Alaundrins 
for the better. 

The clearest example of scientific success is a synthetic fab- 
ric called polythericlene, While it has the feel of silk and the 
wear of cotton, it also filters out more than 50% of Tendril's in- 
tense radiation. For resisting high-radiation environments, it's as 
effective as a soft e-suit, but much more comfortable. In Alaun- 
dril's usual R2 conditions, this is enough to protect the citizens. 
The fabric has changed the textile industry, and virtually all do- 
mestic clothing is made fram it. Palythericlene doubles the price 
of apparel on Alaundril. 

To protect humans from high radiation, scientists developed 
and tested a protective chemical thet could be added to the 
water. Hadilyn has become a standard supplement to the water 
supply and has proven effective in combating the high radiation. 
Anyone who drinks radilyn daily gains the benefits of antiradi- 
ation serum. Hadilyn's only problem is its slow onset; it takes a 
month or more to achieve a high enough level within a host 
body to be fully effective. 


Providence’s scientists are working to augment the atmos- 
phere's ultraviolet shielding end protect the planetary surface 
probably by an increase in ozone, though other options are 
being considered. The atmospheric scientists hope to find a 
cheap way to significantly alter Alaundril's atmosphere. If suc: 
cessful, they can sell their technique to a terralorming company 
to put into practice. The scientists haven't had much luck so far, 
but they're hopeful that their investigations will yield some sal- 
able discoveries soon. 


Tre SEERS or ТОКА! 
A lonely temple complex lies more than 800 kilometers west of 
Providence, in the heart of the desert wastes. Founded by Hatire 
mystics in the early days of the system’s exploration, it remains 
a stronghold of the Brethren on Alaundril. Over the centuries, it 
has attracted more fame for the predictions of its mystics than 
for its role as a religious sanctuary. 

The Seers are led by Palíoal Liquurl (Fm/Tendril/MW-16) 
wha serves as the group's diocesan. Polfoal was among the 
community's founders, and has held his present position for 
more than 150 years. 

The Seers of Torai have documented many startling predic- 
tions over the last 10 years, but they refuse to aid anyone bear- 
ing cyberware or suffering from other spiritual poisons. Indeed, 
they refuse to help most supplicants, proclaiming them unwor- 
thy for one reason or another 


A variety of native life exists on Alaundril, and several of the 
major species occasionally approach the smaller setllements 
and even the outskirts of Babel. More often, Alaundril's native 
animals fear human vehicles and the roar of spacecraft, and 
avoid the urban areas entirely. But the desert plains of Alaun- 
dril are not safe. Instead, they are home to a wide variety of 
dangerous predators. The most impressive are the sandgrotha, 
the gevlin, and the egistran. 

The sandgrotha are three-meter-long catlike carnivores who 
always hunt in groups. They can run at up to 50 kph over the 
sandy wastes and strike without warning. Their dull gold-brown 
skin gives them excellent camouflage in the sand. The sand- 
gratha's poor night vision prevents it fram hunting after sunset. 

Another carnivore, the gevlin, has even less fear of human- 
iy. Willing to prey on small settlements, the solitary arachnic- 
like creature burrows into the desert sand before attacking. Its 
most active during the early morning and evening hours, avoid- 
ing Alaundril's temperature extremes. 

The nocturnal egistron are large, flying pseudarnammals. 
They avoid sources of light, but anything else is fair game. Dur- 
ing Alaundril's baking summers and during particularly intense 
Burns, the egistran go into a form of aestivation, or summer hi- 
ternation, in the cool depths of their burrows. 


Given Alaundril's more habitable conditions, i's no surprise that 
Atlas was ignored for years. The planet is a cold and lifeless 
rock in space, well outside the star's habitability zone. Without 
zn atmosphere to protect it, Atlas suffers the full force of Ten- 
ils radiation despite its greater distance. In some systems, 
Atlas might have become a home to sentients іп a domed and 
controlled society. In this star system, there's no real need for 
such measures, 

Atlas has been settled anyway. A group of radical Orlamists 
set up а colony in 2333, seeking privacy and freedom. They 
soon found seven sites indicating the presence of a previously 
unknown civilization. Archaeological expeditions began a few 
years into the Long Silence. Eventually, word of the expeditions 
reached the Stellar Ring and led to the Augustine's arrival in the 
summer of 2405. Forty years after the Augustine disaster, the 
planet's mysteries attract more interest than ever. 

Today, the original dig site is well guarded and researched. 
The Danwin site, named for the Augustine's lead researcher, has 
been thoroughly examined. Nothing there has explained the ori- 
gin of the planet's previous inhabitants, or even their precise na- 
hre: The unknown aliens could either live in vacuum, or have 
arrived as colonists irom somewhere else. To investigate the 
tivilization, hundreds of privately funded operations have 
sprung up and have established bases scattered over Allass 
surface, Furthermore, the original Orlamist missionaries have 
been joined by a larger number of Ancientisis. Neither the 
Alaundril government nor StarMech has effectively controlled 
these groups 


‘The Skyward Caverns are located in a mountain range on Atlas’ 
southern hemisphere, These extensive caves, clearly artificial, 
are the most important sites for Ancientist and Hatire examina- 
tions, Unusual artifacts retrieved from the Caverns in the last 
year have set off a flurry of excitement in the archaeological 
community. Several independent groups have staked claims to 


Iban ји Tin 
Concorp Deputy AMBASSADOR 


Level 12 fraal Mindwalker 


STR 7 (0) INT 12 (+1) 
DEX 8 (0) WIL 14 (+2) 
CON 8 PER 9 


Durability: 9/9/5/5 
Move: sprint 18, run 12, walk 4 
Reaction score: Ordinary/2 
Psionic energy points; 21 


Action check; 12+/11/5/2 
#Actions: 2 
Last resorts: 1 


Attacks 
Unarmed 7/8/1 d4s/d4+1s/d4+2s 11/0 
Electrokinetics 19/8/4 d6+2s/d4w/d4+2w En/G 


Defenses 
Armor: none (LI), none (HI), none (En) 


Skills 

Vehicle Operation [8]; Stamina [8]; Knowledge [12]-com- 
puter [13], language: Standard [15]; Physical Science [12]; 
System Operation [12]; Technical Science [12]; Administra: 
tion [14]-bureaucracy [15], management Awareness 
[14]-intuition [16]; Resolve [14]-mental [15], Culture 
[S|-etiquette: Tendril [12], Interaction [8]; Leadership [8| 
ESP |12|-empathy [13], mind reading [15], precognition 
[14], Telekinesis [14]—-electrokinetics [19]; Telepathy 
[8)-suggest [13]. 


The ambassador's assistant Idan Jil Tir is the power behind 
the Concord presence in the Tendril system. Idan generally 
remains a quiet figure during the ambassador's meetings, but 
his ability to read and influence minds often guarantees that 
the Goncord’s policies succeed. His ability to determine when 
someone is lying has kept the ambassador from mistakes 
more than once. Idan's precognition has several times pro- 
vided valuable warning of an impending threat to the am- 
bassador and once has wamed him of a threat to Nova 
Station itself. 

Idan is young by the standards of his people, barely & 
century old. He prefers to stay out of the public eye, never 
accepts speaking engagements, and rarely agrees to public 
appearances except at Ambassador Demerot's side. Secretly, 
he fears that revealing the extent of his influence will just 
make him а target for the Concord’s political enemies. He 
may be right 

баре mindwalking expertise is in ESP. He gains a -1 
step bonus whenever using а ESP specialty skill, increasing 
his already formidable ability to read other's minds. He has 
no qualms about using his power secretly. If anything, he 
finds it faintly amusing to sit quietly and learn an adversery's 
secrets while the ambassador chatters on. 

In his spare time, Idan visits the desert retreat of the 
Seers of Тага! to talk to the Hatire diocesan there, one of the 
few other fraal of any stature on Alaundril. In many ways, 
the fraal mystic is Idan's mentor. Although Idan is not reli. 
gious, he enjoys the peace of the monastery, and often 
wishes aloud that he could retire there. The ambassador 
pays no heed to all such wishes, an attitude that Idan finds 
irksome, 


ALAUNDRIL Lucre-ciass Escort 


Compartments; 10 Durability: 50 
Maneuver rating: +1 Acc; 1 Mpp 
Cruising speed: 1 AU/hour Berthing: 36 


Armament; 2 mass cannons 
Range 5/10/15 Mm d6+2s/d6+1w/d6+3w LI (p)/A 
launch racks with 16 missiles (B ARN, 8 CHE, 2 MRB) 
Defenses; Deflection inducer, jammer, chaff 
‘Armor: Moderate neutronite (5 dur) 
6+1 (LI), d6+1 (HI), d6 (En) 
Computer: Ordinary computer core, Ordinary engineering 
and battle dedicated computers 
Engines: Induction engine 
Power: 2 mass reactors rated for 20 power factors total 
Drive: 5 light-years per starfall 


Roll Comp! Systems (Dur/Pow) Durability 

— Command Multiband radar (0/0) 6/6/3 
Radio transceiver (0/0) 
Jammer (0/1) 
Turret: mass cannon (3/3) 
Reentry capsule (0/0) 

= Engineering | Induction engine (6/6) — 12/12/6 
Airlock (0/0) 

1 Engineering 2 Mass reactor (2/*) 10/10/5 
Stardrive (3/*) 

2-3 Auxiliary Mass reactor (6/*) 12/12/6 
Autosupport (0/3) 

4-5 Weapons! Tractor beam (2/*) B/B/4 
Launch rack (2/1) 

6-7 Weapons 2 Turret: mass cannon (5/3) 10/10/58 
Launch rack (2/1) 

8-10 Electronics Laser transceiver (0/1) 10/10/58 
[һай (1/0) 
Ordinary computer core (1/0) 
Deflection inducer (3/6) 
EM detector (0/0) 
TR detector (0/0) 

11-13 Crew Crew quarters (4/0) 8/8/4 

14-18 Crew Crew quarters (2/0) 8/8/4 
Bick bay (2/0) 

17-20 Cargo Autocargo (2/3) 8/8/3 


The Zucre-class escorts form the mainstay of Alaundril's 
modest defensive force. With two mass cannons and two 
launch racks, these escort ships give any independent smug- 
gler or pirate reason to reconsider. 

For the most part, the military keeps these prized assets 
close to home in the Tendril system. Occasionally, they can 
also be found in nearby star systems where the businessmen 
of Babel have interests to protect—the shipyards can't resist 
the potential sales, and for many years, the Lucre-class ships 
were the only warships for sale tn any system in the Verge. 
A few Lucre-class ships have fallen into the hands of pirates; 
the Burn pirates (see “System Log,” page 108) are reported 
to have at least two such ships. 

These escorts are produced exclusively at the lon Pro- 
duction shipyards. Forty-six such vessels have been built to 
date, at an average cost of $11.3 million each. Seven more 
are currently on order. 


| 


the Caverns themselves. The Borealin research arm of the Col- 
lege of Justice Ethics has been investigating a site in the Cav- 
erns named the Pipe Organ Gallery, after the exquisite stalactites 
that line one of its walls, So far, the results of their research 
have not been posted to the Grid, but early indications are that 
the Borealin scholars are making faster progress than their 
Hatire and Ancientist colleagues, who spend as much time feud- 
ing with each other as they do in the field.. 

The Hatire-Ancientist dispute is one example of this infight- 
ing; what should be a collaboration of brilliant minds investi- 
gating a fantastic mystery instead turning bitter and violent. The 
competing archeological groups routinely hire security forces to 
ensure that their territory is well marked and the borders are 
respected. Accidents and deaths have increased; in one case, 
explosive decompression of a team's shelter killed more than 
thirty people. The news reports of conflicts fill Tendril’s news 
services, 

The cause of these conflicts is simple to identify. Most of the 
groups are funded by private corporations, and all of them hope 
to make an incredible fortune from the first intact alien devices 
found. The Galactic Concord, noting the failure of both Alaundril 
and StarMech to intercede, has promised to send a negotiator 
to help end the crisis. 


The largest satellite around moonless Atlas, Nova Station is gi- 
gantic. As the largest fixed space station in the Verge, it's home 
to about 5,000 personnel. Most of the station's citizens are 
Starmechs who've come to the Tendril system in the last few 
years. 

The station acts as a communication center for the system 
and as a relay for drivesat communications, As one of only 
three drive relays within Verge space, Nova's drivesats are пес- 
essary for any communications to or from the Stellar Ring. 
TaskCor Communications is the StarMech corporation that won 
the contract to administer system and interstellar communica- 
tions. To date, TaskCor has fulfilled its contract well; no signifi- 
cant breakdowns have occurred. The Concord Communications 
Commission has an office on the station, overseeing the opera- 
tion to ensure that messages from the edge of explored space- 
especially Hammer's Star—reach the Stellar Ring. 

Messages from Nova Station travel a long way before reach- 
ing Kendai. The trip is 270 light-years one way, and the aver- 
age travel time for a message to Kendai is БВ hours. Messages 
sent farther into the Stellar Ring can take as long as 242 hours 
to reach Sol or 308 hours to reach Vision, the capital of Insight. 

A one-minute voice, video, or data burst costs $50 per relay 
it must pass through en route, and there are six relays from 
Tendril to Kendai. Called Verge Relays 5, 4, 3, and 1 and the 
Blue Chamber, these relays are automated systems parked in 
safe orbits in uninhabited space. Routine maintenance visits 
from StarMech and Concord technicians keep them running 
smoothly, The only automated relay that requires no mainte- 
nance is the Blue Chamber relay. Once known as Verge Relay 
2, it has become home to an Insight-generated artificial intelli- 
gence named Kemal. Kemals robotic remotes keep the relay 
running at peak efficiency; as long as the Al keeps communi- 
cations open, no one minds the loss of a few computer cycles. 
However, in the event of an emergency, the Concord keeps an 
inactive backup relay in the area, 

Nova Station also serves as the instrument of StarMech mil- 


itary. StarMech military vessels patrol Tendril space side-by- | 


side with local naval craft from Alaundril. For the most part, 


BtarMech permits the local government to govern interactions 
with traders and economic interests. Alaundril, in turn, doesn't 
interfere as StarMech authorities and military forces interact 
with foreign stellar nations, However, conflicts arise in relation- 
ships with other Verge systems. Trade with Tendril is compli- 
tated by the competing desires of Alaundril and StarMech 
officials; both claim to have the authority to determine all trade 
and policy issues 

The station is divided into three major compartments, each 
home to separate functions. All StarMech authorities—including 
Ambassador Chelsea Krest-live on the lower levels. Her office 
Б nominally in charge of all StarMech assets in the Tendril sys- 
tem, including the station itself. The StarMech military assets are 
headquartered on the center decks, near the docking facilities 
A modest repair yard has been built at the station, but signifi- 
tant ship repairs require the shipyards on Alaundril. Finally, the 
highest levels of the station, farthest from Atlas, house the com 
munications equipment and the TaskCor offices. Olivar Jin (Hm/ 
hnsight/DTO-6) is the current operations leader for TaskCor. He 
and his staff control all drivesat communications inta and out of 
the system. 


The resources of the Cyra Belt fuel the Tendril economy. Not a 
day goes by without Alaundril welcoming the arrival of one or 
more cargo vessels coming in from the belt. Their cargoes are 
quickly bought, processed, and fed into the industrial maw nf ti- 
fans such as the lon Production shipyards. But the legal status 
of the miners’ claims remains muddy. If anything, claims to the 
Lyra Belt have become more arcane than ever, 

Alaundril more or less gave up on effectively administering 
the claims soon after the Second Galactic War began and 
StarMech authority left Tendril. Now that StarMech has reestab 
ished itself, Concord Ambassador Dmetri Demerot has made 
reorganization of Cyra mining a priority. The thousands of min- 
ars with claims have been variously denying StarMech's right 
b the belt, pleading for Alaundril їп intervene, and quietly peti- 
lioning StarMech officials to recognize their individual claims. 
Though Alaundril publicly claims jurisdiction, privately it leans 
on the Concord for help. 


In a system brightly lit by the fires of industry, Darkhold stands 
sut as a small corner of shadowy darkness. The return of the 
stellar nations and the restoration of Nova Station have reduced 
he independent station's importance, but the inhabitants of 
Tarkhold are adapting. 

Once, Darkhold was home to fine repair yards and a ship 
base second ta none. When the better-equipped Nova Station 
began operation in 2355, this demanded that Darkhold change 
its focus. Darkhold agreed to Nova's demands, closing down its 
ship facilities and altering its orbit fram a solar-orbiting free sta- 
fon to a base on one of the belt's larger asteroids. It also ex- 
panded its entertainment facilities, serving contract miners 
operating in the Cyra Belt. For decades, Darkhold provided 
bored Сута workers with comfortable homes, bawdy entertain- 
ment, and other amenities designed to keep them content. In the 
decades before the stellar nations returned, Darkholders talked 
af restoring their ship facilities, but any such thoughts are moot 
now that StarMech has returned. 

StarMech's presence has upset the balance at Darkhold. 
StarMech spacers have brought slick new holos from the Bore 


alis Republic, new drugs from the Collective, and new robots 
fram StarMech shipyards—and their robots’ ability to do routine 
ship maintenance outshines anything else in the Verge. As a re- 
sult, Darkhold has lost the revenue that servicing the spacecraft 
and their crews would have provided 

But Darkhold's situation is worse than that, because 
BtarMech's persuasion-by-partying tactics, aimed at getting 
Darkhold to agree to StarMech administration, are convincing 
many of Darkhold’s customers that StarMech rule would be an 
improvement over the current state of things. Under the friendly 
exterior, the РН campaign is another step toward cementing 
StarMech authority in Tendril, especially its power to grant or 
refuse mining rights, 

Darkhold has neither the resources nor the organization to 
resist StarMech in the long term. Ownership of the station and 
its asteroid is a murky issue, with more than a dozen Darkhold 
corporations and mining groups tracing claims that date back 
up to a century. In practice, a business council rules Darkhold, 
copying the system of Alaundril but with less success. Recently, 
the Darkhold council has proven itself susceptible to wild, un- 
considered action. It decided to jam ship sensors in the Сута 
Belt, but the decision has infuriated both the miners and the 
StarMech vessels that patrol the Tendril system. The practice 
continues despite the loss of a StarMech cruiser to an asteroid 
collision—or perhaps that was the point all along. 


Pox 


An unremarkable medium-sized gas giant, Pox stands alone in 
the distant cold reaches of the Tendril system. It's the only planet 
beyond the Cyra Belt. Not surprisingly, the citizens of Alaundril 
and the visitors from the Stellar Ring have united in ignoring 
Pox ever since the system was first explored almost two cen- 
turies ago. 


SATELLITES 


More than two dozen small moons orbit Рох, This far from Ten- 
dril, these satellites experience less radiation; they also absorb 
much less warmth. All of Рох moons are lifeless rocks, and the 
only construction is a series of shafts and quarries made by 
miners who are either afraid of the contentious Сута Belt or 
seeking solace in Рохе lonely orbit 

In February 2501, StarMech opened negotiations with the 
Nariac Domain. Officials of the Domain expressed an interest in 
acquiring the rights to Pox and its moons, and have begun to 
make offers. The Domain hopes to use the moon to create a se- 
cure way station for further exploration of the verge, but so far 
the negotiations haven't been fruitful. StarMech has declined 
outright purchase, and instead seems to be pushing for Nariac 
and VoidCorp recognition of all StarMech claims in the Verge. 


System Loc 


The Tendril system remains edgy, unsettled, and trigger-happy 
in the wake of the Arrivers’ presence. The primary sources of 
conflict are StarMech's claims to the system and the alien ruins 
on Atlas. Several events worthy of attention have cropped up in 
recent months. 


Burn PIRATES 
A new band of pirates has entered the Tendril system, attack- 
ing freight and passenger tralfic alike. The new group has 
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earned the name “Burn pirates" fram the Grid press, since they 
only attack shipping during a Burn. Somehow, these pirates 
can locate and board ships during a Burn, keeping their sen- 
sors and comm systems operational during the event, Since 
communications are so difficult during a Burn, the thieves 
strike quickly, strip a vessel clean, and then depart long before 
the Burn ends, 

Sa far, the pirates have left only one survivor, a ship's me- 
chanic robot named PAD-7. The pirates may operate from a 
primitive base on one of Pox’s moons—though this is pure can- 
jecture. So far, the Concord and the Alaundril defense forces 
have had no luck in tracking the Burn pirates. Though both Lord 
Hellis of Ptolemy and the Lucullan corsairs remain under sus- 
picion, PAD—7 claims that a member of the boarding party men- 
tioned the moons of Caina in the Rinstoke system. 


New SKYWARD Caverns DEATHS 
Conflict over these archeological sites has intensified recently, 
with theft, assaults, and a gunfight in the Blue Chamber region 
of the caverns between Hatire and Ancientist factions. The Blue 
Chamber represents one of the richest sites for investigation. 
Unfortunately, it has also been the scene of intense fighting, with 
skirmishes flaring on and off again over the course of a week. 
However, Concord Administrators have ended the violence and 
are pursuing investigations. 

Both sides are accusing the Concord of stealing the best 
relics, and open violence may break out again at any time. The 
Ancientists have filed а formal complaint against the Adminis- 
trators; the Hatire have simply hired a dozen new security ex- 
perts and refused to allaw Concord personnel access to their 
sites, supplies, or equipment—resulting in standoffs in the 
Throne Cavern, the Pipe Organ Gallery, and the Tailor Gallery. | 


SrARMEcH DarkHoLD Buyout 
The StarMech Collective has offered to buy out the consortium 
that owns Darkhold; the offer was tendered more than a month 
ago, but has just recently been made public. Details of the offer 
remain undisclosed, but sources close to the station confirm that 
а $4 billion offer is at the heart of the deal. 

Several Darkhold-based groups have urged acceptance af 
the affer—though the system government on Alaundril has ex- 
pressed its disapproval of the transaction. Stockholders are ex- 
pected to vote on the offer within the month. Rumors of 
shareholder bribery by StarMech officials and ballot stuffing by 
the station's owners remain unconfirmed. 


HEROES oF TENDRIL 


Natives of the Tendril systern work hard and play hard, and 
they retain many of the other traits of their StarMech heritage, 
Any hero from this system may choose to gain the benefits of 
StarMech Collective citizenship, However, just as many are in- 
dependents or Vergers without any additional affiliation. 

In addition, Verger Tech Ops have centuries of experience 
in dealing with the Burn's effects on mass transceivers, sensor 
arrays, and electronic equipment of all types. Any native of the 
Tendril system gains a -1 step bonus when using Systems Op- 
eration—sensars or communications during a Burn or other 
conditions of high electromagnetic flux. 

Because of Tendril's close affiliation with StarMech, this sys- 
tem is one of the few places in the Verge where robots are 
common. Heroes can buy and sell robots on Alaundril or may 
choose to hire robot helpers here. 
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For almost 200 years, traders and explorers entering the 
Verge have made Corrivale their second stop along the way. 
From Tendril, Corrivale is only 27 light-years, a journey of no 
more than six starfalls for even the smallest vessels. Virtually 
abandoned during the Second Galactic War, Corrivale is now 
home to a thriving colony of independent sesheyans and a 
Hatire settlement on the jungle moon of Grith. It is also the site 
of alien ruins, a Concord station, and extensive VoidCorp min- 
ing operations in the cold reaches of the outer system. Despite 
this concentration of interests and outposts, Corrivale remains 
a thinly settled frontier region, a third world in every sense of 
the word. 

Today, tensions run high as the Hatire Community, the 
Galactic Concord, and VoidCorp all seek to establish military, 
economic, and political dominance over the system. All three 
nations must work against the opposition of the Grith 
sesheyans, who naturally want to remain masters of their own 
home. Blessed with a Class 1 world, extensive mineral wealth, 
and a prime location along the Verge spine, Corrivale is 
rapidly becoming a point of contention among the great pow- 
ers. Skirmishes, raids, and corporate piracy are all too com- 
mon throughout Corrivale. Visitors are advised to proceed 
with caution. 


Like Tendril, Corrivale was surveyed by the StarMech Verge 
scouting missions of 2315 and 2316. While the Collective au- 
thorities preferred Grith ta Alaundril as a colony site, Alaundril’s 
location closer to Old Space seemed a better strategic move to 
control access to the Verge. Anxious to stake a claim in the 
newly opened frontier, the Hatire Community purchased the 
rights to settle Grith from StarMech in 2319 for the sum of SO 
million Terran credits. The first Hatire colony vessel landed at 
Diamond Point in the moon's arctic in 2324, and the Brethren 
began taming the jungle the old-fashioned way, with bulldozers 
and fire. 

The Hatire soon discovered that they weren't the first inhab 
itants of Grith; moss-qrown alien ruins lay hidden in isolated 
sites all over the forest world. Hatire xenoarcheologists sur- 
veyed dozens of major sites, hoping to find new insight into the 
long-vanished Cosimir. They discovered no religious revela- 
tions, but instead pieced together a few tantalizing hints of an 
ancient warrior race through guesswork and supposition. The 
origin and fate of the Grith builders remains a mystery to this 
day; Hatire digs turn up new finds every few years, and survey 
teams regularly chart new sites for future investigation. 

By the beginning of the Second Galactic War in 2346, ће 
Hatire settlement of Diamond Point had grown into a good-sized 
town of more than 30,000 citizens, surrounded by vast planta- 
tions and open rangeland-a green plain more than 100 kilo- 
meters across in the northern reaches of Grith’s world-girdling 
jungles. For a time, Diamond Point continued to thrive, а rare 
system untouched by the tides of war. 


Early in 2350, Heavy Cruiser 319-а VoidCorp warship—ar- 
rived in the Verge. Boldly preying on any Verge commerce it 
could run to ground, CA 319 ruthlessly bombarded Diamond 
Point, destroying most of the fledgling colony's industrial capac- 
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ity and port facilities. CA 319 hit several nearby systems over 
the next three months before VoidCorp recalled the ship to the 
heavy fighting in Old Space. 

Wrecked hy orbital bombardment, Diamond Point suffered 
from a plague the next year, brought on by the destruction of its 
hospital. Corsair fleets preying on isolated outposts and weak 
systems in the Verge hit the colony in 2353, 2359, and again 
in 2360, The few remaining Hatires abandoned Diamond Point 
in 2382, emigrating to Tendril or Oberon. 

From 2382 through 2497, Grith lay fallow, its verdant jungle 
reclaiming much of the colony site. Corrivale wasn't completely 
abandoned; mining operations still proceeded on Iphus and in 
the Inner Belt, Alaundrin merchants passed through the system 
routinely in their travels along the Verge spine, while outlaws 
and prospectors built hardscrabble lives for themselves in the 
Outer Belt. From time to time, a rugged homesteader fram a 
neighboring system landed on Grith to build a home far from 
Old Space and the war. Some of these settlers still live deep in 
Brith's backcountry. 


THE MoNiTOR"S ARRIVAL | 
In 2497, the Concord fortress ship Monitor returned to the 
Verge, reestablishing a link to Old Space, Surveying each sys- | 
tem as she proceeded along the Verge spine, the Monitor made | 
an astonishing discovery in Corrivale: The ald site of Diamond | 
Point had been reoccupied by a colony of 100,000 sesheyans! | 
These sesheyans claimed they'd always been on Grith, living | 
thousands of kilometers south of the Hatire settlement. 

The VoidCorp representative aboard the Monitor instantly | 
filed a claim to recognize the sesheyans as VoidCorp Employ- 
ees, but the sesheyans maintained that they'd been taken from | 
Sheya more than 1,000 years ago by the mysterious race who | 
ance inhabited Grith. Since their ancestors had left Sheya cen- 
turies before VoidCorp’s contract, the Grith sesheyans argued | 
that they weren't subject to its authority. 

Despite an exhaustive investigation, VoidCorp could not 
prove thal the Grith sesheyans didn't arrive on Grith in exactly | 
the manner they claimed, although many impartial observers 
suspected that the sesheyans were refugees who had somehow 
slipped aut of VoidCorp's grasp in the chaos of GWe. In a con- 
troversial 2499 ruling, Concord Administrator Ari Mahdra de- 
nied VaidCorp's suit and recognized the sesheyans of Grith as 
an independent, indigenous race. Since Grith was largely un- 
settled, she also upheld the Hatire right to recolonize Grith at a 
rate of 50,000 colonists per year. Mahdra's ruling required the 
sesheyans to return 60% of Diamond Point to the Hatire, and 
left the Hatire as Grith’s recognized planetary government. 
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р ОЕ GRITH 
Here's a surprise; The sesheyans are lying. In 2359, a se- 
sheyan leader by the name of Nu'itei led an uprising in a vast 
VoidCorp labor camp in Old Space, Gaining their freedom, the 
sesheyans seized a ragged flotilla of corporate gunboats and 
freighters and fled for the Verge. With the help of a computer 
division insider, they erased all records of the camp, the stolen 
ships, even their own Employee numbers. 

Arriving in the Verge, they scouted the region and chose 
Grith as their new home. The third “corsair” flotilla that attacked 
in 2360 was actually the sesheyan invasion. Desperate to pro- 
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tect their freedom, they drove most of the Hatires off the planet 
and killed those who remained. Then Nu'itei crafted an elabo- 
rate story to explain the sesheyan presence on Grith. All chil- 
dren born on Grith were taught that their people had been 
brought to the jungle world a thousand years before, and that 
the Hatires had fled of their own accord. Many sesheyans re- 
sisted the crafting of such a monstrous lie, and taught their chil- 
dren the true story as well as the false one. Most Grith 
sesheyans honestly believe the lie, and most dissenters under- 
stand that their silence is their freedom. 


In the last two years, the Hatire have begun rebuilding Dia- 
mond Point. While the Mahdra ruling provides for an annual 
immigration rate of 50,000 people, the Hatire have been mov- 
ing a little more slowly; Diamond Point numbers only 44,000 
Brethren, compared to more than twice that many sesheyans. 
At the same time, the Hatire leaders have been farsighted 
enough to invite the sesheyans to participate in the govern- 
ment of Grith. While some sesheyans resent any human in- 
trusion, and some Brethren feel that the sesheyans are 
nothing but squatters, the two groups are getting along. The 
sesheyans know that the Hatires can overwhelm them with 
manpower, money, and resources, but the Hatires know that 
the sesheyans can sue for Concord incorporation if they feel 
like they're losing control. Neither faction wants to push its 
neighbors too far. 


Inderon Tricus. 
Primary Corrivale Corrivale 
Planetary Class Class 5 Class 4 
Gravity G2 (0.85 g) G2 (0.83 g) 
Radiation НА (250 rem/day) ВЗ (45 rem/day) 
Atmosphere AD (Vacuum) AD (Trace) 
Pressure PO (Vacuum) PO (Trace) 
Heat H4 (310° C) H4 (211° C) 
Orbital Distance 0.52 AU 0.81 AU 
Diameter 7812 km 5,242 km 
Year 106.9 days 207.9 days 
Day 335.5 hours 199.4 hours 
Axial Tilt 8.8° 22° 

138 201 

0 1 


Lecterion 


Iphus 


Primary Corrivale Corrivale 
Planetary Class Class 5 (gas giant) Class 4 
Gravity G4 (2.958) 51 (0719) 
Radiation ВА (120 rem/day) R2 (25 rem/yr) 
Atmosphere A1 (H He) AD (Trace) 
Pressure P5 (100+ atm) PO (Trace) 
Heat HO (-110° D) HO (-170° С) 
Orbital Distance 5.5 AU 17 AU 
Diameter 98,110 km 8,014 km 
Year 10.07 years 54.76 years 
Day 742 hours 163 hours 
Axial Tit 148* 478° 
Density 0.38 142 
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TaBLE S9: ConRIVALE SYSTEM 


While Grith is the political center of the system, it's not the 
only site of interest. Both the Inner and Outer Belts are home to 
thousands of asteroid miners, and isolated outposts can be 
found on Lordan and Almaz, In 2498, the Concord fortress ship 
Repulse placed Omega Station, a Concord base, in a high polar 
orbit around Lecterion. Omega is ostensibly a research station 
and repair facility; cynics suspect some military purpose behind 
the station. 

The wild card in this situation is VoidCorp. In the days be- 
fore GWe, VoidCorp paid StarMech for mining rights on Iphus 
and started up most of the major mining operations on that 
planet, During the Long Silence, these posts incorporated as 
Iphus United, but VoidCorp reclaimed the wayward facilities on 
its return to the Verge. Its well known that the company still 
contests the Mahdra ruling, and VoidCorp warships are becom- 
ing more and more common in the outer reaches of the Cor- 
rivale system. 


The Corrivale system contains eight planets and two major as- 
tercid belts, Corrivale is a yelluw-white F2 star, about twice as 
bright as Sol. While its radiation level isn't as ferocious as Ten- 
dril's, Corrivale still renders travel hazardous within one AU of 
the star. The system's only habitable world is Grith, a moon af 
Hydrocus, but Lordan is a reasonable candidate for terraform- 
ing, and distant Iphus is a source of great mineral wealth, al- 
ready being exploited by the Employees of VoidCorp. 


Hrürecus (Grith) Lordan 
Contras Iioc Corrivale 
Class 3 Class 1 Class 3 

63 (1.29 o) Bt (0629) 81 (0.49 g) 
82 (20 rem/m) B2 (IS m/n) Re ( em 
A4 (Nz; CD, S0) A2(N, 0,) 

Moin” iiid Мп 
H3 (70° D) H2 (40° C) Hi (-46° C) 

2.05 AU 522,000 km 3.76 АЈ 
17060 km 8896 km 7702 km 
8369 days (14 days) 20789 days 
58,3 hours 3705 hours 18,1 hours 
115° В5° 293° 

096 081 081 

1 (Grith) 0 2 


Almaz Chark 


Corrivale Corrivale 
Class 4 Class 5 

81 (0.529) G1 (0.23g) 
R1 (10 rem/yr) ВІ (6 rem/yr) 
AO (Vacuum) AD (Vacuum) 
PO (Vacuum) PO (Vacuum) 
HO (-180* C) HO (-210° C) 
30 AU 48.7 AU 
5,314 km 4,380 km 
128.36 years 265.49 years 
974 hours 683.5 hours 
205° Но 

1.24 065 


0 0 


INDERON AND TRICUS 


Baked by the fearsome sunlight of Corrivale, these two planets 
are blasted husks. Hoth are rich in heavy metals, but the irra- 
diation of the nearby star and the lack of atmosphere render 
them completely uninhabitable. Of the two, Tricus is slightly less 
discouraging, and several Grith-based companies have estab- 
lished mining posts on the planet. Considering VaidCarp's dom- 
inance of the mineral-rich outer system, the Tricus installations 
may prove to be the only reliable source of strategic metals for 
an independent Corrivale. 

Tricus is orbited by one tiny moon, irreverently named Fly- 
speck. An asymmetrical lump of rock about 30 kilometers in di- 
ameter, Flyspeck whirls around Tricus once every 11 hours. 
"ricus Development Corporation (TDC Inc.) has recently pur- 
chased Flyspeck for the purpose of installing basic planetary 
defenses on the moonlet. 


ROCUS 

About 100 million years ago, Hydrocus was more or less Earth- 
like, with living seas and an extensive terrestrial biosphere. Un- 
fortunately, Hydrocus had a problem-a heavy concentration of 
sulfur in the upper portion of its crust. Tidally induced vulcan- 
ism pumped sulfur into the atmosphere of the planet, gradually 
poisoning a Class I ecology with acid rain. Over the course of a 
few million years, the reaction accelerated, turning the planet's 
shallow seas into lakes of sulfuric arid and weathering away 
the fragile limestones and chalks of the surface. Today, Hydro- 
cus is a marred giant, its atmosphere choked with corrosive 
fumes, its surface a morass of mud flats and sulfur pans. The 
few lifeforms that survived Hydrocus's transition from a Class 1 
to a Class 3 world literally evolved an entirely new biochem- 
istry capitalizing on the acidic conditions of the planet. Most of 
the survivors are single-celled organisms. 

Rumors of larger lifeforms and alien ruins hidden in the 
sludge and salt pans of Hydrocus are, to date, largely unsub- 
stantiated. Biological investigations of the acid planet, however, 
have been sparse, 

While Hydrocus is no longer habitable, its moon—the jungle 
world of Grith-is one of the few Class 1 worlds in the Verge. 
Grith orbits Hydrocus at a distance of 322,000 kilometers, a lit- 
tle closer than the distance at which Luna orbits Earth. Since 
Grith is almost one-seventh the size of its parent (and roughly 
30 times the mass of Earth's moon), the two are often referred 
to as a double planet. 
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The heart af the Corrivale system, Grith is a green gem paired 
with the sullen mudball of Hydrocus. As Corrivale's only habit- 
able world, Grith has been the main focus of exploration, settle- 
ment, and exploitation since the discovery of the Verge, almost 
200 years ago. Currently home to settlements of free sesheyans 
and Hatire colonists, the jungle moon remains the main point of 
contention in the system today. 


NETOLOGY 


Grith is the only satellite of the planet Hydrocus, orbiting its par- 
ent once every 14 days. Hydrocus appears almost twice as 
large in Grith’s skies as the Earth appears from the surface of 
the mann; its subtle shadings of ochre, yellow, and red are quite 
striking in clear conditions (although they're often blurred into a 
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muddy brown by poor light or hazy air). Tidal forces between 
the two worlds are extremely strong—scientists estimate that 
both Hydrocus and Grith have slowed in rotation by 5096 to 
70% since the formation of the system, and Grith will be tidally 
locked by its parent planet in about 10 to 20 million years. 

The tidal forces of the systern create other, more immediate 
effects. Both worlds have much more volcanic and tectonic ac- 
tivity than they would ctherwise. This increased vulcanism led 
to the destruction of Hydrocus's Class 1 biosphere in the distant 
past, while Grith-a moon with no plate tectonics whatsoever- 
is kept volcanically active by the pull of Hydrocus. Naturally, the 
landlocked seas on both worlds demonstrate extraordinary tidal 
ranges. Grith’s seas rise or fall by 100 meters or more in the 
course of a day, creating an intertidal zone hundreds of kilome- 
ters wide around its largest bodies of water, These powerll 
tides make sea travel impossible, but offer a cheap source of 
power for shoreline hydroelectric plants. 

Corrivale's intense sunlight makes much of Grith uncomfort- 
ably hot and bright for both humans and sesheyans. In the 
moon's equatorial regions, daytime temperatures average 50° 
Celsius and can soar much higher in the hotter part of the year. 
Diamond Point, ће moon's largest settlement, is located іп the 
northern polar regions near Grith's boreal sea; polar tempera- 
tures range from 15° C in winter to 40° C in the summer, 

Grith is marked by four distinct climate systems. First and 
foremost is the jungle, thousands upon thousands of square 
kilometers of multiple-canopy rain forest that girdles the planet, 
The upper layers are hot, dry, and bright; the forest floor is dim, 
humid, and steamy. In many places, the forest supports several 
distinct ecosystems, each perfectly adapted to its own stratum of 
the canopy. Sesheyans are quite comfortable in the jungle 
gloom, and perhaps a tenth of the Grith sesheyans choose to 
live simple, nomadic lives in the trackless depths of the forest 

Grith’s open seas are the next most prominent feature of the 
moon. By Earth standards, they're small and deep, narrow rib- 
bons oi blue marbling the green forest belt. Only about 30% of 
the moon's surface is covered by open water. Like the jungle, 
Grith’s seas teem with life, but human marine biologists haven't 
had much opportunity to study the oceans; the extreme tides 
and low-gravity wave action make seafaring very dangerous, 

Between the sea and the jungle are immense tidal marshes 
and intertidal estuaries. Grith's seas shift their boundaries by 
dozens or hundreds of kilometers each day, covering and un- 
covering a vast amount of land. At the low end, the marsh is 
submerged by 100 meters of water for most of the day; at its 
highest reaches, it's inundated for only an hour or two by a few 
meters of saltwater. Human and sesheyan settlers have found 
that the high marsh is an incredibly rich ecosystem, teeming 
with shellfish and game, but a dangerous species called the ve- 
ractur makes the tidal region dangerous for travelers. 

The most comfortable portions of the planet for humans are 
the savanna and grasslands of the polar latitudes. Grith has no 
ice caps, and the jungle gives way to these cool, dry plains in 
the planets arctic and antarctic regions. The moon’s human 
population is concentrated in Diamond Point, a few hundred 
kilometers from the north pole. 


GritH’s GOVERNMENT 


The governing of Grith-and by extension of the entire Corrivale 
syslem—is a complicated process. The Mahdra ruling affirmed 
two dichotomous positions: first, that Grith is a Hatire colony, 
and second, that the sesheyans of Grith are an independent, in- | 
digenous race, Technically, Grith is a possession of the Hatire 
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Community—but the Hatires can exert no authority over the na 
tive population of sesheyans. The whole arrangement is murky 
at best, and a powderkeg ready to blow during times of stress. 

So, how does it work? The moon is ruled under the Colonial 
Diocese of Grith. In the Hatire Community, there is no distinction 
between religious and secular government. Any high-ranking 
government official is by definition a high-ranking member of 
the church. The Colonial Diocese strictly administers the day-to- 
day affairs of the moon's Hatire population, both as a member 
state of the greater Hatire Community and as the recognized 
planetary government. But the Diocese has no jurisdiction over 
sesheyans outside human settlements, it cannot settle lands cur- 
rently occupied by the indigenous race, and it cannot levy taxes 
or tariffs against native trade arrangements. The Hatire are 
bound by Concord law to leave the sesheyans alone. 

As an independent race, the sesheyans of Grith may govern 
themselves however they choose. They must respect Hatire law 
in Hatire settlements and don't have any claim on Hatire aid or 
defense in the event of attack. Outside the lands designated as 
sesheyan territory, the sesheyans may not establish new settle 
ments or pursue resource exploitation unless the Hatire grant 
them permission. 

In theory, the sesheyans govern themselves as a Council of 
Tribes. Unfortunately, this system is basically an oligarchy of 
criminal bosses, industrial leaders, corsair captains, powerful 
merchants, and a handful of rabble-rousing populists. The Coun- 
cil can't raise taxes, can't pass laws, and can't even negotiate on 
behalf of all the sesheyan factions. Each oligarch commands his 
own private army in a virtually feudal arrangement, Under the 
protection of the Mahdra ruling, these captains and crime lords 
ignore the Hatire and carry aut any illicit trade they like. Mean- 
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while, the Colonial Diocese slowly grows at the Council's expense 
by incorporating more and more of the disenfranchised se- 
sheyans who are tired of living under criminal overlords. 

Currently, ће three most powerful factions in Grith’s govern- 
ment are the Colonial Diocese, the Aanghel criminal empire, 
and the Devli'yan, followers of a shaman of the old tradition who 
urges a return to the ancient sesheyan ways. The three share a 
deep and abiding antipathy, and in their own various ways each 
of them works to become the principal power of Grith. In the 
background lurks the ever-present threat of renewed VoidCorp 
involvement on Grith; until that threat actually materializes, the 
existing powers on the moon will continue to harry each other 
rather than turn their attention to distant foes. 


Although the Colonial Diocese includes any part of Grith not des- 
ignated as a sesheyan reserve, Diocesan Kola Entele (Hf/Hatire/ 
ПЕА-4) leads a Brethren community of only 40,000 souls. 
Tough, strong-willed, and fiercely devout, the diocesan governs 
the Hatire on Grith through a small hierarchy of reverents, mis- 
sioners, and chosen, the lesser ranks of the Hatire theocracy. 
Diocesan Entele is very unhappy with the current balance of 
power on Grith, and she's investigating the arrival of the se- 
sheyans, hoping to find evidence to invalidate the Mahdra ruling 
and return all of Grith to Hatire control. Once the sesheyans' spe- 
cial immunity is removed, the diocesan feels that she can bring 
some peace and order to the troubled sesheyan society. 
Diamond Point is the Diocese's major settlement, although 
much of the city is reserved for sesheyan commerce, Diocesan 
Entele oversees her flock from the Forest Cathedral, a grand com- 
plex 30 kilometers south of the city. This magnificent edifice, with 
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its quiet, devout staff and its stately green forest paths, is a show- 
piece of the Hatire dream for Grith. The cathedral is also home to 
a subgroup of the Hatire, the Chorus, a group of Brethren bioki- 
neticists who believe in the power of the mind to heal. 

The Diocese commands modest planetary defenses near Di- 
amond Point and the Forest Cathedral. However, the Verge is a 
long way from Наше space, and serious efforts to fortify and 
reinforce the Brethren foothold in the frontier are a law priority 
with the leadership back in Old Space. 


The sesheyans who first settled Grith were far from a unified 
force. Although Nu'itei held nominal command of the fleet, ће 
people he led came from dozens of different tribes. Some were 
ancestral enemies fram old Sheya, forced to cooperate to defeat 
VoidCorp. Others had been stripped of their heritage by intern- 
ment in corporate camps for generations, and knew little of the 
ways of their people. The sesheyans who followed Nu'itei were 
rootless vagabonds and corsairs, far removed from the culture 
and ways of their people. 

During the struggle for freedom, two factions emerged, cen- 
tered on the most charismatic and powerful leaders of Nu'itei's 
inner circle. One of these was the notorious assassin Aanghel, 
who had been а VaidCorp operative for years before throwing 
in with Nv'itei. Aanghel and his followers enjoyed life as cor- 
sairs, and when the sesheyan fleet landed at Diamond Point, 
Aanghel retained a dozen small fighting ships. During the Long 
Silence, his followers raided nearby systems from the new 
settlement. Illicit markets, illegal shipyards, and a dozen other 
sordid activities connected with the capture and sale of stolen 
goods grew up around Aanghel's corsair fleet. The corsairs built 
such a large infrastructure that Aanghel's heirs could shift their 
criminal activities into the shadows when the Concord arrived. 

In 2501, Aanghel Enterprises is a holding company run by 
Aanghel Osuiike (Si/Corrivale/DFA-6), a young but powerful 
crime lord whose reach extends into every portion of the Cor- 
rivale system. Dsuiike firmly believes that the old ways of 
Sheya are long dead, and that her people must use human tech- 
nology and methods to survive in the modern day. While every- 
one on Grith knows the true nature of her business, Osui'ike has 
been able to exploit the self-governing clause of the Mahdra rul- 
ing to keep her freedom, 

Aanghel Osutike dislikes any personal involvement in her 
more sordid enterprises. She prefers to work through agents 
and middlemen, Her right-hand sesheyan is a hard-nosed killer 
named Pe Terei. 


Not all sesheyans agree with the violent rule of Grith’s industrial 
captains and crime lords. Thousands of the poor and disen- 
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franchised feel that syndicates such as the Aanghel family are 
mere mockeries of human society, sesheyans pretending to be 
something theyre not and wreaking irreparable harm by doing 
su. Some of these lower-class sesheyans remain in the Dia- 
mond Point area, reluctantly working in the humarlike society 
that Aanghel and the others have created, but many have in- 
stead chosen to abandon the trappings of human civilization 
Slipping away into the endless jungles of Grith, these tribal se- 
sheyans have returned to the aboriginal ways of their ancestors. 

Devlei'ir is the foremost of a growing number of sesheyan 
leaders who are rebelling against the technological and eco- 
nomic domination of the powerful captains. His followers, who 
call themselves the Devli yan, include thousands of workers and 
laborers in Diamond Point as well as dozens of tribal bands in 
the deep jungle. Religious hierarchies aren't a traditional part of 
sesheyan culture, but Devlei'ir commands the loyalty of roughly 
a third of Grith’s sesheyan population. 

Devlei'ir (Sm/Corrivale/DTO-10) is an energetic old shaman 
gifted with a natural mastery of oratory and rhetoric. He rarely 
rails against his opponents, but instead uses parables and calm 
discussion to illustrate the faults of sesheyans who have turned 
away from the way of their people. For the sesheyans who fol- 
low him, Devlei'ir's stories form an incisive and inescapable in- 
dictment of Grith's leaders. Rumors circulate from time to time 
that the Brethren fund the Devli'yan cause, but these stories may 
just be lies spread by the Aanghel to discredit the shaman. 

Crime lords such as Aanghel Osuiike don't dare strike di- 
rectly at емей. First of all, sesheyans have a great cultural 
reluctance to offer violence to a shaman, and second, the De 
viyan masses could topple the corrupt Council of Tribes if pro- 
voked by a martyrdom. In recent months tensions have been 
growing between the non-technological populace and the 
smaller number of industrial sesheyans. It's rumored that the 
major captains and bosses have had all they can take of De- 
vlei'ir and his sermons. 


The only city of any size on Grith, Diamond Point overlooks an 
arm of Grith's Boreal Sea. Bluffs more than 100 meters tall pro 
tect the city from the towering tidal surges of Grith’s seas, al- 
though the Boreal Sea has the smallest tidal range of any major 
body of water on Grith. The name Diamond Point refers to the 
long peninsula on which the city stands. Cool green hills swept 
by invigorating sea breezes surround the city. Broad plantations, 
orchards, and forested hills extend for 100 kilometers or more 
inland from the town, and most of the region's population lives 
in these rural areas. 

Diamond Point is located about 400 kilometers north of the 
northernmost range of Grith’s world-girdling jungle, insulated 
from the impenetrable vegetation by a wide belt of rolling 
grassland and arid hills, The modern city is built around the 
ruins of the original Hatire settlement, and some sectors of the 
city are still cratered rubble from the orbital bombardment dur- 
ing GW2. Salvaging materials from these silent wrecks is ille- 
gal, but many people ransack them anyway-the only penalty 
is a small fine. 

Under the Mahdra ruling, the Hatire rule about a third of the 
existing city, including the most important colonial structures. The 
Brethren have worked hard to restore their portion of Diamond 
Point to its original condition, but ramshackle sesheyan neigh- 
borhoods sprawl outward in all directions from this small core 
of orderliness. The sesheyan parts of Diamond Point are actually 
a collection of small fiefs, camps, shantytowns, and reclaimed 


ruins, divided along invisible lines of tribal loyalty. Some tribes 
are nothing more than old corsair crew affiliations, Sesheyans 
with the right connections to the captains of industry live in safe, 
comfortable quarters, while lower-class workers suffer in dismal 
squalor, Undoubtedly this divide between rich and poor has fu- 
eled the success of populists such as ће DJevlei'ir. 

Violence between neighborhoods is fairly common, a fact 
that the nearby Hatire deplore. Unfortunately, Hatire lawkeepers 
can enter the sesheyan parts of the city only if invited and only 
to stop the most brazen criminal activities. Some sesheyan 
barons patrol their districts with uniformed lawmen, but most of 
these forces are simply thugs with badges. Visitors to Diamond 
То! are advised to avoid entering the sesheyan parts of town 
unless they've arranged for an escort provided by a powerful 
sesheyan leader. 


Diamond Point's spaceport is located in an otherwise ruined 
sector of the city. Since the spaceport consists mostly of flat, 
преп ground, it was hard for Heavy Cruiser 379 to permanently 
damage the facility, although new hangars, terminals, and re- 
pair shops have replaced the rubble of the original structures. 
The spaceport is nominally under Hatire administration, al- 
though hundreds of contracted sesheyan workers run the place. 
Many of these workers have strong ties with the Aanghel syn- 
cate and other unsavory groups. In deference to sesheyan 
preferences-and perhaps to the needs of smugglers—most of 
the spaceport's landings occur at night. 

Several smaller landing fields are hidden in the hills and 
jungles near Diamond Point. Most of these are extremely prim- 
iive, old corsair dens and smuggler's strips with only the most 
rudimentary service and maintenance facilities. Various se- 
sheyan captains and Council leaders use these secondary strips 
б carry out whatever commerce they choose, away from the 
prying eyes of the Brethren. 


‘The Diamond Point Plaza is a grand old hotel that survived the 
bombardment with only minor damage. Heconditioned by the 
Aanghels, it's now an upscale casino-hotel overlooking the Bo- 
real Sea. Visitors shouldn't plan on winning much money at the 
fables; everyone knows that the house plays crooked. Rooms 
tun about $200 per night. 

The Emerald Hostel is a cheap facility near the spaceport, 
known for its low-quality clientele. Run by the Cordiel family, 
the Hostel caters to spacers and laborers, providing sordid en- 
‘ertainment at the cheapest prices. No one with the money to 
stay elsewhere would book a room at the Emerald, hut its a 
good place to find transients keeping a low profile. Its rooms 
rent for $40 a night, though various entertainments can drasti- 
tally increase the price. 


Tourists often visit Grith to hunt big game with binoculars, holo- 
cams, or laser rifles. A dozen outfitters offer safari tours into the 
deep jungle. These expeditions are quite dangerous; Grith isn't 
a tame world, and more than one would-be trophy hunter has 
failed to come back. Wilson's Game Outfitters, a small company 
owned by an entrepreneur by the name of Ignario Wilson (Hm/ 
Rigunmor/NF), is one of the most successful of these outfits. 
Wilson himself knows nothing about the outdoors, and he's al 
ways looking for guides to lead the expeditions he brokers out 
of Diamond Point. 


Pe TEREI, 
AANGHEL Osul’IKE’s LIEUTENANT 


STH 8 (9) INT 11 (HJ 
DEX 12 (+1) WIL 11 (+1) 
CON 7 FER 11 

Durability: 7/7/4/4 Action check: 14+/13/6/3 
Mave: sprint 20, run 12, walk 4, fly 40 #Actions: 3 
Reaction score: Ordinary/2 Last resarts: 2 
Attacks 

Unarmed 73/1 dds/d4+1s/d4+es — LI/D 
Laser pistol 15/7/3 d4+1w/d6+1w/d4m En/0 
Defenses 

OF softsuit: d6 (Ш), dB (HI), d6-1 (En) 

Dodge (14/7/3) 

Defensive martial arts [13/6/3] 


Skills 

Athletics [8]-climb [9] thraw [9], Melee [B]; Acrobatics [12] 
daredevil [13], defensive [13], dodge [14] flight [14]; Mod- 
em (12)—ріѕіо/ [15]; Vehicle [12]—air [13], space [13]; 
Stamina [7]-endurance [9]. Business [11]—ilícit [12]; 
Fnowledge [11]-Janguage: Standard /14), language: Se- 
sheyan [14], Awareness [11|-intuitan [12], perception [12]; 
Investigate [11|-interragate [13], Street (11|—criminal [13], 
ng in Deception [11]-&ribe [12], Interaction [11]-bar- 
gain [12]. 


Pe Terei is the problem-solver of the Aanghel syndicate, а 
seasoned criminal who serves as Aanghel Üsui'ike's lieu- 
tenant. He's worked his way up through the ranks, earning 
promotion through a combination of intelligence, perceptive- 
mess, and a certain degree of ruthlessness. Pe Terei is prag- 
matic and reserved under all but the most stressful 
conditions, coldly calculating the odds around him and never 
taking any chances that he doesn't have to take. 

Pe Terei is small even far a sesheyan, agile and quick. He 
prides himself on his wits, determination, and charisma, and 
s inclined to resolve problems through hardball negotiations 
and veiled threats instead of physical violence. Unlike many 
others in the Aanghel mob, Fe Terei understands that Grith is 
changing, and that the lawless days of the moon's criminal 
warlords are coming to an end. He respects Concord and 
Hatire laws as one more set of obstacles in the game he's 
chosen to play, and constantly seeks ways to use these laws 
against his enemies. 

Diten involved in cleaning up situations that reflect poorly 
on Aanghel Dsui'ike, Pe Terei hires freelancers and merce- 
aries, and then arranges for a quiet termination of the free- 
lancer's employment after the mission's done. Even the most 
ruthless sesheyan crime bosses respect Terei's willingness to 
go to any lengths to accomplish a task. When all else fails, 
he often gathers together his mos! loyal thugs and under- 
takes a mission himself. 

Tn his off time, Pe Terei often visits the Twilight Hunting 
Lodge in the jungle city of Redknife. His subordinates claim 
that he hunts with nothing more than a spear and has 
brought down a gandercat single-handedly, The skin of the 
creature hangs in his office. (In fact, he used a laser rifle.) 


Diamond Point's most notorious watering hole is the Planet- 
fall, a tough joint built from the cannibalized wreck of a 
grounded pirate vessel. The Planetfall is a place where free 
traders, smugglers, and other spacefaring scum come to meet 
their opposite numbers in the sesheyan criminal organizations. 
Although the Planetfall is technically neutral ground, drunken 
fights break out on a nightly basis, often with lethal results. 

The Mindanaoth Academy is located in Diamond Point's 
Hatire quarter, in an ancient stone building overlooking the Bo- 
real Sea. The academy trains mind knights of the Hatire faith; 
many of these mind knights serve at the Forest Cathedral or in 
Missioner Houne's Internal Security Ministry. A few are inden- 
tured to serve as bodyguards for important reformers else- 
where in the Verge. 


The most extensive ruins found on Grith to date, the ancient city 
of Quenaalt is located more than 6,000 kilometers from Dia- 
mond Point, a short distance from the moon's equator. No one 
tries to reach the ruins overland; aircar or suborbital shuttle are 
by far preferred. It's a popular destination for tourists and 
xenoarcheologists, and a handful of small excavations are cur- 
rently under way at the site 

Experts estimate that Quenaalt was abandoned about 5,000 
years ago. Its people were large quadrupeds about the size of 
a brown bear or leopard who seemed to have had a strong 
aversion to large social groupings; Quenaalt was a city of 20 to 
50,000 people scattered along a river valley encompassing al- 
most 1,500 square kilometers. No one knows for certain what 
became of the people of Quenaalt and the other ruined sites of 
Grith. Some theories suggest that the race died off in a sweep- 
ing epidemic, possibly brought about through biological war- 


fare, while others maintain that the Old Ones of Grith underwent 
some kind of abrupt regression to a more primitive state. 


About 40 years ago, a Lucullan trader by the name of Marcus 
Pharen (Hm/Lucullus/FA-5) ran afoul of a powerful crime 
baron in his home system. Fleeing for his life, Marcus loaded 
up his valuables and a handful of his most trusted employees 
and set out for safer ground. Recognizing the potential of the 
forest moon, Marcus reached an understanding with the 
Aanghels and other sesheyan tribes and settled near Grith's 
south pole. He named his new home Downunder in recognition 
of the 175 degrees of latitude between Diamond Point and the 
new settlement 

Downunder has grown into an all-round trading post, ship- 
yard, and outfitter for Corrivale's asteroid miners and working 
spacers, Marcus Pharen still runs the place, growing rich as 
Midas by virtue of the simple fact that he gets a piece of every 
sale, every transaction, that takes place in Downunder. Its his 
private kingdom, run by a gang of ruffians under Pharen's or- 
ders, Downunder is a place to pick up supplies, meet contacts, 
effect repairs, and sign on for jobs, all without any awkward 
questions. 

Ifs rumored that VoidCorp uses Downunder as a base of op- 
erations on Grith, having struck a deal with Marcus Pharen. The 
trader has close ties with the miners of the Inner Belt and Iphus, 
and he is known to take money from both the Council of ‘Tribes 
and VoidCorp’s operatives. Most Grith sesheyans consider mak- 
ing deals with VoidCorp to be a crime worthy of terrible retri- 
bution, but the most ruthless tribal leaders overlook this when 
profit is concerned. Downunder skates on some very thin ice, 


but so far Pharen's sesheyan friends seem willing to give him a 
little latitude. 


Though most sesheyans live in Downunder or Diamond Point, a 
few follow older ways and live with the shamans deep in Grith's 
jungles. The only three jungle settlements of any size are Red- 
knife, Angoweru, and Uyellin. 


The largest of ће non-Hatire sesheyan settlements, Hedknile is 
also the closest to Diamond Point. Many of the 8,000 inhabitants 
sill cleave to traditional sesheyan ways, and they are among 
the most loyal to the Devli'yan cause. Redknife is also something 
of a tourist attraction for ће Hatire, who come to view the “poor, 
benighted primitives’ in their natural environment. The se- 
sheyans are willing to put on dances, feasts, and other tourist- 
friendly entertainments; in exchange, they rake in a handsome 
profit from human curiosity. 

In addition, the Redknife Tourist Bureau offers hunting trips 
with locals; these trips rarely bring back big game, but they do 
teach humans respect for sesheyan woodcraft. After a single 
short day in the jungle, most humans are hopelessly filthy, in- 
sect-ridden, and lost. 


This jungle city is built on the ruins of a much alder city; the se- 
sheyans scavenged stone from the alien ruins to build shelters 
and storehouses. Angoweru is primarily a corsair base, with a 
primitive, camouflaged landing pad, navigation beacons, an en- 
crypted mass transceiver, and basic refueling and repair/main- 
tenance facilities. 

The 3,000 or so sesheyans who live here are all loyal to the 
cime lords of the Aanghel Empire; the city's single shaman is 
their puppet and often denounces Devlefir and his followers. 
Most of the Angowerins are service and support staff for the 
corsair fleets. 


The smallest of the jungle cities, Uyellin is an interesting mix of 
modern and ancient elements of sesheyan culture. While the 
shamans rule here, they allow new practices. The city has a 
small landing pad for spaceships, good Grid links to Diamond 
Point, and a tribal longhouse for the comfort of visiting guests. 
Uyellin is perhaps the sesheyans' best chance of establishing a 
diy that respects both modern galactic law and tribal customs. 

Wyrna birds, sable snakes, and even gandercats are rela- 
tively common in the nearby jungles, and sesheyan corsair cap- 
tains and crime lords often undertake extended hunting 
expeditions. The city’s 900 sesheyans hire on as guides, beal- 
ers, or trackers for these trips, and the best of them are some- 
imes hired on as bodyguards when the Aanghel lords return to 
Diamond Point. 


Between the Hydrocus-Grith planetary system and the world of 
lordan lies the first of Corrivale's asteroid belts. Mast of the as- 
feroids of the Inner Belt orbit Corrivale at a distance of 1.5 to 
25 AU, The belt is unusually spherical in shape, and most of its 
moonlets and boulders tumble through the lonely reaches above 
ot below the plane of Corrivale’s ecliptic. The Inner Belt has no 
major settlements or industrial facilities. Instead, it's mined by a 


MissioNER Erias Houne, 
Diamonp Point CONSTABLE 


Level 7 human Combat Spec 

STH 11 (+1) INT 11 G1) 
DEX 9 (0) WIL 10 (0) 

CON 10 PER 9 

Durability: 10/10/5 Action check: 14+/13/6/3 
Move: sprint 20, run 12, walk 4 +#Actions: 2 
Reaction score: Ordinary/2 Last resorts; 1 


Attacks 

Unarmed-power 14/7/3 dB+1s/d6+3s/d4+1w Ш/О 

15mm sabot pistol 12/6/3 2d4w/2d4+1w/d4+3m Н/С 
‘Base situation die is -d4. 


Defenses 
Battle jacket: d8 (1), d4+2 (HI), d4 (En) 


Skills 

Athletics [11]; Unarmed [11]-pawer [14]; Modern [9}-pistol 
[12]; Vehicle [8|-/and [10]; Stamina [10]-endurance /1 1); 
Knowledge [11]-deduce [12]. first aid [12], language: Stan- 
dard [14]; Law [11]-enforcement [15]; Security [11]-prota- 
cols [12]; Awareness [10|-perception [12]; Investigate 
[10]-interrogate [11], search [11]; Culture (9|-etiquette: Grith 
sesheyan [10]; Interaction (9|—intimidate [10]; Leadership 
(9|-command [11]. 


Blunt and unyielding as a block of granite, Elias Houne is the 
chief law officer of the Hatire Community's colony of Grith. 
He holds the ecclesiastical rank of missioner, raughly equiv- 
alent to a senior agent or field-grade officer among the gov- 
emments of other nations. Missioner Houne strongly 
believes in leading through forceful example. As the com- 
mander of the Hatire Internal Security Ministry, he tirelessly 
pursues any lawbreakers within the Hatire territory on 
Brith-which extends to any spot that doesn't have a se- 
sheyan standing on it, in Houne's eyes. 

‘The missioner has no tespect for the nuances of the Mah- 
dra ruling, and he often ignores sesheyan immunities in the 
pursuit of Hatire justice. Usually, Houne backs down grudg- 
ingly when confronted hy the legal opposition of tribal au- 
thority, but he marks any lawbreaker hiding behind the 
diplomatic shield of the Council of ‘Tribes. Once he has 
marked a sesheyan as a troublemaker, he goes to extreme 
lengths to capture dodgers if they ever set foot outside their 
strictly defined havens. While Houne resents the diplomatic 
boundaries placed on his authority, he is scrupulously han- 
est in all other matters. 

Missioner Наше is a balding man in his early forties, 
with a military-style crewcut and a soldier's rigid bearing. He 
prides himself on his physical fitness and practices his mar- 
tial arts every day, believing that enlightenment comes 
through the rigors of the flesh. He is extremely loyal tu 
Diocesan Kola Entele, and he leads a hand-picked force of 
over 100 Hatire lawrnen on her orders, These lawmen are 
the bane of the sesheyan gangsters, and have won a mea- 
sure of respect from their adversaries. The sesheyans call 
them the mendllya, the relentless ones, They are unbribable 
and tough fighters; several are said to have been trained as 
mind knights. 


CSS SriNGRAY 


Concord Manta-class Cutter 
Compartments: 8 Durability; 40 
Maneuver rating; 0 Acc: 2 Mpp 
Cruising speed: 1.5 AU/hr Berthing; 12 


Armament: 2 plasma cannons 
Range 4/8/16 Mm d6+2w/d8+2w/dB+1m 
Defenses: Deflection inducer, jammer 
Armor: Moderate cerametal (4 dur) 
d44-1 (LI), d4--1 (HI), d44-1 (En) 
Computer: Ordinary core, Ordinary battle computer, Ordinary 
nav computers 
Engines: Induction engine 
Power: 2 mass reactors rated at 10 power factors each 
Drive: 5 light-years per starfall 


Roll Comp! Systems (Dur/Pow) Durability 
— Command Airlock (0/0) B/B/4 
Mass transceiver (1/1) 
Radio transceiver (0/1) 
Multiband radar (0/0) 
Computer core (1/0) 
Crew quarters (2/0) 
1-2 Engineering Stardrive (3/*) 
3x Induction engine (6/6) 
3-4 Auxiliary 1 Autosupport (0/1) B/B/4 
Mass reactor (4/0) 
5-6 Auxiliary? Autosupport (0/1) 8/8/4 
Mass reactor (4/*) 
7-8 Electronics Mass detector (1/0) 
2 X Deflection inducers (2/4) 
Laser transceiver (0/1) 
Airlock (1/0) 
Cargo bay (3/0) 8/8/A 
13-16 Weapons 1 Plasma cannon in turret (4/3) В/8/4 
17-20 Weapons 2 Plasma cannon in turret (4/3) 8/8/4 


Captain N'drochi's ship is a batlle-scarred and finely-tuned 
machine emblazoned with clear Concord markings; the 12- 
person crew of the Stingray knows how to wring every last 
drop of performance from the ship's engines, weapons, and 
deflection inducers. Like other Manta-class ships, it was built 
at the Hale Memorial shipyards of Concord Taurus in the 
2470s. The Stingray saw action during the Rigunmor-Bore- 
alin skirmishes of 2481, and served with distinction. Three 
of the crew members are veterans of that action. 

The Stingray relies on its plasma cannons for offensive 
power, but it is also a very fast and maneuverable ship. The 
Stingray can outrun many of the corsairs, who tend to oper- 
ate older, slower ships, 

‘The crew has trained in running under communications 
silence and in asteroid emulation, a tactic that consists of de- 
liberately setting the vessel into a tumble resembling the nat- 
ural orbit of an asteroid of the Inner ar the Outer Belt. Once 
in a tumble, the Stingray can't be detected by corsairs as 
anything other than an other tumbling, metallic rock. At this 
point, the ship's sensors are deployed to listen in on corsair 
radio traffic; the ship's crew includes a code-cracking com- 
munication specialist, When a signal is picked up, the ship's 
speed allows it to intercept its target quickly and silently: 
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large fleet of battered systemships that prospect for promising 
asteroids, land for a few days or weeks to strip the most valu- 
able and easily accessible minerals from them, and then move 
on to find the next asteroid. I's a difficult way to make a living, 
and most asteroid miners teeter on the verge of economic ruin 
from week to week. Ore pirates aren't uncommon in this por 
tion of the system, and a number of corsairs and smugglers use 
the legitimate mining vessels as cover for their illegal activities. 


‘The initial StarMech survey report for Lordan, compiled back in 
2315, read simply: “Like Mars before the Solars terraformed it, 
only bigger’ Lordan is a desiccated planet with a thin atmos- 
phere of nitrogen and carbon dioxide, While the planet is inter- 
esting to geologists, no one has paid a great amount of attention 
to it so far. With the exception of a handful of tiny domed re- 
search stations, Lordan is uninhabited and unexploited. 

Surprisingly, Lordan may be shaping up as a flashpoint in 
the Corrivale system. The planet is a good candidate for ter- 
raforming, and several large consortiums are competing for the 
rights to develop it The problem is simple: Who owns Lordan? 
‘The wording of the original StarMech agreement with the Hatire 
Community is vague on this point. The Fhei'irre Consortium of 
Grith, a high-tech space industries company, claims the planet 
on behalf of Corrivale’s indigenous sesheyans, planning to ter- 
raform it and then sell it to any interested party. VoidCorp has 
actually registered a claim on the planet, which the Concord is 
now evaluating. It's a legal nightmare. 


A gas giant of Jovian proportions, Lecterion is easily the largest 
of Corrivale's planets. Its dense core of metallic hydrogen and 
rapid rotation induce a powerful and unpredictable magnetic 
field. I's dangerous for a human to spacewalk in this region 
under the best of circumstances, and when Corrivale flares 
abruptly (an event that happens at least once every two or three 
years) the collision of the solar wind with Lecterion's magnetic: 
field creates violent electromagnetic storms. Resembling the 
great sheetlike formations of the aurora borealis, these EM dis- 
turbances can ionize unshielded computer and sensor gear, 
spike out radiation sensors, and cause all sorts of other havoc. 
‘They are also a sight of incredible beauty. 

Lecterion is orbited hy eleven moons, most of them asym- 
metrical rocks only a few dozen kilometers across. It has only 
two moons of any real size, Nike and Hephaestus. The former 
is shrouded in a dense fog of nitrogen and methane, while the 
latter is ап lo-like moon with intense tidal-driven volcanic ac- | 
tivity. While both moons show promise for mining or long-range 
terraforming projects, no such activities are yet under way. 
Lecterion’s fierce electromagnetic activity discourages serious 
settlement. Most unshielded electronic equipment fails within 24 
hours of arrival in close orbit. 

After paying StarMech a small compensation, the Galactic: 
Concord has assumed the rights to develop Lecterinn's moons. 
Many Concord diplomats feel that this was wasted money, but 
Star Force is proceeding with plans to create a major fleet base 
in the Lecterian moons. 


Orbiting above the frigid mists of Nike, more than a million kile- | 
meters from Lecterion, Omega Station is a lonely outpost of the 


Concord. The station is a spiderlike skeletal framework with 
only a handful of modular sections in place. Currently, the sta- 
tion is 15% complete, and construction is proceeding at about 
10% a year. Eventually, the station will provide docking, repair, 
supply, and support facilities for up to a hundred warships and 
awiliaries. 

Patrol Squadron 131 of the Concord Star Force is currently 
based at the incomplete station. The squadron contains two sec- 
ond-rate drive cutters and seven system escorts, The private 
navies of the wealthiest Grith sesheyans easily outnumber this 
token force, and VoidCorp routinely stations several destroyers 
and corvettes near Iphus-a flotilla that could wreck Patrol 
Squadron 131 with little trouble, if hostilities ever break out. De- 
spite the presence of potential enemies, Commodore Shari Tal- 
ivyin (Hi/Concord/DTO-7) deploys her small squadron as 
boldly as if each ship were a dreadnought. She counts on the 
Concord’s moral authority to protect her ships and crew as she 
zealously enforces Concord law. 

Commodore Talivyir's best officer is Lieutenant Commander 
Aryl N'ürochi, a brilliant mechalus who commands the Stingray, 
one of the squadron's drive cutters (see sidebar). The captain 
and his crew are personally responsible for the capture of 
seven corsair vessels in the last six months. N'drachi has gained 
a reputation as a mechalus with the intuition and cunning of a 
fox. 


Beyond the moons of Lecterion lies the Quter Belt, a vast region 
of asteroids supporting a few lonely mining outposts. Asteroids 
of the Ошег Belt are richer in strategic minerals than their 
inner-system counterparts, and most of them orbit Corrivale at 
a distance af B to 12 AU, although many orbits are highly el- 
liptical. 

Because asteroids in the Quter Belt are few and far between 
compared ta the inner portion of the system, the culture of no- 
madic prospectors that exists in the interior system never de- 
veloped out here. In the outer portions of the system, it makes 
more sense tn search cut one large asteroid to strip for years 
than it does to set up short-term operations on a sequence of 
smaller ones. That's exactly what the miners of the Outer Belt 
have done, though the miners here are a tiny group compared 
to those in the Inner Belt. 

No one’s ever bothered to assay more than a few hundred 
of the most promising asteroids in ће Outer Belt; thousands 
upon thousands of uncharted, unclaimed rocks still drift silently 
through space. About two dozen outposts are scattered through 
the belt, each stripping asteroids of up to several hundred kila- 
meters in size. Several of the outposts are sesheyan enterprises 
started up in the last 30 years, and a handful belong to inde- 
pendent Verge mining companies based in Lucullus or Tendril. 
However, most of the Outer Belt bases are old VoidCorp instal- 
lations that have been recently refitted. The stellar corporation 
is vigorously pursuing industrial development in the system's 
remote regions. 


The second most valuable world in the Corrivale system is 
Iphus, a cold and desolate rock completely inhospitable to 
human life, Its only redeeming feature is great mineral wealth, 
in the form of a dense nickel-iron core and a rich carbonaceous 
crust. Neither is particularly uncommon or valuable in the uni- 


LCDR Anvt N'pnocHi, 
CAPTAIN OF THE STINGRAY 


Level 5 mechalus Diplomat (Tech Op) 

SIRB (0) INT 13 (+2) 
TEX 8 (0) WIL 11 (+1) 
CON S PER 11 

Durability: 9/9/5/5 Action check: 12--/11/5/2 
Move: sprint 16, run 10, walk 4 #Actions: 2 
Reaction scare: Ordinary/2 Last resorts: 1 


Attacks 
Unarmed 
Laser pistol 


4/2/ 
8/4/2 


d4s/d4+1s/d4+2s — LI/U 
d4+1w/d6+1w/d4m En/ 


Defenses 
CF saftsuit: dB (LI), d6 (HI), d6-1 (En) 


Skills 

Athletics [8]; Modern [B]-pistel [9]; Vehicle [Bl-space [10] 
Stamina [9]—endurance [10]; Computer [13]; Knowledge 
(13|-computer [15]. interstellar affairs [14] language: 
Mechalus [18] language: Standard [15]; Navigation [13]- 
drivespace [14], system [14]; System [13] carmunications 
[14], sensors [14]; Tactics [13]-space [16]; Administration 
[11]-bureaucracy /12]; Awareness [11]-intuítion [13]; In- 
teraction [11]-charr [12]; Leadership [11|-command [12]. 


Aryl Nidrochi is a clever and determined captain who tem- 
pers the system commander's idealism with practical expe- 
rience in the trenches. He is one of the first mechalus officers 
to join the Concord Star Force without first serving in the 
Rigunmor Consortium’s mercenary fleets. He had to aver- 
come a fair amount of racial prejudice and stereotyping in 
order to win command of his own vessel. Like many other 
mechalus now living in the Concord, Aryl grew up in much 
more cosmopolitan circumstances than the mechalus who 
remained within the Star Consortium. With more cultures to 
observe, he's learned to understand the many styles of 
human emotion and duplicity. 

At two meters tall, Aryl is towering and slender for a 
mechalus. He grew up in the light gravity of an asteroid 
settlement, and he's worked in space all his life. Regardless 
of the circumstances, he never gets mad—he simply takes 
new developments into account and continues with the mis- 
sion, although he's acquired a dry humor and soft-spoken 
sarcasm from his association with humans. 

Part of the secret of Aryl's success is that he interfaces di- 
rectly with his ship when engaging hostile vessels, and thus 
gets status reports faster than any human could. However, 
the rest of his secret is simple tenacity and a wily cunning 
that few mechalus raised an Aleer display. He's justly proud 
of his crew's accomplishments, though he is quick to dismiss 
any praise of his performance, deflecting all compliments to 
the benefit of the ship as a whole, 


verse, but the Stellar Rings tremendous demand for plastics 
and metals make worlds such as Iphus worth trillions of Con- 
cord dollars. Several vast strip mines and refineries sprawl 
across the airless surface of this frigid world, processing the 
raw materials of interstellar society. 


Security LEADER MR361 28DRF 
(Ramos EDoUDIN) 


Level 8 human Combat Spec 

STR 11 (+1) INT 11 (+1) 
DEX 12 (CH) WIL 10 (8) 

CON 8 FER 7 

Durability: 9/9/5/5 Action check: 15+/14/7/3 
Move: sprint 22, run 16, walk 4 #Actions: 2 
Heaction score: Ordinary/2 Last resorts: 0 


Attacks 
Unarmed—power 12/6/3 d6+1s/d6+3s/d4+1w LI/O 


Combat knife 14/7/3 d4+2w/d4+3w/d4+4w П/П 

limmpisn!  — 18/8/4 d4+2w/d6+2w/d4+1m НИП 
! -d4 base situation die. 

Defenses 

СЕ coat, long: d4+1 (LI), d4--1 (HI), 46-1 (En) 

Skills 


Athletics |11|-climb [12], jump [12], throw [13]; Meles 
(11|-blade [14]; Unarmed [li]-gower [12], Modern 
[12]-pisto! /16), SMG [13], Stealth (12|-hide [13], sneak 
[13], Vehicle |12]; Movement [9}-race [10], swim [11]; Sta- 
mina [9]-enduranre [11]: Demolitions (11]-scratch [12] set 
[13]; Knowledge [11]-/anguage: Standard [14]; Security 
[1 1|-devices [12]; Tactics [11]; Awareness [10]-intuition 
[12] Interaction [7]. 


Edoudin is a professional killer who enjoys his work. He 
moves in a shadowy world of dark missions and secret op- 
erations, following Mayasa Ombe's orders without question 
ог rernorse. An excellent strike leader, Ramos has refused 
several promotions to VoidCorp management because he 
has no patience for personnel development. Instead, he in- 
sists on working with the best people he can find and attacks 
the mission at hand with pure, emotionless professionalism 
and pragmatism. Ramos is absolutely ruthless, although he's 
never malicious or unnecessarily cruel. People that could get 
in the way of a job are just obstacles to be removed. 

Hamos Edoudin is a compact man about half a head 
shorter than most humans, He's good-looking and athletic, 
with long dark hair he wears in а ponytail—but one look in 
his cold, emotionless eyes quickly disabuses one of any idea 
that Edoudin might be charismatic or charming, Is just not 
in his nature. 

As the Corrivale security leader, he carries an 11mm pis- 
101 prominently at all times, and when on duty he wears а 
carefully tailored CF long coat with corporate Ingo promi- 
nently displayed. Ramos is usually escorted by two junior se- 
curity officers, sesheyans identified as DA178 and DA179, 
though they are more often referred to by their nicknames, 
“Bull” and ‘Bear’ The sesheyans hide behind mirrored, 
golden sunglasses that wrap around all eight of their eyes. 

Edaudin's duties take him all aver the system, and he has 
access to a luxury yacht that VaidCorp has outfitted with ex- 
tensive eavesdropping and security equipment. Although it is 
technically referred to as the 771, Edoudin has nicknamed 
the ship the Talon. 


Iphus isn't a place for humans. It's a barren, airless world more 
than 17 AU from its sun; even fierce Corrivale is just another 
star in the sky (albeit dozens of times brighter than any other 
celestial body). Temperatures on the surface never rise above 

170° C. These frigid, gloomy conditions claim the lives of 
dozens of workers every year. 

Surprisingly, Iphus is tectonically active, retaining a small 

liquid core from the time of its formation. This core has cooled 
and shrunk over geological time, leading to fissuring and sub- 
sidence in the crust, almost 2,000 kilometers thick. Vulcanism 
on Iphus proceeds at a snail's pace compared to Earth, but 
small eruptions and outgassing occur on the planet every 5 to 
10 years. Mountains raised early in the planet's history still 
stand, surviving billions of years in the absence of any weath- 
ering or erosion. Iphus's tectonic activity now consists mostly of 
mild earthquakes, 
With no atmosphere to speak of, Iphus has no climate changes. 
Its old mountainous regions are steep and sharp, barren rock 
unmarked by the ages of erosion that wear down Earth's moun- 
tains. The lowlands and mountain valleys are buried under a 
thin layer of glaciers, mostly water and ammonia ice with a 
frost of carbon dioxide snow on the higher peaks. I's an eerie 
and dangerous landscape, requiring heated e-suits and insu- 
lated machinery to survive. 


Human setllement on Iphus consists of about 50 different min- 
ing stations, sprawling industrial complexes naked to the 
planet's cold and vacuum. Black refineries stand like the skele- 
tons of forgotten cities, illuminated by the harsh glare of arc 
lamps. Massive strip mines surround these cheerless installa 
tions, scraping away the planet's shallow glaciers to excavate 
gaping pits into the world’s rocky crust. Most of the actual min- 
ing work is performed through teleaperated or self-quiding 
robot vehicles, but the pervasive cold routinely stops even the 
best machinery, requiring frequent maintenance by the refinery 
crews. 

During the Long Silence, a few of the original VoidCorp 
crews eventually sold out to local Verge operations. Most in- 
stead banded together to form a local company called Iphus 
United, This company supplied processed ore to planets around 
Tendril, Lucullus, Aegis, and to the planet Galvin in the Algem- 
ron system. However, with the return of VoidCorp to the Verge 
in 2497 Iphus United was abruptly reclaimed by its corporate 
Parent. 

Today, VoidCorp owns 44 of the 51 mining facilities on 
Iphus. To date, the corporation has allowed the remainder to op- 
erate without interference, but everyone in the other seven posts 
is waiting for the other shoe to drop. VoidCorp cruisers and de- 
stroyers are a constant presence in orbit above the ice world, 
and the company can close the remaining stations any time it 
chooses, 

Since no one ever came to Iphus with the idea of settling, no 
planetary government was ever created for the mining stations. 
Every installation was out for itself. VoidCorp has changed that, 
organizing its 44 stations into the Iphus Mining Division, a sub- 
sidiary of VoidCorp proper. Is manned by VoidCorp Employees 
and subject to company rules and regulations. 

The current Chief of Operations is a veteran engineer and 
manager by the name of Farrn Reaves (AC094 29KJN). Chief 
Reaves (Hm/VoidCorp/TO-5) generally ignores the sesheyan 
situation on Grith, viewing that as a home office affair. Instead, 


he concentrates on the productivity and defense of Iphus. 

Heaves is straightforward and fair, a tough manager usually un- 

fargiving of mistakes. 
| While Reaves halds the highest rank and runs the show on 

Iphus, he's not the most important VoidCorp agent in the sys- 
tem. Verge Sector Security Chief Mayasa Ombe (QN105 
74MAC) is responsible for protecting all VoidCorp interests and 
enterprises in the Verge. She is the operational commander af 
all VoidCorp military and security forces in the Verge, as well 
as the top spymaster for the region. Unlike Reaves, who's 
mostly concerned with the productivity of Iphus, Sector Chief 
Ombe is in the Verge with the express intent of dominating this 
region on VoidCorp's behalf. Ruthless and high-tempered, Ombe 
(Hi/VoidCarp/DFA-8) takes her job very personally and keeps 
a long list of anyone who gets in her way. 

Sector Chief Ombe's most trusted operative is Hamos 
Edoudin, a top-notch wetwork specialist. Hamos oversees 
covert operations, intelligence gathering, and risk management. 
In other words, he ‘manages’ people who have become secu- 
tity risks. 


The center of VoidCarp activity in the Verge, Iphus 1 is the 
largest and oldest mining complex on the frozen world. Small, 
crowded habitat domes cluster beneath towering machinery, 
and gloomy sublevels are cut into the bedrock beneath the sur- 
face installations, In all directions the bleak landscape of Iphus 
has been stripped mercilessly in stark, deep cuts, now largely 
idle. Steel landing platforms cling to the refinery towers, a cold 
metal forest tarnished by the bitter frost of the site's industrial 
exhaust 

Unlike most of the Iphus mining pits, Station Iphus 1 is more 
important as a smelter and refinery than it is as an operational 
mine. The planetary operation office is located in Station [phus 
1, a played-aut mining post that is being retooled for the man- 
wacture of plastics. The post hopes to make spare parts for 
ships and mining machinery from carbonaceous feedstocks. Its 
an enormously wasteful process, but the energy requirements 
tan easily be met by the use of mass reactors. The huge 
amount of heat generated by the chemical synthesis will help 
heat Iphus 1 

Iphus 1 is home to a total of 20,000 residents, made up of 
VoidCorp Employees, contract workers, and independents, As 
the largest settlement in the outer portion of the system, it 
serves as a center for trade, recreation, ship repair, and ad- 
ministration. Squalid corporate apartments catering to the most 
questionable forms of entertainment line the factory town’s tun- 
nels, while blank-faced corporate levels reserved for Opera- 
tions, Security, and Administration rise above the crowds. 
VoidCorp Internal Security holds Iphus 1 in an iron grip, pre 
yenting most violent crime and property damage, but ignoring 
vice crimes as no concern of the company. All in all, Iphus 1 is 
a dangerous place unless you are well connected with VoidCorp 
management. 


SPACEPORT 
The town’s commercial district is a raucous zone of free trade, 
‘independent vendors, and travel agents sprawling in a small 
ring around the corporate core. About a dozen subcontractors 
lease landing platforms from VoidCorp and furnish them as 
'spaceports’ Most are devoid of any service or repair capabili- 
ties, and all charge an arm and a leg for landing fees ($500 
per day of docking). 


Travelers with serious VoidCorp credentials (an HA rank or 
higher) can stay in the Corporate Travel Suites, a sprawling 
complex of personal quarters allocated as a travel perk for 
management-rank employees or their special quests, Silent and 
Spartan in decor, these are the best temporary quarters ayail- 
able on Iphus 1, far removed from the noise and squalor of the 
commercial district. 

Heroes without connections can find any number of 
wretched flophouses in the working sector of Iphus 1. These 
dismal facilities run anywhere from #100 to $200 a night, an 
outrageous sum for the quality of the room. 


The new Executive Tower, a black monolith rising from the rust- 
ing infrastructure of the refinery and the oldest habitat domes, 
is ће corporation's nerve center in the Verge. The most impor- 
tant executives in Corrivale, including Chief Operations Officer 
Reaves and Sector Security Chief Ombe, have their offices, com- 
mand centers, and personal staffs here. Naturally, Executive 
Tower security is virtually airtight, No Employee with less than 
MA-level status is allowed into the Tower for even the most triv- 
ial tasks. 

Subsector 17 of the commercial district is widely recognized 
as the gambling capital of the outer system. Hun by MacroEn- 
terlainment, an independent contractor, the subsector includes 
more than twenty casinos and two sporting arenas. МасгоЕп- 
tertainment is as crooked as they come, rigging fights, shaving 
points, even using thugs to recover bad gambling losses. 


ALMAZ iD HAF 


The outermost of Corrivale’s planets, Almaz and Chark аге 
frozen slushballs with little to recommend them for human 
settlement. Almaz's nickel-iron core gives it some small value 
as a mining property; VoidCorp is currently conducting a re- 
mote satellite survey to locate the richest deposits. So far, the 
survey has been impaired by Almaz's unpredictable magnetic 
field. Delicate instruments are sometimes damaged by magnetic 
anomalies concealed under the snowy crust. 

Chark is even less hospitable. Its surface is an endless 
slushy plain of liquid hydrogen, ammonia, and water ice. Very 
litle firm ground exists, and several ships have sunk beneath 
its hydragen-slush plains, never to be seen again. The liquid hy- 
drogen adheres to metallic surfaces on contact, creating all 
kinds of mechanical problems, Chark’s remote location and haz- 
ardous nature deter all but the mast intrepid explorers. 


Since the settlement of the Verge, Corrivale has been a minor 
player compared to densely populated systems such as Tendril, 
Aegis, or Oberon. During the Long Silence, the system was vir- 
tually abandoned to the handful of miners, corsairs, and settlers 
who decided io make Corrivale their home. Even the sesheyan 
immigration of 2360 (or “discovery” of the existing colony, de- 
pending on which story you believe) didn't catapult Corrivale 
inta the spotlight. 

‘Today, that's changing. From a forgotten backwater, Cor- 
rivale has grown into a strategic foothold for no fewer than 
three stellar nations—the Hatire Community, VoidCorp, and the 
Galactic Concord—as well as the home system for an industrial, 
spacefaring society of sesheyans protected from VoidCorp by 


the most tenuous of legal shelters. It's still lightly populated com- 
pared to other Verge systems, but it seems that everyone in 
Corrivale is a player for one team or another. Here are a few 
of the current events shaping up in Corrivale: 


Determined to resolve the legal tangle surrounding the owner- 
ship of the planet Lordan, Commodore Talivyin of Omega Sia- 
tion has called a conference between all interested parties, 
including representatives of the Fheiirre Consortium of Grith, 
VoidCorp, StarMech, and the Hatire Community. The conference 
will take place aboard the station under heightened security; 
though few observers expect that the issue will be resolved, 
Concord ambassadors are expected to mediate the dispute. 


Ina move that shocked and divided the sesheyan community on 
Grith, Diocesan Kola Entele has indicted Aanghel Usui'ike, 
leader of the powerful Aanghel family, on charges of conspir- 
acy, racketeering, and moral turpitude. While Osui‘ike is im- 
mune to Hatire prosecution as long as she remains in sesheyan 
territory, a conviction would trap her in tribal lands-as soon as 
she set foot outside sesheyan land, she'd be subject to arrest and 
confinement, The conviction could also cost her many of her 
holdings in Diamond Point that happen to be on Hatire land, 
Many sesheyans back the powerful (and popular) crime lord, 
arguing that a successful prosecution of the charges would lead 
to Hatire dominion over all of Grith. Others, particularly the De- 
vli'yan, maintain that it's time for the oligarchs of the Council af 
Tribes to start answering to some authority. 

The case hinges on the testimony of two former Aanghel op- 
eratives who stood close to Osui‘ike for years. These sesheyans 
are being kept in extremely secure seclusion to ensure that 
they'll live long enough to testify. Without them, the case against 
Usui'ike falls apart. 


The ancient Quenaalt site has proven more extensive than any- 
une imagined. A subterranean complex of vaults, caverns, and 
tunnels honeycombs the ground beneath the sprawling surface 
ruins. Initial explorations indicate that hundreds of kilometers of 
passageways and chambers may exist beneath the familiar 
ruins. Some xenoarcheologists speculate that these new finds 
may finally prove or disprove the sesheyan story about their 
abduction from Grith many centuries ago. Naturally, this lends 
more than a little political tension to the archeological digs. 
Early indications show artifacts of at least a petrachemically fu- 
eled society, and may even indicate the existence of fusion tech- 
nology in these tunnels, 


Corrivale natives belong to one of three major groups: Hatire 
colonists, VoidCorp Employees, or sesheyans. Hatire and Void- 
Corp heroes of human descent gain the bonuses associated with 
their stellar nations. Grith sesheyans reduce the penalties they 
suffer in bright light to +1 step for light of Good intensity (full 
sunshine) or +2 steps for light of Amazing intensity (flares, ex- 
tremely bright daylight), They've grown more accustomed to 
Corrivale’'s bright sunshine than others of their species. 
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Of all the systems rediscovered during the stellar nations’ return 
to the Verge, Lucullus is the one that most of the Stellar Ring 
would like to forget. Lucullus was once the dumping ground nf 
the Solar Union, but the penal colonists of the system overthrew 
their oppressors in a prison revolt of shocking violence. Unlike 
many revolutions, however, the Lucullus revolt didn't install a 
new government. Instead, the entire system degenerated into 
brutal anarchy; the strong took what they wanted. 

Despite the lack of a real government to restrain gang and 
corsair activity, not every Lucullan is a criminal. In the absence 
of a civil authority, current Lucullan society has organized 
around economic power. When the walls came down, every- 
thing in this system was up for grabs, and the former inmates 
seized control of the various industries scattered through Lucul- 
lus. Over the course of generations, these pillagers became in- 
dustrialists and merchants. Though criminal elements receive 
most of the attention, a thriving society based on unregulated 
free trade has evolved beneath the scarred face of the Lucullus 
system. It’s dirty, dangerous, and corrupt beyond belief, but the 
Lucullan social order rewards the strongest and brightest of its 
citizens with the opportunity to build an empire with their bare 
hands. In this system, crime bosses, corsair fleets, merchant 
princes, and industrial magnates struggle for supremacy, with 
faction after faction wheeling and dealing to survive. 


In 2318, Captain Pierek Luce of the Earih-hased Perseus Sur- 
vey Company first charted this star system and named it after 
himself. The Perseus Survey Company was a minor corpora- 
tion that explored a number of stars in this vicinity, selling their 
findings to the highest bidder, Captain Luce didn't even bother to 
sell his survey data for Lucullus—the system was worthless. In- 
stead, he simply posted the data to the Grid, following the time- 
honored explorers’ tradition of adding to stellar databases at 
any opportunity. No one knows what finally became of Captain 
Luce; after surveying this system, he headed for the Lightning 
Nebula and was never heard from again. 

For the next decade, Lucullus was just one more entry in the 
lists of hundreds of thousands of marginal star systems. How- 
ever, in 2331 the Solar Union mounted an expedition to the sys- 
tem and conducted a detailed survey of mineral wealth, 
colonization sites, and navigational hazards. At the time, the So- 
lars faced a population crisis of staggering proportions. While 
no relocation scheme could make a serious dent in the Solar 
Union's population of one trillion people, it was possible to iso- 
late the bottom 1%—urban poor, lawless criminals, shanty town 
dwellers, and migrant squatters—and remove them from the 
picture, The decision was based on political perceptions, nat re- 
alistic population management, but the powers of Sol were de- 
termined to show their citizens that they were dealing with the 
worst part of the population crunch. 

Dozens of marginal systems such as Lucullus were surveyed 
and settled in this wave of forced emigration. Seeking strategic 
stepping-stones as well as population dumps, the Solars scat- 
tered hundreds of millions of untrained, unschooled poor to the 
far corners of known space. Defending these settlements from 
foreign aggression wasn't a consideration; the Solars were only 
too happy to let any stellar power have these abject worlds. In 
the Solar view, if one out of every ten of these colonies became 
productive or strategically important, the Union came out ahead. 


The Solars chose Penates in the Lucullus system as one of 
their most dismal colonial projects. The Union dumped the 
worst of its social misfits—some from overcrowded prisons and 
confinement camps—on to this world. Many of these "colonists" 
were people who had simply slipped between the cracks of 
Solar society, homeless and jobless indigents with no place to 
go and no defense against relocation. However, the Union sent 
a great number of violent criminals to Penates as well. In keep- 
ing with their controversial “out of sight, out of mind" policy, the 
Solars allocated only the most meager support for these new 
settlements, providing only the barest essentials for life—and 
sometimes not even that. 

By 2338, the Union had settled aver two million people in 
Penates's overcrowded habitat domes, dismal subterranean 
cities, and squalid industrial camps. Every year, they shipped 
out thousands of the worst criminals to join the growing pris- 
oner population of Penates. 


In the early days, life on Penates was hopeless and desperate. 
The citizens of the new colony weren't quite inmates. In fact, 
they were allowed to live wherever they wanted, move around 
from place to place, associate with whomever they chose, and 
accumulate whatever wealth they could. However, all colonists 
were required to work in state-sponsored industries for minimal 
pay, and they weren't allowed to leave the Penates system, 
Mandatory contraception ensured that the early colonists would 
never overpopulate their marginal habitat; the Solar Colonial 
Administration wanted to make sure it could dump itinerants 
and troublemakers off in the Verge for decades to come. 

‘The first concern of the Solar Colonial Administration (or 
SCAd, as the planetary population called their jailers) was to 
create extensive self-sustaining habitats across the face of the 
planet Original plans called for an influx of one million trans- 
portees each year for the next 30 years. Building empty cities, 
underground agricultural plots, and atmosphere plants to re- 
cover oxygen from Penales's shroud of water ice was the pri- 
mary vocation of many Lucullans. Dozens of major 
settlements—each filled with untrained, uneducated trans- 
portees—grew across the frozen surface of Penates, surrounded 
by a thin toxic smog of nitrogen and hydrocarbons. 

SCAd’s second concern was the construction of useful in- 
dustries that would allow the system to contribute in some way 
to the Solar economy. While the planet's surface would never 
be hospitable to humans, Penates was rich in light elements and 
hydrocarbons—the building blocks of a plastics industry. Vast 
chemical refineries sprouted, taking advantage of both atmos- 
pheric and surface recovery techniques. Unchecked by any con- 
cern for environmental protection or worker health, heavy 
chemical and radioactive industries flourished in the dismal en- 
vironment of the penal colony. 


In 2348, the Second Galactic War plunged most of the human 
powers into bitter struggle but left the Solar Union neutral, The 
pace of population dumping to all of the Union's worlds dimin- 
ished as space lanes became dangerous to travel. Instead, the 
Solars used their resources to gear up for an inevitable in- 
volvement in the war. In the Lucullus system, the Union initially 


reinforced Penates as a potential base for its operations in the 
Verge, and construction of first-class planetary defenses became 
the priority of the day. Like all projects in Lucullus, a lack of 
skilled workers, budget shortfalls, and a shortage of high-tech 
parts and tools hindered its completion. 

In 2361, the formation of the Expansion Pentad brought 
Solar neutrality to an end. Hard-pressed by its powerful ene- 
mies, the Solar Union abandoned any serious plans for Verge 
offensives and left Lucullus to its own devices. SCAd engaged 
in & handful of halfhearted raids against Hatire and VoidCorp 
bases in nearby Corrivele, but increasing difficulties in manag- 
ing Penates's population, as well as the dissolution of Grith as a 
Hatire colony, led to a cessation of Solar hostilities in the Verge 
by 2385. The last Solar supply vessel reached Lucullus in 
2377—after that, there was nothing but silence from Old Space. 

The situation in Lucullus grew more and more tense as the 
Solar Colonial Administration, hamstrung by the loss of its sup- 
nly lines from home, turned to ever more draconian measures 
їп retain control of the populace and keep productivity at ac- 
ceptable levels. The men and women who made up SCAd rep- 
resented only 1% of the plane's population, but they controlled 
90% of Lucullus's wealth, industrial production, and resources. 
Contract overseers raised from the common population helped 
the SCAd bureaucrats and site managers stay on top of the sit- 
uation by savagely repressing any spark of resistance. 


Trouble erupted in the early months of 2385. The major sys- 
‘ems surrounding Lucullus had all shed their national allegiance 
by silence or by design, and SO years of ruthless administration 
had irrevocably alienated the colonist population from the Solar 
administration. The events of 2385 were precipitated by an im- 
promptu strike at Mill 117, a sprawling smelter and steel mill in 
the city of Trinidad, Hundreds of convict laborers walked off the 
job, protesting the death of a popular reformer, Mays Barret, at 
the hands of management thugs. SCAd responded by ordering 
n troops to disperse the strikers; 100 workers died in a crack- 
down of shocking violence. 

‘The Mill 117 massacre sparked a general strike that spread 
like wildfire. Laborers in dozens of major industries threw down 
heir tools and protested the Colonial Administration's heavy- 
handed rule. Criminal gangs, long the shadow rulers of the 
lower classes, embarked on a rampage of looting and destruc- 


Lucullus A 


Planetary Class. Class 5 Class 4 
Gravity G3 (1.35 g) G2 (1.08 g) 
Radiation Н5 (1628 rem/hr) R4 (337 rem/hr) 
Atmosphere АЗ (S, 50,) A1 (NO) 
Pressure P1 (0.28 atm) P1 (0.11 atm) 
Heat H5 (650° С) HO—4 (varies) 
Orbital Distance 0.39 AU 576 AU 
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tion in the general chaos. САЯ escalated the violence, declar- 
ing war on strikers and looters, Administration troops began full 
military operations to pacify the cities of Penates. 

At first, the Solars held the advantages of armament, orga- 
nization, and communication, Picking and choosing their targets, 
they cut the unruly mobs to pieces, restoring order to about half 
of the planet's settlements. 

Then, far the first time, the colonists began to push back. Or- 
ganizing around a nucleus of six powerful criminal gangs, the 
rebels established tenuous lines of communication and began to 
combine their efforts. Known as the Barons, the leaders of these 
groups forged a fractious alliance to defeat their common 
enemy, the Colonial Administration. Millions of angry Lucullans 
flocked to their banner, reducing the Solar strongholds one by 
one, In the fall of 2387, the last SCAd holding in Montserrat was 
overrun. The Solars no longer held Lucullus. 


The defeat of the Solar Administration didn’t bring peace to Lu- 
cullus, as the six major Barons had their own individual ideas 
about setting up a personal empire in the smoking ruins of the 
penal colony. In the absence of any common enemy, they natu- 
rally turned on each other, 

The strongest group wes known as the Jamaican Syndicate 
after its power base in the so-called Jamaican Triangle of 
Kingston, Port Royal, and Ocho Rios. These three industrial 
towns accounted for about 50% of the chemical industry in Pe- 
nates and were some of the oldest and most heavily populated 
of the colony's settlements. The Jamaican Syndicate was literally 
a shadow government, setting "taxes" and passing "laws in its 
territory that were relatively reasonable by Lucullan standards. 
Df caurse, Syndicate members lived like kings at the expense af 
the workers and shopkeepers who tried to make an honest liv- 
ing within their territory, but the client-patron ties within the 
gang made the Syndicate the most organized and disciplined of 
the warring factions. Mother Gray, the leader of the Jamaican 
Syndicate, cautiously worked through layer upon layer of un- 
derlings and never showed her own hand. 

The chief rival of the Jamaicans was a violent street gang 
called the Picts. These barbarians ruled the Santiago corridor, a 
sprawling commercial district teeming with Penates's most te- 
cent immigrants. Poor and jobless, the Picts reverted to the rule 
of the strong, teking delight in violence and anarchy more 
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shocking than anything their opponents could imagine. Held to- 
gether by a cunning brute who called himself King Steel, the 
Picts developed a rigid code of honor between their own mem- 
bers. Duels resolved issues such as advancement, the division 
of loot, and arguments; the Pictish code absolutely prevented 
any retaliation against the winner of a fair duel. King Steel is 
said to have defeated 200 challengers in personal combat dur- 
ing his tenure as leader of the Picts. 

In Trinidad City and its neighboring towns, Union Penates (or 
UP) held power, Originally an illegal association of workers try- 
ing to improve working conditions on the planet, UP became a 
revolutionary organization during the Hevolt. Afterward, UP 
emerged as the closest thing to a real government that Penates 
(and therefore Lucullus) possessed—despite the fact that internal 
Union politics revolved around а cadre of autocratic strongmen. 
UP early attempts to seize power after the fall of the Solars 
provoked the first round of Barons’ Wars, as their former com- 
rades objected violently to the Union's actions. In time, UP fell 
back to its old power base-the Trinidad industrial fields-and 
consolidated there. Boss Clavin, an oily double-dealer who ruled 
with an iron fist, led UP during the revolt and the faction wars 
that followed until his assassination in 2393. 

The fourth faction was the Free Trade Guild, led by the self- 
styled Baron Wertz. The Guild was simply a fancy tile for a 
widespread smuggling network. For years, the Guild had 
worked against the Solars (and sometimes for them), supplying 
the various black markets of the penal colony. Almost 20 years 
before the Revolt, Wertz had sold out to the Solars in order to 
become the major smuggler on the planet; he used the Colonial 
Administration to eliminate his rivals. In return, he supplied 
high-ranking officials with vast personal fortunes. During the re- 
volt, Wertz initially stood on the sidelines, but when he saw 
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which way the wind was blowing, he was quick to forget his old 
business arrangements. Short on manpower, the Free Trade 
Guild's decrepit fleet of tradesmen and blockade runners helped 
the rebels gain control of the rest of the Lucullus system, Access 
to space helped the smugglers hold their own against the larger 
factions that sought to absorb them. 

Penates's fragile habitat domes, power plants, and atrnos- 
phere processors fell into the hands of a turncoat Solar admin 
istrator named Silvya Nolan. An expert hacker and engineer, 
she joined the revolt out of disgust at SCAd policies and used 
her access to the Colonial communication and power grids ta tie 
the revolt together. In the early flush of victory, Nolan and her 
Technospiders attempted to create a new, better government- 
but their idealism was quickly lost in the struggle to keep cru- 
cial installations out of the hands of other factions that sought to 
use them as instruments of the Barons’ War. The Technospiders 
decided to devote themselves to the maintenance and improve- 
ment of Penates's habitats and industrial plants, avoiding direct 
confrontation with their rivals through technological superiority 
To this day, the Technospiders are regarded as the strongest 
neutral faction in the Lucullus system. 

The last major faction in the struggle for Lucullus consisted 
of Solar expatriates, former SCAd employees who abandoned 
their posts and slipped through the rebel net as the end of the 
Revolt approached. Disorganized and hunted by all their neigh- 
bors, they didn't last long—unless they fell in with the Superyi- 
sors. The Supervisors were the secret police of SCAd, a hidden 
society of psionic inquisitors who committed atrocious crimes in 
the process of shoring up the corrupt administration. Their zeal- 
ous mind-prabes and open adherence to “night and fog" justice 
held the general population of Lucullus in terror for more than 
40 years, 


While the Supervisors almost ceased to exist as an organi- 
zation after the fall of SCAd, the remnants preserved them- 
selves by selling their services to the new masters of the 
planet-the other factions. Over the course of a decade, the sur- 
vivors gradually pulled together and overthrew a crude gang of 
street punks to take control of Caracas, an isolated mining re- 
gion. Using their psionic talents and the thousands of dirty litle 
secrets they'd collected over the years, the Supervisors suc- 
ceeded in staving off their rival factions by means of espionage 
and terror. Everyone on the planet hated them with a passion, 
but they still survived. 

Beyond the six major factions and their Barons, dozens of 
lesser gangs, guilds, unions, merchant houses, and civil gov- 
ernmenis existed at the close of the revolt. However, the larger 
factions soon absorbed these weaker bodies. The Barons’ War 
never really ended in Lucullus, it continues in one form or an- 
other—although outbreaks of open warfare are now rare. 


‘A generation of confused skirmishing, maneuvering, and in- 
fighting left the Barons of Lucullus no better aff than they had 
been atthe end of the revolt. Any time one faction showed signs 
of dominance, the others would unite to drag it down. Traders 
and diplomats from other Verge systems had to run а gauntlet 
of hostile vessels to deal with any particular faction, and it did- 
nt take long for the merchants of Tendril and Oberon to write 
off Lucullus entirely. Lucullus didn't have anything they wanted 
badly enough to put up with the physical and financial hazards 
of dealing with the lawless Barons who ran the place 

Recognizing that someone had to speak for Lucullus as a 
system, the Barons met personally in 2419 to discuss the lead- 
ership and development of the planet. Lucullus might not have 
habitable worlds to exploit, but it did possess an industrial base, 
a workforce, and a lack of governmental authority. The factions 
attending the 2419 conference recognized that Lucullus needed 
trade with other systems and work for her industries to remain 
a viable settlement. Grudgingly, the Barons hammered out the 
famework of the Lucullan League. 

The League was deliberately created as a hollow shell: It 
could only pass laws if all six Barons agreed; it couldn't raise 
troops; it was dependent on voluntary contributions by its mem- 
ber organizations for an operating budget and manpower. De- 
spite this fact, it was a beginning. Right after its ratification, the 
league passed а few laws, It created neutral territory where of- 
fworlders could visit without getting caught in any crossfire, 
supported free trade, and forced colonists to maintain the frag- 
de artificial ecology of their respective colonies. Most important, 
fhe League created a forum in which the six Barons, or their 
tepresentatives, could meet under a flag of truce to discuss af- 
fairs of interest to the entire planet. 

Under the League, things quieted down enough for the citi- 
wens of the system to look outward for the first time and seri- 
rusly consider their future. The League wasn't strong enough to 
gainsay even one determined faction, but it created a semblance 
d order out of the post rebellion chaos. 


h 2497, the Barons of Lucullus received an abrupt wake-up call 
with the appearance of the Concord vessel Monitor in the Verge. 
As long as each system of the Verge stood alone, the ex-con- 
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victs of Lucullus were free to plunder, steal, swindle, and raid 
their neighbors to their hearts’ content. No Verge system except 
Aegis possessed a navy strong enough to overcome the Lucul- 
lan corsair fleets, and the Regencys army could never pacify 
the crowded planet. Now, however, the Barons faced the very 
real possibility that a Solar armada (or an armada from another 
stellar nation) might descend upon them to reclaim the colony. 
To their surprise, the Solar embassy on board the fortress 
ship offered the Lucullans independence in exchange for basing 
rights within the system. The Solars didn’t want to govern Lu- 
cullus, but they did want a foothold in the Verge. The League de- 
bated the Solars’ offer for days before accepting on two 
conditions: The industries of Lucullus would build and supply 
the base, and Solar vessels would leave Lucullan traffic alone. 
Emboldened by news of the Mahdra ruling in Соггіуаје, the 
Barons hinted at the possibility of another Concord intervention 
when the Solars hesitated over the deal. Eventually the Solars 
decided that the basing agreement as modified by the Lucullan 
League still gave them what they wanted, so they signed. 
Naturally, the League's members engaged in furious compe- 
tition to secure base construction contracts, supply contracts, 
and even concession contracts for the base. The appalled Solars 
were immersed in a bottomless mire of graft, violence, and 
greed as the Lucullan factions fought for the right to make 
money from the return of the stellar nations. Although the Solar 
ambassadors soon questioned the wisdom of the arrangement, 
their agreement with Lucullus kept the other stellar nations from 
bringing the prison colony into their own spheres of influence. 


Jealously guarding their autocratic rule, the six Barons still 
scheme and feud for control of the system, just as they've done 
for over 100 years. While the long-term stability of this arrange- 
ment is questionable at best, the people under the Barons’ con- 
trol generally fare better than they did in the days of SCAd. A 
middle class of traders, technicians, and professionals has grown 
with the opening of Lucullus to free trade, and even the most 
powerful Barons can't suppress this shift of wealth without de- 
straying their own power hase. In effect, the Barons, and their 
organizations, have become six shadow governments. 

The Solar base on Telernachus is nearly complete, and the 
Solar Navy has moved a small squadron into the facility to pa- 
trol the region and protect Solar shipping in the area. Con- 
strained by law to leave the Lucullans alone, the Solars can only 
watch the actions of smugglers, traders, and corsairs. If a ves- 
sel in distress requests Solar help, the Solars can intervene, but 
otherwise they must steer clear of Lucullus's pirates. The neigh- 
boring systems of Aegis, Oberon, Corrivale, and Tendril are 
quickly growing resentful of Solar inaction. As these systerns 


see it, the Solars aren't moving to counter illicit activities in Lu- 
icullus because they approve of their former colony's role as a 
haven for criminals and corsairs. Its a real bind for the Solars 
if they withdraw from Lucullus, they lose their foothold in the 
Verge, and if they try to clean the system up, the Lucullan 
League will appeal to the Concord. 

In the meantime, the Lucullan League is determined to es- 
tablish its system as a major trade center and industrial plant in 
the Verge. Each of its members pursues a dozen different 
agreements to manufacture goods, trade commodities, or pro- 
vide services for anyone who's interested. Lucullus is corrupt 
and dangerous, but it's a place of great opportunity. 


Lucullus is an unusual place for human activity, Its a compli- 
cated trinary system, baked by two young, blue-white stars 
much more powerful than Sol, and a distant red dwarf. The two 
massive stars, simply called Lucullus A and Lucullus B, orbit 
each other at а range of about 1 AU. Lucullus's Arch, a mineral- 
rich ring, and a molten planet called Polyphemus orbit Lucullus 
A. Lucullan prospectors extensively mine both of these areas. 
However, the prospectors must abandon all of their stations and 
posts during the time of year when Polyphemus or Lucullus's 
Arch passes between A and B. The region of space between the 
twin blue stars is too hot and bright for even the best cooling 
systems. 

Orbiting both blue-white stars are several small, barren 
worlds: Dioscuri, Penates, and Telemachus. These planets are 
located far from their parent suns, but the hard radiation of 
these massive stars renders them uninhabitable ta humans. No 
one would have ever thought of settling here voluntarily, but the 
Solars didn't care where they dumped people; they just wanted 
someplace they could colonize without a fight from the other 
stellar nations. 

Over 60 AU from the primary stars of this system, Lucullus 
C, a small red dwarf, shines dimly. The last planet of the Lucul- 
lus system, Dione, orbits Lucullus C only one-third of an AU 
away. All in all, Lucullus is a discouraging system. Baked by the 
brilliant giants and scathed by hard radiation, there's litle here 
for humans except minerals, 


A molten nightmare, Polyphemus is a volcanic world baked by 
its brilliant parent, Lucullus A. Surrounded by a haze of gaseous 
sulfur and metal compounds, the planet's surface averages over 
650° Celsius! The hard radiation is even worse than the ther- 
mal conditions, and only the most extensive environment-con- 
trol technology can withstand surface conditions. Despite this 
hellish environment, humans still visit Polyphemus; the planet is 
incredibly rich in heavy metals, and the intense volcanic activ- 
ity constantly refreshes surface deposits. 


Lucullus is a young system, only about 30 million years old 
During this time, Polyphemus has barely had enough time to 
form a solid crust and semiliquid mantle. Driven by the intense 
heat of its interior and the wrenching gravity of its parent star, 
the crust of Polyphemus is constantly buckling and splitting in a 
display of extreme volcanism. Most of its mountains are razor- 
sharp ridges and crags only a few hundred meters in height, as 
taller mountains require a thicker crust for support. The excep- 
tions, of course, are the young volcanoes of Polyphemus—some 
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Chief engineer and manager of Midas Station, Jordann Merk 
is a seasoned miner with experience in some of the most dan- 
gerous ore extraction procedures around. He's a good-natured 
fellow who makes an art out of swearing and grausing, hiding 
intelligent observations beneath comically cynical remarks. 
Underneath his good humor, Merik is actually quite ambitious 
and corrupt, a light-hearted scoundrel determined to use his 
position to line his own pockets to the greatest extent possible 
Its the way to get ahead in Union politics, after all 

Like every olher miner on Polyphemus, Merik abandons 
his post during the planes passage into the Arch. The fre 
quent work stoppages are preventing him from getting a 
handle on the indigenous creatures of Polyphemus. He isn't 
sure if he should eradicate them to protect his mines, сар. 
ture them for study, or leave them alone. Whatever he de 
tides, Midas Station will he in the middle of it, since his 
station has logged the most lifeform sightings on the planet 


of which have raised massive cones and shields on the surface. 
Most of Polyphemus's thin atmosphere consists of heavy com- 
pounds such as sulfur dioxide and sulfur in gaseous form, out- 
gassed from the planet's volcanoes. I's a desiccated world 
without a trace of water or water vapor; lakes of molten metals 
and metal compounds make up its seas. 


Palyphernus is one of the few worlds known to support Series 
VI life (life based on fluorosilicones, organic compounds resis- 
tant to extreme temperatures). Driven by the intense radiation 
and heat of Lucullus, evolution has proceeded at an astounding 
rale, producing complex animals and plants [or animal- and 
plant-analogues, anyway) іп a matter of 10 or 15 million years 
No one's ever undertaken a serious study of Polyphemus’ rock- 
like creatures; the incredible hostility of the environment, com- 


bined with Solar apathy, has discouraged scientific expeditions 
to the molten planet. There are rumors that at least one of these 
lifeforms may have demonstrated sentient behavior, but these 
stories are unconfirmed at the moment. 


‘Typical of the rugged mining outposts scattered across the sur- 
face of Polyphemus, Midas Station is located on the rim of an 
ancient crater near the planet's equator, Much of the station is 
underground, buried in reinforced and insulated modules de- 
signed to withstand earthquakes and incredible heat. Only a 
dozen miners crew this station at any time. These miners work 
two-month rotations and then return to Penates when their time 
is up. It's a high-paying but hazardous job. 

‘The miners don't work on the surface except in the most dire 
emergencies. The station contains a number of superheavy, re- 
frigerated e-suits, but even these can only function for 20 or 30 
minutes on the surface of the planet. Robots make up most of 
the mining equipment-though humens can operate some of the 
tools via remate controls. The station is strictly nocturnal, oper- 
ating from about an hour after sunset to sunrise in order to keep 
valuable equipment out of direct sunlight. 

The Union of Arch Miners (UAM), a subsidiary of Union Pe- 
nates, staffs Midas Station. The UAM maintains five different in- 
stallations on Polyphemus and a dozen more low-g facilities 
scattered throughout the Arch. The UAM routinely abandons all 
of its stations for 40% of the year (20 to 40 days out of every 
50 to 100), when Polyphernus and the Arch asteroids pass be- 
tween Lucullus A and B. During this time, night disappears and 
the scorching daytime temperatures rise higher and higher. 


Glittering like a girdle of diamonds around Lucullus A, the Arch 
isa mineral-rich asteroid belt that orbits the first of the system's 
twin suns. Constantly tugged and bent by the influence of 
nearby Lucullus B, the Arch is a twisted band consisting of mil- 
lions of rocky bodies, each locked into its own complex orbit. 
Some asteroids even weave short-lived figure-eight orbits 
around both suns, hurtling through the incandescent vacuum 
like burning meteors. Over the course of a few million years, 
most of the asteroids that make up this belt will be pulled into 
one sun or the other, vanishing in a furious blaze; for now, how- 
ever, the Arch is a remarkable sight. 

The Arch is one of the most active open-space mining re- 
gions in the Verge, comparable with the Суга Belt of Tendril or 
the Inner Belt of Corrivale. It's exceptionally rich in heavy met- 
als and radioactive isotopes, minerals generally scarce else- 
where in the Lucullus system. Estimates of the combined value 
of Polyphemus and the Arch range as high as 5 to 10 trillion 
credits—although difficulties of extraction severely restrict the re- 
alization of this wealth. 

Mining operations in the Arch are complicated by three fac- 
tors. First and foremost, Lucullus A and B are entirely too close. 
Unprotected ships can endure the Arch for a few hours at most 
before heat shields and cooling systems break down. Arch min- 
es have found two solutions to this problem. First, ships that 
work in the Arch are built with reflective hulls, powerful refrig- 
eration systems, and vast heat sinks. While it's possible to keep 
the interior of a ship cool for a time, even refrigerated cooling 
systems have to dump the heat removed from the hull into 
samething—so cooled hulls are only a temporary solution. Thus, 
the miners park their spacecraft and mining structures in the 
shade, positioning a nearby asteroid in between the work area 


and the direct rays of Lucullus A. Ships can work indefinitely 
behind such parasol asteroids, but planetary bodies in the Arch 
eventually pass in between A and B, leaving a miner with no 
shade in which to work. The only practical solution is ta aban- 
don the excavation for the days, weeks, or months during which 
the asteroid in question lies in between the two stars. 

The second complication for Arch miners is the presence of 
unregulated claim jumpers and rivals. All of the six Barons of 
Lucullus maintain some interest in mining, sponsoring their own 
miner fleets and using their naval squadrons in patrol their 
claims. Qut here, the Lucullan League isn't worth a rusty nail; 
fierce skirmishes over prize finds are very common. 

Finally, the Arch serves as an excellent hunting ground for 
independent ore pirates and raiders. The mineral-rich, heavily 
irradiated belt makes for a sensor operators nightmare, and 
ships can easily vanish in the static and glare only to reappear 
moments later. No one seems to have set up a permanent base 
(it would be nearly impossible to maintain, in any case), but pa- 
trols have sighted dozens of illegal ships in this vicinity. 


The innermost major body to orbit both Lucullus A and B, 
Dioscuri is a barren world shrouded in a thin, acrid atmosphere 
of nitrous oxide and nitric acid. Its rotation is almost impercep- 
tible; each of its “days” is more than two Earth years long! The 
hemisphere facing the twin stars heats up to an intolerable 
350° Celsius by local noon, and the night side cools off to a 
glacial -150° Celsius during the long, long night. 

The terminator (the dividing line between night and day) 
marks a narrow temperate zone in which the cool of night 
lingers before the onslaught of Lucullus brilliant sunlight, and 
the warmth of day lasts well into the endless night. At the equa- 
tor, the terminator advances ai the rate of about 45 kilometers 
per 24 hours; in the extreme north and south latitudes, the ter- 
minator’s advance is negligible. Despite its moderate tempera- 
tures, Dioscuri's terminator is just as inhospitable as the rest of 
the planet. Great convection storms driven by the heating of the 
atmosphere aver the daylight side bring frigid night winds hawl- 
ing across the terminator at low levels, while warm air at high 
altitude streams toward the dark side. Violent lightning and 
winds approaching 500 kilometers per hour make Dioscuri's 
twilight band a dangerous place to visit 

Due to the difficulties of creating a settlement capable of 
withstanding all three of Dioscuri's climatic extremes, по one 
has yet built a permanent habitation on the surface, The planet 
has no remarkable mineral wealth or indigenous life, and a ter- 
raforming effort would be almost futile; in fact, settlers would 
have to increase the planet's rotation rate, a job that would re- 
quire unimaginable amounts of power. In addition, they would 
have to thicken the atmosphere with molecular nitrogen and 
oxygen. Scientists have proposed some radical schemes that 
use Dione’s plentiful water to create seas and oceans on the sur- 
face of Dioscuri, but no one is seriously considering a ter- 
raforming effort at this time. 

Dioscuri’s frozen nightside and storm-swept twilight band 
are often used as temporary bases by corsairs. During the years 
of SCAd dominion, Dioscuri was home to a subterranean smug- 
gler base known as Point Janus. The illegal base was destroyed 
in 2386 by an Administration flotilla that traced a rebel gun- 
runner back to its port of origin. Rumors persist that a rival fac- 
tion among the Barons sold aut Point Janus. 

Although most people believe Dioscuri to be abandoned, this 
isn't true. One of the most powerful corsairs in the system, De- 
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‘The master of hundreds of corsairs, smugglers, and illegal 
technicians, Devriele Shanassin is a coldly ambitious fraal 
who wants nothing less than the complete domination of the 
Lucullan system. About five years ago he suddenly appeared 
in the Verge, commanding a light freighter fitted for raiding 
and piracy. Parlaying his initial success into additional ships 
and the best crewmen he could find, he spit in the faces of 
the Barons of Lucullus and thumbed his nose at their at- 
tempts to eradicate him. Three years ago, Shanassin began 
the construction of Icewalk as a refuge for his squadron and — 
a place where the enemies of the Barons could find repairs, 
supplies, and support. 

Shanassin is a middle-aged fraal who takes an unusual 
pride in his fighting abilities. When it's necessary to discipline 
or eliminate unreliable followers, he undertakes the task 
himself, Lean and graceful, he uses cunning and skill to 
make up for his slender build. Although Shanassin spends 
most of his time on Icewalk these days, he still engages in il- 
legal activities from time to time, taking his Blackguard aut 
to stalk the spaceways. 

As an up-and-coming corsair lord, Shanassin seems to 
have contacts everywhere and a hand in every criminal ac- 
tivity above the atrnosphere of Penates. Like a black hole of 
violence and power, Shanassin pulls lesser corsairs and 
criminals inta his orbit and makes them his own minions. 


vriele Shanassin, has secretly constructed a new mobile base 
called Icewalk. A mobile fortress on tracks, Icewalk uses the 
darkness of Dioscuri’s night side and the impenetrable storms of 
the twilight side to hide Shanassin’s four-ship corsair squadron. 
Shanassin’s crew numbers over 200 spacehands, technicians, 
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THe BLACKGUARD 
Refitied Vashon-class 
Compartments: 8 Dur; 32 
Maneuver rating: 0 Acc: 2 Mop 
Cruising speed: 1.5 AU/br Berthing: 18 
Armament: Mass cannon. 


Range 5/10/15 Mm d6+2s/d6+1w/d6+3w Ш/А 
MAB missiles (Range 10/20/30) 2d4-- 15/2d4w/d8-- 1m. 
Defenses: Jammer, 
Armor: Light neutronite (0 dur) 
ЧБ (L), 48 (HT), 45-1 (En) 
Computer; Marginal 
Engines: Induction engine 
Power: Mass reactor rated at 15 power factors 
Drive: 5 light-years per starfall 


Roll Compi ‘Systems (Dur/Pow) 
— Commend Mass detector (1/0) 
Multiband radar (0/0) 
TR detector (0/0) 
EM detector (0/0) 
Rain transceiver (0/1) 
Point-defense gun (1/1) 


8/8/4 


) 
1-2 Engineering | 3x Induction engine (6/6)12/12/8 


3-4 Engineering 2 Stardrive (3/0) 5/6/3. 
2x Ашоѕиррог (0/2) 
5-6 Ашхйшү Mass reactor (6/0) 12/12/6 
7-8 Crew Airlock 6/6/3 
Boarding pod (2/0) 
Crew quarters (1/0) 
10-12 Weapons 1 Launch tube 
w/15 МАВ missiles В/8/4 
13-18 Weapons 2 Mass cannon in turret (3/3) 6/6/3 
17-20 Cargo Cargo hold (8/0) 6/6/3 


and security experts, Usually, 5U to 150 pirates lay low at Ice- 
walk at any given time. In addition, dozens of independent cor- 
sairs and illegal traders use Icewalk as a meeting place, repair 
port, and supply base. The Barons of Lucullus all want the base 
found, but no one’s caught Shanassin sleeping yet. 


The naked heart of the Lucullus system, Penates is an inhos- 
pitable world honeycombed by domed cities, subsurface habi- 
tats, and extensive industrial installations. It is also a place 
where the norms of civilized society have broken down com- 
pletely, On Penates, the strong exploit the weak, and the weak 
have no recourse to the law. In fect, there are по rules or reg- 
ulations barring the sale of illicit substances, contraband, or 
dangerous merchandise, and no authority exists to protect the 
innocent from crime, extortion, sickness, or poverty. Without a 
doubt, Penates is the most ruthless, heartless, and violent place 
in the Verge—and maybe in all of human space. 

Despite the tyranny of the strong, the lack of law, and the dis- 
mal environment, a small burgeoning hope still exists. The ay- 
erage person may have to watch her step in a dangerous and 
violent world, but she can find patrons willing to provide her 


with a measure of safety and sanity. Instead of taxes, she pays 
bribes to local criminal gangs. When she's wronged, she can 
ask the local crime lord to seek justice on her behalf. More often 
than not, the baron will acquiesce, not out of altruism, but out of 
the local lord's desire to make certain that his neighbors and ti- 
vals respect his power. Most people on Penates aren't ‘players’ 
and that means that criminals and thugs generally leave them 
alone. The loyalty of the local population is a prize worth fight- 
ing over and a resource too valuable to waste through wantonly 
cruel and indiscriminate acts. 

In order to maintain some semblance of a social order and 
the continuing loyalty of generation after generation of citizens, 
the Barons of Penates have gradually developed a basic social 
contract with the people they rule. They're hesitant to abuse the 
people who support their organizations, and they often come 
down hard on minions who don't seem to understand the im- 
portance of a docile populace. Make no mistake—the Barons are 
unscrupulous, ruthless rulers who routinely make decisions that 
enrich their own position at the expense of the workers and 
professionals who live beneath their shadow. However, there's 
a wide, blurry line that the Barons think twice about crossing. 
There's always another thug or boss who might offer a better 
deal, and the Barons never want to lose control of the streets, 

Visitors to Penates must endure rampant graft, extortion, and 
open robbery. Traveling around the globe means cutting deals 
with every two-bit tyrant who wants a piece of the action and 
bargaining with people who have little intention of keeping their 
word. But once a visitor chooses a patron or a host, a powerful 
Baron to work with, she gains some measure of protection 
against that Baron's private army, as well as the attentions of 
the Baron's rivals-as long as she remains within the territory 
the Baron controls. 


Covered in rock, ice, and slush, Penates is a typical auter-sys- 
tem planet. It is poor in heavy metals and possesses no tectonic 
activity cr volcanism of note; the highest elevation on the entire 
planet is a continent-sized bulge 2,000 meters in height left by 
an asteroid impact millions of years ago. With little activity to 
erase impacts, craters and meteor-impacted chaotic terrain are 
the most prominent landforms of the planet. 

What Penates lacks in heavy metals, it makes up for in the so- 
called CHON elements—carbon, hydrogen, oxygen, and nitrogen. 
These organic building blocks are critical to life support in the 
planets habitat domes, providing food (indirectly, anyway), water, 
and breathable air to the people of Penates. These light elements 
also form the basis for the plastics and chemical industries of the 
planet. The atmosphere is a thin fog of methane, ammonia, and 
molecular nitrogen without a hint of free oxygen. Overall, the sur- 
face chemistry of Penates bears a passing resemblance to that of 
Titan, the largest moon of Saturn in the Sol system. 

Humans can survive on the surface with extreme cold- 
weather clothing and bottled air; surface temperatures average 
~40° to -60° Celsius. However, the planet's pronounced axial 
tilt and long year mean that large portions of Penates are light- 
less for hundreds of standard days at a time, During these polar 
winters, the temperature often drops as low as -120° C, far too 
cold for anything except a heated e-sult. 

Vast, subterranean hydroponic farms and surface atmos- 
phere plants surround each of the major cities on Penates. Using 
the organic waste generated in the crowded cities and the basic 
building blocks of the planets slush-covered surface, the envi- 
ronmental engineers of Penates maintain a tenuous balance of 
food production and waste elimination. The atmosphere plants 


break down the water and ice of the surface, extracting oxygen 
and creating breathable air for distribution. All it takes is power, 
the most precious commodity in Lucullus. 


Most outsiders look at ће Lucullan League and believe they're 
dealing with the government of the system. The League wields 
authority over the entire system, after all, and possesses the 
Tight to pass laws, determine foreign policy, and execute trade 
agreements on behalf of the entire planet. Clearly, it's the only 
body in the system that merits attention. 

Unfortunately, the League is a joke. 

Any of the six factions that make up the League can veto, ig- 
nore, or counter any legislation, agreement, or deal the League 
supports. The Lucullan League was not created to serve the 
people of the system or to bind the Barons together under a 
соттоп government. It was created by the Barons to serve 
their own purposes, and they were determined to ensure that 
no conceivable growth of the League's authority could ever 
overshadow their own power. Consequently, the League is a 
shell. League appointments are nothing but partisan politics, 
League policies are dictated by the Barons who happen to co- 
operate on thet particular day, and League forces and finances 
are donations from the Barons~donations that can be reclaimed 
with a simple vid call. “ТЇЇ ask the League to look into that,” is a 
Lucullan euphemism for ‘Don't hold your breath” 

The only positive effect of the League's existence is a gen- 
eral cease-fire among the Barons. Over generations, the factions 
Lave learned that open conflict is wasteful and dangerous. In the 
rare meetings of the League's Bureau of Directors (a fancy 
name for the Barons), aggressive Barons are often restrained 
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by the dark promise that their peers might answer overly am- 
bitious actions with a concerted response. Since none of the 
Barons wants to see his or her rivals become dominant, the 
mood of the Bureau runs strongly against the Baron who hap- 
pens to hold the best position at the time. Ifs a crude and inel- 
egant balance of power, but it works. 

The Bureau of Directors is not involved in the day-to-day ad- 
ministration of the League. Other than the rare conference call 
or public statement, they don’t meet or deign to immerse them- 
selves in the actual running of the government. They ve all got 
an army of political appointees and crooked officials to look 
after their interests in League business. The League consists of 
ministries for Common Defense, Foreign Policy, Industrial De- 
velopment, Trade, Biosphere Maintenance, and Public Welfare. 
A committee appointed by the Bureau of Directors supervises 
each ministry. 

The League offices are located in Port Royal, a city chosen 
as a concession to the Jamaican Syndicate. The Syndicate saw 
the creation of a planetary capital as an opportunity for rev- 
enue-generating businesses—such as hotels, restaurants, high- 
caliber entertainment, and more sordid attractions. In exchange 
for the privilege of hosting the capital, the Syndicate paid each 
of the other Barons a handsome fee back in 2419. I's proved 
a good investment, they've more than made their money hack. 


Oldest and wealthiest of the factions, the Jamaican Syndicate is 
a highly organized criminal family structured with layer alter 
layer of feudal loyalties. More than any other faction, the Ja- 
maican Syndicate works hard to present a seamless face to the 
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rest of the world. Its operatives carefully mask the activities of 
top-ranking bosses and move to eliminate rivals or crusaders 
who find out too much about how they do business. The Syndi- 
саіе goal is simple: to become a black void into which money 
vanishes, a silent and faceless presence that no one can un- 
mask or resist. 

The Syndicate doesn’t directly own or manage any assets 
within its territory. Instead, it works through a variety of front 
companies. These fronts consist of holding companies, consul- 
tants, security agencies, or law firms, and they only exist on 
paper, as a place to stash money. From these fronts, the Syndi- 
cate supervises private enterprise and criminal activity within 


NOLAN AYMES 
CONCORD AMBASSADOR 


Level 5 human Diplomat (Free 

SIR 7 (0) INT 11 (+1) 
DEX 10 (0) WIL 10 (0) 

CON 9 PER 13 

Durability: 9/9/5. Action check: 12+/11/5/2 
Movement: sprint 16, run 10, walk 4 #Actions: 2 
Reaction score: Ordinary/2 Last resorts: 0 
Attacks. 

Unarmed 3/1/0 d4s/d4-+1s/— шо 
Stutter pistol 11/5/2 d6+2s/d8+2s/dB+4s — LI/U 


Defenses 
EF short coat: 04-1 (LI), 04-2 (HI), 46-3 (En) 


Skills 

Athletics [7]; Modern [10]-pistal [11]; Stealth |10|-shadow 
[11]; Vehicle Operation [10]; Stamina [9| Knowledge 
[11]-drst aid [12], language: Standard /14), stellar nation: 
Concord [14]; Law [11]-court [12], Security [11]-devices 
[12]; Administration [10]-bureaucracy [12], Awareness 
[10]-ntuition [11], Culture (13|-etiquette: Lucullan [15] et- 
quette: Ysa [14], Deception [13]-bluff [15], bribe [16], Inter- 
action [13]-bargain [15]. charm [15]. 


A charming and confident man of about 65, Nolan Aymes is 
а career professional in the Concord's Diplomatic Service. He 
is currently the Concord Ambassador to the Lucullan League, 
a thankless job that is probably one of the least desired post- 
ings in the Concord Diplomatic Service. Aymes actually vol- 
unteered for the post three years ago, recognizing that he 
was an emissary to an organization that didn’t matter. How- 
ever, it's his long-term goal to shift power from the Barons 
to their creation, the League, and then to help the League de- 
fine itself as a responsible system government. Its an uphill 
struggle, to say the least. 

Aymes first plans to support anyone willing ta take on 
low-level corruption and nepotism. Removing Baron-ap- 
pointed officials and replacing them with Lucullans loyal to 
the League will be difficult, but ifs the best place to start. In 
pursuit of this goal, Aymes makes a point of passing infor- 
mation about vulnerable appointees end scandals to cru- 
saders willing to take on the system. When possible, he 
shields his agents through Concard diplomatic immunity or 
deal making with the local powers, So far, the Barons 
haven't recognized the threat that Aymes poses. When they 
do, he's as good as dead. 
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its towns. Legitimate businesses within Syndicate territory sim- 
ply hand the Syndicate a monthly payoff for their continued 
health and prosperity. 

The current leader of the Syndicate (and, by definition, a 
Baron of Lucullus) is Basil Turcheyev (hrn/Lucullus/DFA-B), the 
direct descendent of Andrei Turcheyey, the man who inherited 
the Syndicate upon the retirement of Mother Gray. The 
Turcheyevs portray themselves as nothing more than promi- 
nent merchants who oversee the operations of a small group of 
companies. Like most Syndicate leaders, Basil believes in the 
policy of hiding in plain sight, and he charts a cautious course 
of accommodation with the League and the Concord. Basil also 
recognizes that a Concord takeover would spell the end of his 
criminal empire, so he works to persuade the other Barons not 
to provoke the Arrivers unnecessarily, An intermediary family 
answering to the Turcheyevs runs each major town or business 
within the Syndicate. 

The Jamaican Syndicate rules about 30% of Penates and 
maintains a token presence in the rest nf the system. In its 
towns, the Syndicate has set up ‘civic constables’ and ‘civic 
managers” as faux government officials, allowing the populace 
to create local police forces, schools, hospitals, and something 
resembling a normal society, However, the Syndicate's hand is 
everywhere: Syndicate lawbreakers aren't arrested; Syndicate 
appointees handle the important positions in civic government; 
and Syndicate-run private companies handle lucrative defense, 
Sanitation, construction, and administration tasks. Nothing hap- 
pens without the permission of a Syndicate boss. 

Hotels, casinos, and other entertainment facilities in Port 
Royal and other Jamaican Syndicate towns are the chief source 
of revenue and power for the organization. Of course, the Syn- 
dicate receives a piece of every business that makes money in 
its towns, but it has always owned the red-light establishments 
of its respective areas. The Syndicate makes its headquarters in 
the Silver Comet, a sprawling casino-hotel located in Port Royal 
a short distance fram the Lucullan League's office buildings. A 
private army of more than 200 heavily armed guards protects 
the Silver Comet and its clandestine Syndicate presence. 


The largest and most sophisticated city on Penates, Port Royal 
offers round-the-clock debauchery of legendary proportions. 
Anything goes in this town—anything. Home to the League cap- 
ital buildings and ministries, Port Royal doesn’t possess a shred 
of the restraint or dignity one might expect of a planetary capi- 
tal. Each street is a never-ending riot of carausers and revelers 
staggering from one low-grade night spot to the next; the gar- 
ish glare of neon lights and huge vid-boards displaying mater- 
ial of reprehensible content illumines the whole place, A Hatire 
visitar once described Port Royal as ‘a stinking morass of im- 
morality, iniquity, and immodesty, the very nadir of human ex- 
pression and behavior” He was correct 

Port Royal is home to the capital dome of the Lucullan 
League, but the real power lies where the triple-dornes of the Sil- 
ver Comet Hotel and Casino sparkle under a flood of holo-lights. 
Inside this sprawling complex, the Jamaican Syndicate oversees 
everything that happens in Port Royal and its neighboring settle- 
ments for 1,000 kilometers or more. The Syndicate all but runs 
the League Security Forces and the Port Royal Constabulary, The 
only real purpose for these police forces is to prevent the dam- 
age of valuable property and protect Syndicate interests from 
random crime, keeping the streets safe for foreigners just isn’t a 
high priority—unlass a hefty gratuity is involved. 


MINDWALKERS: 
THREAT OR MENACE? 


One of the factions of Penates is the Supervisors, a nasty 
group of psignicists who use their mental powers to manip- 
ulate and control everyone around them. After years of ar- 
rogance and domination, they ve earned quite a reputation in 
Lucullus. Outside of Supervisor territory (the mining region 
of Caracas) the general population despises use of psionic 
powers. In fact, suspected mindwalkers caught using their 
powers may face lynch mobs, witch hunts, and similar forms 
of retribution. Mindwalker heroes, beware! 


Port Royal is home to almost 400,000 people. Is a serious 
city—one of the oldest in the Verge—and it's all contained within 
habitat domes and subterranean galleries. A sprawl of chemi- 
cal plants, refineries, and mills covers the freezing surface for 
kilometers around the city. Many of these industries are shut 
down now, rusting hulks looming against the dim starlight of Pe- 
nates/s surface. Port Royal's a tourist town these days, not an in- 
dustrial labor camp. 


Spaceport: Рогі Royal's spaceport is the Spoke, located about 
10 kilometers outside of town and linked to the city by subter- 
ranean transit tunnels. The Spoke is a vast, straight-sided pit 2 
kilometers across and over 500 meters deep, with landing bays 
cut into its walls. Heavy blast doors protect these hangars from 
vacuum. Ships too large for the protected hangar hays must 
land on the floor of the Spoke in an extensive, open landing 
field A series of ring corridors behind the hangar hays links 
sach landing spot with the spaceport proper. Renting a hangar 
bay for long-term storage of a ship costs about #125 per day, 
but there are a number of free spots for ships staying four 
hours or less. The Spoke has decent repair and maintenance fa- 
cilities, capable of handling all but the largest jobs. However, the 
Spoke repair techs charge a large amount for the simplest 
repairs. 

The Spoke is also the chief spaceport and naval base of the 
Jamaican Syndicate, While the Free Trade Guild in Highport 
holds a superior position for reaching the rest of the Lucullus 
system, the Spoke is a close second in terms of size, volume, 
and importance, The spaceport is heavily defended by weapon 
installations around the rim of the crater, and Syndicate-con- 
trolled Port Security forces keep a close eye on traffic. 


Lodging: There are literally hundreds of places ta stay in Port 
Royal, ranging from cheap flophouses to four-star hotels. In 
general, the less you pay, the better the chance you'll wake up 
with your valuables missing—if you wake up at all, that is. Any 
visitor who can afford to should stay at upscale establishments. 
The Silver Comet is by far the best of the lot, and certainly the 
most lively; the best acts in the Verge play at the Comet, and the 
hotel has round-the-clock action every day of the year. A mod- 
est room costs about #300 per night. 

I the hospitality of the Syndicate is a little unnerving, travel- 
ers should consider the Weyr-Moraine, a decent hotel owned by 
entrepreneurs who simply pay aff the Syndicate for the privi- 
lege of doing business in Port Royal. Like the Silver Comet, the 
Weyr-Moraine includes theaters, casinos, restaurants, and 
dozens of other features. A domed golf course on the surface 
сутей by the hotel) costs thousands of credits to maintain each 


BANDoN “THE FIREMAN”? DEVALK 


STHB (0) INTS (0) 

DEX 12 (н) WIL 11 (+1) 
CON 11 PERS 

Durability: 11/11/86. Action check: 15--/12/8/3 
Movement: sprint 20, run 12, walk 4 # Actions: 2 
Reaction score: Ordinary/2 
Attacks 


Unarmed-&raw] 9/4/2 d4s/d4+1s/d4+2s шо 
11mm pistol 14/7/3 d4-2w/d&--2w/d4--1m НИО 


Defenses 
CF long coat: d4 (LI), d4 (HI), d6-2 (En) 


Skills 

Athletics [8]; Unarmed [B]-braw] [%/; Modern [12]-pistol 
[14]; Vehicle Operation; Stamina; Demolitions (8]-set /10], 
Knowledge (9|-Janguage; Standard /12), Verge system: Lu- 
cullus /12], Security [8]-devices [10], protocols (10); Aware- 
ness [11], Investigate [11|-search /12]; Street Smart 
[t1]-zriminal [13], knowledge [153], Deception (9|—bribe 
[10], gamble [10]; Interaction (8]-interragate [10], taunt [10]. 


A short, aggressive fireplug of a man, Bandon DeValk is a 
street-level racketeer for the Syndicate, a minor boss who 
started as a simple thug. He's called the Fireman for two rea- 
sons: He spends his time putting out fires (so to speak) for 
the Syndicate, and he's very quad at blowing things up. De- 
‘Valk runs the Midas Palace, a sprawling den of gambling, 
drinking, and less reputable entertainment located in the 
warst part of town, Its his job to separate customers from 
their money, but leave them enough to make sure they want 
to come back. The Palace covers almost a square block of 
the Spacers’ District, and it's renowned as a place to go for 
information and contacts as well as a guod time. 

‘The Fireman's first job is to take care of anything that the 
Syndicate needs. He'll shake down merchants who aren't 
paying their insurance, shadow troublemakers, tip off 
crooked cops, and even round up a group of thugs to go 
‘straighten out rivals and interlopers who don't know how to 
play the game in Port Royal. There's a price for doing busi- 
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day, but offers spectacular views of the city and the planet. A 
stay at the Weyr-Moraine will set a traveler back about #250 
per night. Fees for an 18-hole game of golf runs #500 to #800 
per player-depending on the season. 


‘The League Capitol: This imposing structure is the dominant 
feature of the so-called League dome. This is a relatively new 
portion of the city, a government park housing the ministries 
and Assembly of the League. Tourists make this a stopping 
point in their visits to Port Royal, but no self-respecting Lucul- 
lan would be caught dead here; the ministries and the Assem- 
bly are stocked with the toadies and agents of the Barons, so 
there's little point in dealing with these figurehead leaders. The 
Concord and the Solar Union maintain full embassies here, 
while the Orlamus, Higunmors, VoidCorp, and Austrin-Untis all 
maintain consulates In the better portions of the town below. 


The current President of the League Assembly is a Union Pe- 
nates man by the name of Hasiner Folkes (Hm/Lucullus/DTO- 
3). Folkes quietly works to move the UP agenda forward without 
being obvious about it. He's coming to understand that UP ex- 
pects him to do a lot more than he is doing, and that his life 
might be in danger if he follows all of his orders from the UP 
camp. Few people envy him his position. 


Uptown: The best hotels and businesses of Port Royal are lo- 
cated in Uptown, a series of large domes on the surface. When 
people think of Port Royal, this is the part of the city they envi- 
sion, street after street of elegant hotel-casinos and reclusive 
residences hiding behind high fences. The Silver Comet and the 
Weyr-Maraine are both located here. 


The Golden Quarter: No one knows who coined the name 
“Golden Quarter’ for the seediest and most dangerous part of 
town, but it's stuck for generations. The Golden Quarter is a sub- 
terranean sector crowded with squalid dwellings, filthy bars, 
and crooked gambling dens. Visitors to the Quarter had better 
watch their wallets, travel in groups, and stay out of dark alleys; 
the place is crawling with thugs, swindlers, pickpockets, and 
other felons. 

‘The biggest gambling den in the Quarter is the Midas Palace, 
run by Bandon Jeremic. The Midas is known throughout the 
Verge as a place where mercenaries, bounty hunters, smug- 
glers, and corsairs can find work. Anyone willing to sell con 
traband, stolen property, or services of an illegal nature can find 
a buyer here 


The Chem District: Not all of Port Hoyal is devoted to seedy 
entertainment. Large sectors of the city are more or less like 


any city—consisting of light industry, residential neighborhoods, 
transportation hubs, business districts, and even a handful of 
small parks. The Chem District is a good example of the ^nor- 
mal’ side of Port Royal. It's named for the extensive chemical 
plants and refineries that are concentrated on this side of the 
city, a good 15 kilometers from Uptown or the Golden Quarter. 
Long transit corridors housing maglev trains and groundcar 
thoroughfares link the outlying districts ta the center of town 

Five major chemical plants and two plastics refineries make 
up the heavy industry of the district, each rambles over several 
square kilometers of the surface. These plants aren't contained 
in domes; the surface installations are open to space, with ex- 
tensive sealed structures and control towers scattered through 
the machinery. In addition, the Chem District supports two of the 
most critical structures in Рогі Royal—the Main Power Plant and 
the Atmosphere Station. These aren't the only power and at- 
mosphere plants in the city, of course, but they are the primary 
systems, handling about 55% of Port Royal's power and air de- 
mands. The Chem District is run by the Technospiders, but the 
rival faction gets along well with the Jamaicans who run Port 
Royal; in exchange for their support the Technospiders gain ac- 
cess to the spaceport. 


There's not much nice to say about the Picts. They rose as a vi- 
olent gang of criminals in the early days of the colony, a coun- 
terculture of desperate nihilists who found themselves one of 
the principal powers of the planet after the fall of the Solar Colo- 
nial Administration, Ostracized by their former allies, the Picts 
raped, looted, and pillaged every town that fell into their control, 


killing and stealing indiscriminately. Modern-day savages, the 
Picts delighted in destruction and refused to back down from 
anyone who offered a fight. More than any other faction, the 
Picts contributed to the decades-long Barons’ War, luring the im- 
pressionable and frustrated masses of Penates to their banner 
with a lifestyle of utter lawlessness, 

‘As one might expect, this system of government quickly be- 
came untenable. Under the leadership of the legendary King 
Steel, the Picts evolved a stringent code of honor, a dueling code 
that regulated behavior and authority within the gang. Then, 
recognizing that the Picts would have to rule the towns they'd 
conquered ог give them back, King Steel built a system of feu- 
dal obligation to support his new nation. The Pict gang lords 
gained ownership of the towns they held, and this made it im- 
perative for them to look out for the interests of their serfs, the 
ordinary citizens who happened to live within their territory. 

This feudal system has persisted to this day. Each Pictish city 
is ruled by a lord, a powerful Pict who commands the loyalty of 
a dozen or more chieftains. These chieftains lead war bands of 
dozens or hundreds of thugs. Every business, activity, and citi- 
zen is the property of one of these chieftains. Serfs have no 
rights other than those freedoms granted by their Pictish chief- 
tains and lords. There are only two laws they can expect their 
masters to follow: No Pict can kill or seriously harm a serf be- 
longing to another Pict without first gaining the permission of 
the serfs lord, and any serf can become a Pict by defeating one 
in personal combat No ane is born a Pict-every gang member 
was а serf who claimed a position in the ruling class with his 
fists and feet. Of course, should a serf fail this challenge, he can 
rarely expect mercy fram a gang lord. 

The Picts own about one-quarter of Penates. Their strong- 
hold is the Santiago corridor, a chain of cheap and poorly built 
habitat domes set up by SCAd as a simple population dump. 
Few valuable industries or resources exist in Pict territory; their 
cities barely have enough to survive. Therefore, the Picts raid 
their neighbors to steal needed resources, technology, and per- 
sonnel. Constant skirmishing is the rule along the Pict-Syndi- 
tate, Pict-Uniun, and Pict-Supervisor borders, and this faction's 
unwillingness to stop raiding is one of the key obstacles to true 
peace within the Lucullan League. About the only asset the Picts 
really have is large numbers of desperate and violent "soldiers" 
who don't care about their future. 

Even more important than their planetary holdings are the 
Picts’ corsair flotillas. About half of the pirates in the Lucullus 
system are Picts, loyal to King Steel. As a raiding culture, the 
Picts depend on the loot they can seize from their neighbors, 
and the corsair flotillas give them the ability to reach beyond 
Lucullus to the nearby Verge systems, Several major corsair 
bases are located in Pict territory on Penates. Each ship cap- 
fain is a chieftain, and a fleet leader wields as much power as 
a city lord. 

King Steel IX currently leads the Picts; # a tradition for the 
strongest city lord to claim the title of the Picts’ greatest leader. 
The current King Steel (Wm/Lucullus/CS-13) is a weren 
brawler who rules through sheer physical terror. No other Pict 
leader has survived the weren's personal challenges long 
enough to organize an opposition. However, King Steel thinks 
with his talons; na one expects him to last long. 


SANTIAGO 
The largest city within Pict territory, Santiago is an insane par- 
ody of a medieval or Renaissance city, complete with swagger- 
ing bravos wearing the colors of their lords, dismal living 
conditions, and a violent ruling class accustomed to seizing any- 


thing that catches its eye. The common citizens live like slaves, 
scurrying to avoid the attention of drunken Ficts, Mare than 100 
chieftains own the city, Some run the few remaining industries, 
others oversee trade with offworlders, and a few simply plun- 
der the same hapless citizens over and over again. Crusaders 
beware; the Picts generally recognize a mercantile ar diplomatic 
safe-conduct, but anyone interfering with a Picts business loses 
any tenuous protection she might possess. 

During a century of freedom, the Picts have had time to lay 
waste to almost one-quarter of the planet, rebuild it, and evolve 
a structure to support their position at the top. All of the power 
remains in the hands of the city lords and their picked chiel- 
tains, The system is inefficient and brutal, and every other fac- 
tion in the system outproduces the Picts. 

Most of the people of Santiago and the neighboring cities are 

nothing more than chattel, but a few professionals and valuable 
technicians are ‘retainers,’ serfs who are off limits to all Picts 
but the city lords or the king. The Picts realized years ago that 
they can't afford to have their front-line thugs trashing research 
laboratories or killing technicians on a whim; thus, they created 
the retainer class to protect their most valuable serfs, 
So, why would anyone want to visit the Picts? The answer 
is simple: About one-quarter of Penates belongs to them, and 
they're the masters of the corsair fleet that plagues the Lucullus 
system. The city-lords and chieftains can pay handsomely for 
the basic trade commodities Santiago can't produce on its own, 
and many traders accept the risks in order to reap substantial 
profits. Second, Santiago is a base and crossroads for the cor- 
sair lords, and anyone who needs to deal with them can do so 
here. The Pict-held cities export mercenaries, manpower, and 
some light industry; they import everything else. 


SITES OF INTEREST 

Most of Santiago and the nearby towns are dismal, squalid 
places—serf neighborhoods living in terror of their violent mas- 
ters. There's very little rebellious spirit in the Pict underclass; it 
was broken decades ago, and they'll roll over for the Picts with- 
out a second thought, As far as these serfs are concerned, noth- 
ing could be worse than a chieftain's or city lord's anger. They 
have seen the consequences of deceit and defiance too often. 


Spaceport: The spaceport of Santiago is an old SCAd installa- 
tion known as Space Transit Facility 6—although the locals refer 
to it simply as STF Santiago's STF is one of the most danger- 
ous spaceports around, and its crowded with Pict-crewed cor- 
sair vessels and illicit traders. Most of the repair shops are 
devoted to the task of refitting and repairing corsairs, and the 
best landing spots go to the captains of the best-armed ships, 

STF 6 is run by a Pict chieftain who calls herself the Ship 
wright (Hf/Lucullus/TO-9). Unlike many gang members, she's a 
technical expert in the field of ship maintenance and repair, but 
she’s also proved tough enough to withstand a number of chal- 
lenges to her position. Anyone who wants a landing spot, sup- 
plies, fuel, or repairs at STF must deal with her sooner or later. 
The Shipwright is rumored to have an eye on the lordship of 
the city, but she's made no move in that direction yet. 


Lodging: The only place for a visitor to stay in Santiago (or 
most other Pict cities, for that matter) is in the stronghold cf a 
chieftain, Picts take great pride in showing hospitality to visiting 
Picts and foreigners who have earned safe conduct in Pict ter- 
rilory. Is a sign of status to "entertain" guests. However, 
strangers who just show up in а Pict town shouldn't count on 
staying with the local lord; they'll have to drop some names, 


hand out a quiet bribe, or defeat a Pict champion to earn the 
right of hospitality. In Santiago, visitors who have not yet se- 
cured local hospitality should remain on board their ship or 
within a corporate compound, a few companies that trade with 
the Picts maintain small, fortified office complexes in Santiago. 
Low-ranking or weak individuals may be perceived as po- 
tential serfs by the local Picts. While Picts will often allaw visit- 
ing serfs to stay with their own serfs, a serf traveling under his 
‘own cognizance must expect abuse (and possibly an attempted 
kidnapping) when traveling through another Picts territory. 


The Dark Tower: The Pict capitol, so tn speak, is the Dark 
Tower. Once a SCAd planetary defense installation, this sprawl- 
ing military base is now the home and stronghold of King Steel. 
Sitting on a low rise overlooking Santiago, the black cerametal 
bunkers and monolithic ramparts rise above the city like the 
fortress of some fantastic overlord. Ruler after ruler has added 
to the old base defenses, installing some of the heaviest ground 
batteries anywhere in the Verge. Hundreds of Pict warriors, 
skilled retainers, and picked serfs guard the complex and spoil 
Pict leaders with decadent luxury, 

King Steel takes great personal pleasure in arranging honor- 
matches between his advisors, soldiers, and guests. Every night, 
the court gathers to watch the gladistorial matches arranged 
during the day. Vast sums are wagered on ће duels, Mare than 
one Concord diplomat or Solar consul has met his death in King 
Steel's arena, defending himself against an arbitrary challenge. 


The Blood Pit: Santiago's gladiatorial arenas are infamous 
throughout the Verge, and the Blood Pit is the most notorious of 
them all. Dozens of fighters die here each month, pleasing the 
bloodthirsty crowd. Picts consider the gladiator match the high- 
est form of entertainment, and an extensive culture of wagering, 
training, and ceremony has grown up around this decadent 
sport. Free Pict gladiators fight in carefully arranged matches— 
always one-on-one in the “purest form of the art. Serís, how- 
ever, must participate in more extravagant contests, battling 
carnivorous aliens or killer robots, or even playing extremely 
bloody versions of blade hockey or power ball for the enter- 
tainment of the audience. The Blood Pit is a vast facility that in- 
cludes arenas, training areas, restaurants, wagering booths, 
gladiator barracks, and plenty of security to make sure the au- 
dience doesn’t get aut of hand. 

On occasion, good fighters in need of quick cash can sign up 
for a match. Typically, an unknown warrior might receive $500 
for participating in a nonlethal game or demonstration, or 
$2,000 for putting her life on the line in a death match. Famous 
fighters command far larger sums for their performances, and 
they often acquire a following of rabid fans like other profes- 
sional sports stars. Even King Steel would think twice before 
moving against a popular gladiator, 


‘The HelixTech Complex: Despite the rule of tyranny in the Pic- 
tish domain, several major businesses and corporations elected 
to stay. HelixTech is one of the most powerful of these. Insulated 
from the insanity of the Pct city by several kilometers of closely 
guarded transit tunnels, HelixTech is a broad-spectrum research 
corporation and electronics manufacturer. The company pro- 
duces weapons, computers, and control systems, using serf labor 
rented from the chieftains of Santiago. In this way, HelixTech can 
conduct research and undertake manufacturing without paying 
corporate taxes, addressing environmental concerns, or institut- 
ing workforce concessions. Likewise, the Picts gain some cutting- 
edge technology that their brutal society could never produce. 


Pyotr (Pete) SoLokov 
Bounty HUNTER 


Level 12 human Tech Op 

STR 11 (12) (+1) INT 11 G1) 
DEX 11 (+1) WIL 3 (0) 

CON 10 PER 8 

Durability: 10/10/5, Action check: 13+/12/6/5 
Movement: sprint 22, run 14, walk 4 Actions: 2 
Reaction score: Ordinary/2 Last resorts: 0 


Attacks 

Unarmed-hraw! 14/7/3 d4+3w/d6+3w/d4+1m П/П 

Sabot pistol 16/8/4 2d4w/2d4+1w/d4+3m НИО 
! When using batileklaw, base skill score is 15. 


Defenses 
CF softsuit: d6 (LI), d6 (HI), d&-1 (Еп) 


Skills 

Athletics [11 (12)|-alimb [13 (14)) throw [18 (14)]; Un- 
armed (11 (12)]-brawl [14 (15); Modern (11]-pisto! [18], 
Vehicle [11]-space [15], Stamina [10]-endurance /11]. 
Computer [11]-hacking [14], hardware [12] programming 
[12]; Knowledge [11|-computer [14], first aid [12], lan- 
guage: Nariac [15], language: Standard [12], Navigation 
[11}-system [12], Security [11]-devices [13]; System 
[11]-sensans [12], weapons [12]; Awareness |9|-perception 
[11]; investigate [9]-interragate (10), search [10], track [10]; 
Deception [8]-blu/f [8], Interaction [8]- bargain [9]. 


Cyber gear 

Battleklaw (Good); cyber limb: right arm (Good); enhance 
programs: action checks (Ordinary), hacking (Good), Modern 
Ranged Weapons (Good), Unarmed Attack (Amazing); 
nanocomputer (Amazing); reflex wiring (Amazing). 


А Матіас expatriate, Pyotr Solokov is a professional bounty 
hunter who uses technology to trap his prey. He's a lean, 
rangy man who's much stronger than he looks. He's also a 
quiet observer who prefers to let his actions speak for him. 
There's mare to Solokov than meets the eye, however. He 
possesses many cybernetic enhancements (the Ability 
Scores and skill scores in parenthesis represent Solokav's 
adjustments for his cyberlimb). 

Sulokov ance served in the Nariac Intelligence Direc- 
torate, but after a failed operation in which he and his team 
were disavowed, he decided to strike out for new territory. 
Since coming to the Verge, Solokov has worked for 
StarMech and VoldCorp, and with various groups of free- 
lancers. He's pragmatic and ruthless, a cold fatalist who 
Shows no mercy to anyone wha gets in his way. Solakoy is 
especially good at cracking computers and security systems 
to find his targets hidden vulnerabilities. 

Solokov is currently working out of the Golden Quarter in 
Part Royal, seeking a new contract. ls a good place for him 
to stay out of sight of his numerous enemies while keeping 
an eye open for new jobs. 


Companies such as HelixTech have cooperated with Pict 
gang lords for years as silent partners in the establishment of a 
ruthless and brutal regime. 


| The leader of HelixTech is a canny ald executive by the 
name of Kerricks Dow (Hm/Lucullus/DTD-4), Like most HT 
| employees, he started off as a Santiago serf who made himself 
valuable to the corporation by learning technical skills. Once 
he'd won the right to leave Santiago behind forever and become 
a permanent HelixTech employee, he never looked back. Dow 
loathes the Picts, and he's determined to use Helix Tech tn bring 
them down at some point in the future. 


The Technospiders began as an association of comptechs, engi- 
neers, and technicians who seized Penates's crucial environ- 
mental control facilities during the rebellion of 2385 and never 
relinquished their command. Too weak and disorganized to 
bend the other factions to their rules, the Technospiders settled 
for making sure that no other Baron could seize power by gain- 
ing control of Penates's fragile artificial habitat. They've played 
much the same role ever since. 

‘The Technospiders are the most benevolent faction in Lucul- 
lus. While they've been forced to adopt the tactics and morality 
of their rivals to some extent, most Technospiders believe that 
the people of Lucullus deserve freedom, a responsible govern- 
ment, and the rule of law. So far, they've succeeded in institut- 
ing the government they desire in only three moderate 
setilements—a constituency comprising less than 5% of the 
planet's population. Beyond this small region, the Technospiders 
exist only as enclaves in the domains of the other Barons. They 
maintain the habitats, communications, and infrastructure of Fe- 
nates in exchange for a promise of neutrality from their hosts. 
By providing examples of ‘beneficent’ rule, the Technospiders 
hope to eventually sway all of the planet to their cause. 

Today, the Spiders are a true technocracy, The best and 
brightest engineers, scientists, and technicians lead the various 
settlements and enclaves, All people working in a technical field 
belong to the Penates Artificial Habitat Control Company (or 
PAHCC, pronounced "pock", a not-for-profit organization that 
seeks to make Penates fit for human habitation. The PAHCC Ex- 
ecutive Board governs the Technospiders and handles appoint- 
ments to management posts, League representation, dealings 
with other factions, and the administration of the Spiders’ towns. 

Like each of the other factions, the Technospiders possess a 
leadership caste—the technocrats, in this case—and a number of 
citizens who don’t have any real say in the running of affairs. 
Merchants, security forces, laborers, and all other non-techni. 
dans fall into this second group. Unlike the rest of Penates, the 
people who live in Technospider territory live under laws pro- 
‘ecting their lives, property, and personal freedom. Should these 
people obtain technical training, they're more than welcome to 
go to work for РАНСС. Is not a bad system—for Penates. 

Technospider enclaves outside their own territory consist of 
fortified power stations, atmosphere plants, and processing fa- 
cilities. Warded by automated defenses and surveillance de- 
vices, the Technospiders concentrate on keeping their charges 
supplied with air, water, power, and food. Technospider man- 
agers with an unusual amount of initiative may discreetly inter- 
cede when they run across a Syndicate boss, Pict lord, or Guild 
merchant who's making himself particularly obnoxious to the 
common folk who live within his domain. Through computer es- 
pionage and mastery of the local engineering and ventilation 
systems, Technospiders can reach almost anybody. They're 
careful not to overuse this authority, however; it wouldn't take 
much for the Jamaicans or the Picts tn overwhelm the Spiders 
with a direct assault-even if they'd pay dearly for it. 


Despised hy all the other factions, the Supervisors are remnants 
of the Solar Colonial Administration. Through the use of ruth- 
less mindwalking spies and overseers, the Supervisors hold al- 
most one-sixth of Penates in thrall. Their vile practices have led 
to an informal, systemwide prohibition against the use of psion- 
ics; Lucullan citizens who catch Mindwalkers using their pow- 
ers outside of Supervisor territory generally lynch or shoot 
them on the spot. 

The Supervisors are descended from SCAd's secret police. 
In the prison-colony days, they were the long arm of the Ad- 
ministration, secretly silencing the enemies of the Solars. After 
the rebellion of 2385, the Supervisors scattered and went un- 
derground. Their structure and membership were so secret that 
the rebels uncovered only a fraction of the Supervisors in the 
years following the revolt. Even fewer were brought to justice; 
many Supervisors attached themselves to more powerful fac- 
tions, using their talents on behalf of the system's new masters. 

In 2388, a Supervisor named lan MacEwan assembled a 
small team of SCAd expatriates and deposed the criminal gang 
running the town of Caracas. Carefully, MacEwan set up a Plan- 
etary Administration strongly resembling the old SCAd organi- 
zation. He returned Caracas civilians to positions of power, but 
he and his band of psionicists maintained an iron grip over the 
actual functioning of the local government. Over the next three 
years, the Supervisors reached nut tn claim a dozen medium- 
sized towns on the Caracas plateau, carving out a small nation 
for themselves. 

The Supervisors prefer to rule from the shadows, using 
minor bureaucrats and elected officials to create a semblance of 
legitimacy. However, they quietly and efficiently direct all the ac- 
tivity of their segment of the populace, freely using mental pow- 


SHERHAN DARGESSI 
Pict GLADIATOR 


Level 11 human mutant Combat Spec 

STH 11 (+2) INTS (0)] 

DEX 13 (2) WIL 11 (+1) 
CON 13 PER 9 

Durability: 13/13/7 Action check; 16+/15/7/3 
Movement: sprint 24, run 16, walk 6 4 Actions: З 
Reaction score: Ordinary/3 Last resorts: 0 


Perks: Impraved Fists of Iron, Tough As Nails 


Attacks 
Unarmed-power 14/7/3 d6-+1s/d6+3s/d4+1w LI/O 


Combat knife 16/8/4 d4+2w/d4+3w/d4+4w LI/U 
Mass pistol 18/7/3 dBw/dE--2w/dBm En/G 
Defenses 

Battle vest: 16-3 (LI), 06-2 (НІ), 44-2 (En) 

Skills 


Athletics [11]-climb /12) jump [13]; Melee [11]- blade" [18]; 
Unarmed [11]-power [14], Acrobatics [13]-balance [14], 
dodge [14]; Modem [13]-nistal 16; Vehicle Operation [13]; 
Stamina [13]-endurance /15], resist pain [14]; Knowledge 
[g|-Janguage: Standard [10], Verge system: Lucullus [10]: 
Security [8]-pratacols [10]; Awareness [11]-intuition [14], 
perception [12]; Resolve [11)-physical [13]; Interaction 
[B|-intimudate [11] taunt (10), 
‘This skill utilizes a -d4 base situation die. 


Mutations 
Improved reflexes (Ordinary): -1 bonus to action checks. 
Increased metabolism (Good): 

~2 bonus to Acrobatics, Athletic, Melee Weapons, Move- 
ment, and Unarmed Attack skill checks; +2 damage on any 
successful Unarmed Attack or Melee weapon skill check. 
Environmental sensitivity (Moderate): 

+3 penalty to all skill and action checks when in areas of 
‘high gravity (G3 and higher). 


One of the best hand-to-hand fighters in Santiago, Sherhan 
Dargessi is the personal champion and bodyguard of King 
Steel, She is an athletic woman with unbelievable reflexes 
and an uncanny knack for surviving challenges. Like a silent 
angel of death, she stands at King Steel's right hand, striking 
down his enemies and killing for his amusement. Sherhan 
Dargessi is a borderline psychopath, barely restrained by 
her monstrous master. 

Sherhan acts as an assassin, bodyguard, troubleshooter, 
and second for King Steel. She avoids political duties or 
power plays; all she wants is someone to direct her mur- 
derous impulses, and King Steel's happy to do that. For all of 
his temper and shortsightedness, the current King Steel is an 
astute judge of character, and he understands perfectly what 
Bherhan can do for him. She's a weapon he can turn against 
his enemies. 

‘Unknown to all but a few of the highest Pict leaders, Sher- 
han is a mutant, a street waif who was born with the ability 
to control her adrenal reflex. More than one challenger has 
died wondering what hit him when Sherhan went into her 
fighting rage. 


ers to spy upon and dominate their citizens. The Supervisors 
themselves are organized like the old intelligence agency, with 
field agents, directors, security specialists, and a faceless Senior 
Director behind the whole facade. In the middle of the general 
population, they portray themselves as merchants, profession- 
als, or people of means. 

The current Senior Director is unknown, but it's rumored that 
he's petitioned the Sclar Union to return Lucullus to Solar con- 
trol in exchange for the authority to rule Penates. The Supervi- 
sors certainly didn’t leak this story, so it must have originated 
from the Solar diplomatic team sent to negotiate the basing deal 
at Telemachus. In the meantime, the Supervisors have stepped 
up their surveillance of the other Barons, watching closely for 
any sign of weakness. 


Isolated from the other inhabited regions of Penates by thou- 
sands of kilometers of freezing slush and cratered terrain, the 
Caracas plateau is home to one major city and a dozen or so 
associated settlements. This entire region has fallen under the 
control of the Supervisors, who rule through a skeleton-struc- 
ture of civic leaders, industrialists, and businessmen. Compared 
to the rest of Penates, Caracas is а quiet, well-ordered city—but 
beneath its calm surface lie dark and impenetrable depths. 

Caracas was established in 2350 as a local administration 
and support center for the growing number of mining posts in 
the rich Caracas plateau. As a small and out-of-the-way town, 
it was virtually untouched in the rebellion of 2385 and the 
Barons’ Wer that followed. A local gang boss and racketeer 
named Gil Velan overthrew the Solar Colonial Administration, 
though his rule only lasted until Supervisor lan MacEwan took 
over in 2398. 

Determined to rule the planet, the Supervisors embarked on 
a long-term campaign of espionage, collaboration, and subver- 
sion against their stronger but less sophisticated neighbors. 
MacEwan (Hm/Solar/MW-15) still leads the faction. Although 
he is a decrepit wreck of a man more than 200 years old, 
MacEwan's mental abilities have grown more and more acute 
as his body wastes away, a frail shell for his malignant psyche. 

Very little of this has ever come to light in Caracas. Average 
citizens believe that powerful business interests pull the strings 
of the council and the civic administrator's office. However, they 
definitely don’t believe in shadow governments, psionic tyranny, 
or sinister schemes of world domination. Of course, that's just 
how the Supervisors want their citizens to think, 

Political climate, physical remoteness, and decades of care- 
ful preparation have all isolated Caracas from the rest of Pe- 
nates. The Supervisors have fortified their capital and ensured 
that the city and ils dependent towns are completely indepen- 
dent of imported food, water, air, and power. Meanwhile, they've. 
used the unusual mineral wealth of the Caracas plateau to make 
their city indispensable to the other factions. Caracas sits on top | 
of the largest deposit of industrial-grade heavy metals on the 
otherwise metal-poor planet. Every faction is dependent on the 
raw ore produced in this region, which gives Caracas an eco- 
nomic hammer to hold over others’ heads. 


Sites of Interest: Caracas is governed from the Civic Dome, a 
new habitat adjacent to the city’s business district, The Civic 
Dome features green lawns, majestic marble statuary, and im- 
posing monuments, The Supervisors intended for Caracas to 
become a planetary cepital, and early in their tenure they began 
work on a suitable residence for their puppet government. 

The real power of the city, however, lies in Sublevel 17. 


Buried beneath the city’s ore transport yards, Sublevel 17 is the 
location of the Supervisors’ intelligence-gathering efforts. Hun- 
dreds of political enemies, crusaders, and unfortunate witnesses 
are held in secret detention blocks beneath the frigid surface. An 
army of Supervisor agents swarms over the place, administer- 
ing an intelligence network that extends all the way to Aegis and 
Tendril-althaugh most of the Supervisors’ agents are Lucullan 
spies, mindwalkers, and well-paid turncoats of the rival factions. 
The Supervisors are currently scrambling to learn as much аз 
they can about the power blocs of the Stellar Ring in order to 
create the best plan for exploiting their return to the Verge. 


Spaceport: The Supervisors have gone out of their way to 
control access to and from their realm. Wheeler Dome, an in- 
dustrial ore shipment station with few amenities for travelers, 
functions as the spaceport of the city. Vessels landing at one of 
the cold, lightless landing pads surrounding Wheeler Dome are 
subject to lengthy and tedious customs procedures. In addition, 
visitors to Caracas (or any town under Planetary Administration 
contral) must apply for visas and accept Administration escorts. 


Lodging: Visitor quarters in Caracas are limited to a hotel 
known as the Prospector 7 and the Administration's Transient 
Quarters, a cheerless facility that offers citizens and registered 
visitors tiny cubicles and a single meal for only #5 per day, The 
Prospector 7, on the other hand, is about the only bright spot in 
this otherwise grim city. The hotel features comfortable rooms, 
entertainment, and fine dining at reasonable rates; however, its 
generally reserved for Supervisors and their quests. 


About three-quarters of the smugglers, free traders, and mer- 
chant entrepreneurs of Lucullus are members of the Free Trade 
Guild. In the days of Solar control, captains of both legal and il- 
legal vessels enjoyed a level of freedom unavailable to their 
grounded neighbors. Black-market fortunes were made and lost 
by the battered traders who supplied the overcrowded colony 
with goods that the Solars were unwilling or unable to transport 
to the Verge. In order to operate freely, these captains had to 
bribe numerous SCA officials and bureaucrats. Thus, the first 
tade guilds of Lucullus were formed as captains banded to- 
gether for stronger bargaining positions against the Solars. 

In 2367, almost 20 years before the rebellion, the loose net- 
work of guilds, associations, and partnerships fell victim ta the 
predatory aspirations of the largest, most powerful smuggler in 
the system—Baron Wertz He offered the highest Solar officials 
vast bribes in order to obtain their assistance in eliminating his 
tivals. Within three years, Wertz's Free Trade Guild was ће only 
association of traders left in Lucullus. Anyone else was an in- 
dependent, and therefore a target. 

The Free Trade Guild survived the Barons’ War largely un- 
inuched. It never controlled any significant assets on the ground, 
so none of the other barons could really find a way to strike at 
it Similarly, the Guild's ability to exert power over the general 
population of Lucullus was limited to economic embargoes and 
price gouging-they've never had anything close to the man- 
power of the other factions. The Guild's stronghold is actually 
offplanet altogether, in the orbiting station of Highport. Once a 
powerful Solar spacedock and battle station, Highport was 
seized by Baron Wertz's forces in a sneak attack. 

Currently, the Guild is a loose association at best. It doesn't 
pretend to be a government or corporation, and it doesn't offer 
vic services or a common defense. Every person in the Guild 


RONIN DAKURA 
TECHNOSPIDER AGENT 


Lavel Б human Tach Op 
STH 7 (0) INT 13 (+2) 
DEX 12 (+1) WIL 8 (0) 

CON 9 PER 10 

Durability: 9/9/5 Action check: 14+/13/6/3 
Movement: sprint 18, run 12, walk 4 #Actions: 2 
Reaction score: Ordinary/2 Last resorts: 0 
Attacks 

Unarmed S/1/0  d4s/d4+1s/— шо 
Sram pistol 159/8/3  d4+1w/d6+1w/d4m НИО 
Defenses 

CF short coat: d4—1 (1), d4-1 (HT), 46-3 (En) 

Skills 


Athletics [7]; Modern [12]-pisto [15]; Vehicle [12]-Jand. 
[13]; Stamina [9]; Computer [13]-hacking [17], hardware 
[15]; Knowledge (13|-computer (15), language (Standard) 
[18], Verge system: Lucullus [16]; Security [13]- devices 
[15]; System [13]-deienses [14], sensors [15], Awareness 
[B]; Investigate [9]; Street Smart [8]-crimina! [11], knowl- 
edge [10]; Interaction (10), 


Cyber Gear 
Neural interface jack (Ordinary); nanocomputer (Good); re- 
Пех (Good). 


A young, hot-headed gridpilot and street punk, Honin Dakura 
is one of the best hackers in the Technospider organization. 
He's a Joud-mouthed, overconfident computer expert who 
advertises himself as the best pilot on the planet and sells his 
services to anyone who can meet his price. Frequently work- 
ing for Syndicate bosses, Free Trade Guilders, and offwarld 
investors, Ronin usually passes interesting tips and news 
back to the Technospiders. 

Ronin lives in the Chem District, traditionally a Tech- 
nospider stronghold in the Jamaican-held city of Port Royal. 
He's made a number of enemies, but so far no one’s re- 
moved him. Honin's Grid shadow is, naturally, a samurai 
warrior with no allegiance. He's not nearly as good as he 
says he is, but he's one of the best gridpilots willing to work 
for strangers. 


is a captain, entrepreneur, merchant, or the employee of an in- 
dependent shipowner or merchant. The rule of the Guild is sim- 
ple: Make money for yourself if you can, sell your services as 
an employee to someone else if you can't. The Guild's bylaws 
prevent members from preying on one another, except in 
strictly regulated duels or acquisitions. People who aren't Guild 
members or the employees of Guild members are denied this 
protection, however. In Highport, Guild-certified thugs round up 
dozens of vagrants and destitute entrepreneurs every week to 
sell them to the Picts. Its economic barbarism at its worst. 
Guild members fall into one of four rough categories: mer- 
chants, smugglers, privateers, and support businesses. Mer- 
chants engage in more or less legitimate trade, importing or 
exporting goods. Penates demands luxury items and manufac- 
tured goods of all kinds. A merchant may be the captain-owner 


of a single tradesman, the master of a small fleet of vessels, or 
possibly an importer who rents space on inbound and outbound 
vessels. Smugglers specialize in ducking tariffs, contraband reg- 
ulations, and excise fees; few places in Lucullus care about 
formalities, but Lucullan smugglers are common in other Verge 
systems. A few Guild members are privateers, corsairs who 
leave Guild traffic alone and concentrate on other merchant ves- 
sels they catch in Lucullus or nearby systems. Finally, an entire 
network of support businesses—repair shops, ship outfitters, and 
Highport concessions and entertainment—helps the Guild cap- 
tains spend their hard-won money: 

Guild leadership generally falls to the most powerful and 


DeviRAH BLANT 
SUPERVISOR AGENT 


Level 7 human Mindwalker 

STR Б (-1) INT 12 (+1) 

DEX 9 (0) WIL 11 (+1) 

CON 10 PER 12 

Durability: 10/10/5 Action check; 12+/11/5/2 

Movement: sprint 14, run 10, walk 4 #Actions: 2 

Reaction score: Ordinary/2 Last resorts: 0 

Psionic energy points: 11 

Attacks 

Unarmed 3/1/0  d4s/d4+1s/— In 

Mass pistol 10/5/8  dBw/dB-r2w/dBm En/G 

Mind blast! 17/8/4  d4+2s/d6+2s/dB+2s En/O 
1 Armor is ineffective against this attack, 

Defenses 


CF soltsuit: d6 (LI), d6 (HI), d8-1 (En) 


Skills 

Athletics [6]; Modern (9|-pistal [10]; Vehicle Operation |8]; 
Stamina [1U)-endurance /1 1), Knowledge [12]-Janguage: 
Standard /15) Verge system: Lucullus [15/, Awareness 
[11]-untuitian [12]; Im [11]-daduce [12], interrogate 
[12]; Resolve [11]-mental [12] Interaction [12]-Intimidate 
[13], EP [12]-mind reading [14], psychometry [13], Telepa- 
thy [12]-contact [14], illusion [14], mind blast [17], mind 
shield [14], suggestion [15]. 


Devirah Blant is the epitome of what the people of Lucullus 
fear about the Supervisors; she is a ruthless psionicist who 
uses her mental powers to control and victimize anyone 
weaker than herself. Blant is a complete psychotic who de- 
lights in destroying the defenseless with her powerful men- 
tal blasts, She is the personal attack dog of lan MacEwan. 
Raised from early childhood as a killer, she does his bidding 
without a trace of conscience or resistance. Devirah’s strik- 
ing beauty, petite build, and easy grace conceal one of the 
most vicious killers in the Verge. 

MacEwan typically assigns Devirah to his "special pro- 
jects,“ various schemes and plats designed to neutralize 
whichever enemy he's most annoyed with at any given time. 
Currently, MacEwan's looking for ways tn seize control of the 
Jamaican Syndicate by mentally dominating the leaders of 
the family. Heroes allying with the Jamaicans could easily 
cross MacEwan-and that means that Devirah Blant will be 
looking for them. 


wealthy captains. Currently, the Baron is a young, arrogant 
woman by the name of Gida Haimori (Hf/Lucullus/DFA-4) who 
inherited Haimori Hause, a fleet of twenty trade ships, from her 
father, Gida scored some major successes in negotiating base 
concessions from the Solars last year, leapfrogging several 
older and more conservative traders and smuggler-kings in 
seize the leadership. Gida believes the Guild can “go legit; she 
supports the return of law and order to Lucullus in the form of 
the Concord or the Solar Union—whichever nation offers her the 
better deal. Many Guild members, particularly the illegal cap- 
tains, don't hold with her views and are agitating for continued 
independence. 

Once the undisputed master of everything beyond Penates's 
atmosphere, the Free Trade Guild currently finds its traditional 
space superiority challenged. Nothing in Lucullus can stand up 
to even a small Solar or Concord task force of destroyers and 
cruisers, so the Guild is campaigning to keep major warships 
out of the system. In addition, the other factions have tried for 
years to break the Guild's monopoly on space transport. The Ja- 
maican Syndicate sponsors a growing fleet of independent 
freighters, hoping to break the Guild’s lock on trade, and the 
Picts openly support dozens of corsair captains who prey on 
Build and Syndicate shipping. The days of piracy and smuggling 
may be passing for Lucullus, but the question is whether or not 
the Free Trade Guild will pass with them. 


One of the last major Solar projects completed before the fall of 
SCAd, Highport was constructed as an orbital fortress, space- 
dock, and center for trade. It fell into the hands of the Free Trade 
Guild during the 2385 rebellion, and it has served as the Guild's 
primary stronghold ever since. 

Situated in a high-polar orbit, Highport completes one revo- 
lution around Penates every day and a half, and it passes over 
every point on the planet's surface as Penates rotates beneath 
it. Compared to the titanic orbital structures of Old Space, High- 
port isn’t much to write home about, but it's one of the largest 
and best-armed space stations in Lucullus or any of the neigh- 
boring systems. Almost 10,000 people are present on Highport 
at any given time—although 20% to 30% of the population are 
transient merchants and traders, 

The station is generally seedy, dirty, and somewhat unsafe. 
There's no civic authority or station management per se; private 
contractors handle maintenance, life support, waste removal, 
and similar functions, Temporary housing is overcrowded and 
unsanitary, the domain of a dozen small-time hustlers who 
charge an arm and a leg for a tiny cubicle. Despite the squalid 
conditions that prevail throughout Highport, it's a vital and ex- 
citing place, crowded with thousands of spacefarers and mer- 
chants trying to make a buck. 

The closest thing to law and order in Highport is House 
Haimori, Their thugs usually intervene tn prevent conflicts from 
damaging the station, and collect ‘security consulting fees" from 
most visitors to the station. It's a rotten racket, but no one else 
in Highport commands as much muscle as Gida Hairnori. 


The last of the major factions of Lucullus, Union Penates is à 
vast, corrupt labor organization that runs all major industries 
and fields of employment over roughly 20% of Penates's popu- 
lation. Worker councils funnel profits from their factories, instal- 
lations, and facilities back into Union coffers. In the days of the 
rebellion, SCAd-supported industrialists and landowners were 


disenfranchised by Union activity, and the Union still holds 
power over all business and industry. 

While the Union is the only power worth considering in this 
region, its not actually the government. Like the Supervisors, 
the Union created a government to suit its purposes in the af- 
termath of the war for independence. The cities and towns con- 
trolled by UP are actually known formally as the Democratic 
State nf Penates (DSP). The DSP performs most of the functions 
one would expect of a government: It provides for a common 
defense, enacts legislation and taxation, and even supports ed- 
ucational and social programs. However, Union appointees and 
hatchet men smother the existing government. In effect, the USP 
isa single-party dictatorship under the thumb of Union Penates. 

In theory, the Union's internal politics and bylaws provide for 
a perfectly democratic election of Union officers. Unfortunately, 
the Union is corrupt and autocratic. An extensive “old bay" net- 
work as intimate and closed as an organized crime family calls 
all the shots in the party—and therefore in all of the DSP The 
DSP constitution makes no provision against rival parties, but 
for more than 100 years Union Penates has violently disbanded 
anything resembling opposition. Government officials who 
aren't Union members (there are a few) don't dare make a 
move without consulting with the local Union boss. 

Despite the party dictatorship that rules this portion of Pe- 
nates, the Democratic State is not a bad place to visit. Local 
Union bosses expect payoffs as a routine part of doing business 
inthe DSP but there's nothing here like the institutionalized feu- 
dalism of the Picts or the economic warfare of the Free Trade 
Guild. Foreign merchants and visitors are welcome here, as 
long as they don't run their mouths too much about the Union's 
business practices. 

The capital of Union Penates is the mill city of Trinidad, 
birthplace of the 2385 rebellion. It's still an ugly industrial town 
without any of the amenities normally present in a planetary 
capital. The Democratic State of Penates, like the Supervisors’ 
Planetary Administration, claims to be the only legitimate au- 
thority on the planet-and therefore in the entire Lucullus sys- 
fem. Union provocateurs roam throughout the entire system, 
organizing labor in territories controlled by the other five 
Barons of Lucullus. Their efforts are generally unwelcome. 

The current leader of the Union is Executive Director Helvin 
Dach (Hm/Lucullus/NP), a petty and shortsighted man who 
stumbled into his position through good fortune and the manip- 
ulations of other Union leaders who wanted someone they could 
easily control. While Doch pushes around DSP President Laurel 
Bizert (Hf/Lucullus/NP) and busies himself with meaningless 
manipulations of gavernment positions, the real power is in the 
hands of Local Director Farr Histwin, a clever old codger who 
runs the Trinidad chapter of Union Penates. As the leader of the 
largest and most important local in the Union, Histwin (Hm/Lu- 
cullus/DFA-7) has played kingmaker for years. 


Utterly desolate, this cold and lifeless rock offers nothing but a 
convenient place to park spacecraft. Telemachus is somewhat 
denser and more metal-rich than Earth, but all of its valuable 
minerals are locked up deep in the planet's core. 

With nothing but dust, light rocks, and a trace of ice on the 
surface, Telemachus is valuable only as a source of rudimen- 
tary building supplies. It has virtually no water, few organic 
compounds, and no strategic minerals. It might be valuable as 
a target for terraforming someday, since it should retain an at- 
mosphere easily, but its so far from its parent stars that it would 


WiLLiAM “Map Doc’? MORGAN 
CAPTAIN FoR HIRE 


Level 9 human Combat Sj 

STR 13 (+2) INT 11 (+1) 
DEX 9 (0) WIL S (0) 

CON 12 PER 6 

Durability: 12/12/6 Action check: 14+/13/6/3 


Movement: sprint 22, run 14, walk 4 
Reaction score: Ordinary/2 Last resorts: 0 
Perks: Alien Artifact Flaws: Poor Looks!, Temper? 
Apply a +1 penalty to all Personality based skill checks. 
® Morgan reacts without thinking and suffers a +2 penalty to all 
actions whenever confronted by a new race or species, 


Attacks 
Unarmed-braw] 17/8/4 d4+2s/d4+3s/d4+4s — LI/D 


#Actions: 2 


Chainsword — 17/8/4 d8+3w/d8+4w/d4+3m  LU/U 
Autoflechette — 11/5/2 d4w/d&w/d4m н/п 
Defenses 

Battle jacket: d6-1 (LI), d4+1 (HI), d4—1 (En) 

Skills 


Athletics [13], Armor [13]-cornbat ° [14]; Melee [13|-pow- 
ered [17]. Unarmed [15]- draw] [17]; Modern [8]-nistol [10] 
SMG [11]; Vehicle (8]-space [10]; Stamina [12]-endurance 
[14]; Knowledge [11]-anguage: Standard [14], Verge sys- 
tem; Lucullus [14]; Navigation [11]-system [12]; System 
[11]-engineering [12], weapons [13]; Technical (11]-juryrig 
[12], repair [13], Awareness [B]-intuiticn [10]; Street Smart 
[S}-criminal, (10), Interaction [Б]—! ME [7] intimidate [7]. 
"This skill uses а —d4 base situation 

Alien Artifact 

Absorbs 6 points from any LI or HI attack (up to 30 points 
per day). 

Warps light in a 1-meter radius, rendering Morgan invis- 
ible (far up ta 5 minutes once per day). 

Mad Dog suffers from mental instability (see page 175 of 
the Gamemaster Guide). Once a month, Morgan must make 
a Resolve skill check to avoid hallucinations, paranoia, and 
even more incapacitating symptoms, 


Mad Dog Morgan is a repulsive, odious, and short-tempered 
man who usually acts without thinking. Morgan towers over 
other people and has a huge gut and a greasy beard. 

А veteran spacehand and occasional corsair, he salvaged 
a pirate-riddled hulk about three years ago and refurbished 
the ship (a beat-up light freighter), calling it the Death Hog. 
Since then, he's been struggling to make a living as an in- 
dependent smuggler, trader, end mercenary. 

While repairing his vessel, Mad Dog stumbled across an 
alien device that knocked him out with an energy discharge. 
When he awoke, he discovered a series of mysterious elec- 
tronic modules welded to the bones of his arms and legs, 

Unbeknownst to Mad Dog, the creatures that grafted im- 
plants to his body are trying to establish control over his ac- 
tions. He was kidnapped and reconstructed as a living 
weapon. However, the procedure didn’t work; their mental 
commands simply drive him mad for a few days, Mad Dog 
typically drowns out the voices in his head with copious 
amounts of liquor. During these episodes, he staggers around 
and screams answers to the voices he hears. Most Highport 
regulars give Mad Dog plenty of space when he's like that. 


COMMANDER RAMIL IBN BEIGHUR 
SoLAR CAPTAIN 


Level 10 human Tech Op 


STR9 (0) INT 12 (+2) 
DEX 11 (H1 WIL 8 0) 

CON 8 PER 11 

Durability: 8/8/4 Action check: 16+/15/7/3 
Movement: sprint 20, run 12, walk 4 #Actions: 2 


Heaction score: Ordinary/2 Last resorts: 0 


Attacks 

Unarmed d4s/d4+1s/d4+2s LO. 
Saber d4w/d4+eaw/ad4+1w — LI/D 
Laser pistol d4+1w/d6+1w/d4m Еп/0 


Defenses 
CF short coat; 44-1 (LI), 44-1 (HI), d6-3 (En) 


Skills 

Athletics [9]; Melee (S|-blade [10]; Acrobatics [11]-dare 
devil [18], zero-g [12]; Modern [11|-pistol [13]; Vehicle 
[11]-air [13] space [15] Stamina |B]-endurance [9], 
Knowledge [12]-computer [14] language: Standard [15], 
stellar nation: Concord /15/. Navigation [12]-drívespace 
[14], system [14]; System |12|-communications [13], sen- 
sors [13], weapons [14], Tactics [12]-space [14], Awareness 
[8]-intuition [10], perception [11]; Culture [11]-etiquette: Lu: 
cullan [13] Interaction [11|-charm [12]; Leadership 
[11]-command [15]. 


Dashing and gallant, Commander Beighur is the captain of 
the light cruiser Birmingham, the most powerful Solar war- 
ship in the Verge. He is a likable rogue, a flamboyant and ex 
travagant leader who commands the undying loyalty of his 
crew. Captain Beighur has a knack for dodging the restric 
tions of the Solar-Lucullan agreement and appearing in the 
Birmingham at the exact time and place where he and his 
ship will do the most good. On several occasions he has de- 
strayed Pict and Guild corsairs, using the distress calls of the 
pirates’ victims as an excuse to step over the line that limits 
Solar action in Lucullus. 

Like Admiral de Soronez, Captain Beighur understands 
that a great part of his role in the Verge is showing the flag. 
The presence of the Birmingham and the other ships of the 
Solar squadron affirms the Salar Union's interest in the re- 
gion, and their right to participate in any discourse concern: 
ing political, military, or economic developments in the 
region. While de Soronez considers this mission the primary 
focus of Solar activity, Beighur is determined to see to it that 
the most bloodthirsty and brazen of Lucullus corsairs pass 
into history at his hands. As far as Ramil is concerned, mur- 
der and terrorism in open space is intolerable. 

Captain Beighur often moves covertly when an official 
presence would not be sanctioned, To this end, he and a 
handful of his top officers have refitted a captured pirate ves- 
sel as a privateer. The Birmingham is a major warship, eas- 
ily capable of defeating an escort or freighter. However, the 
treaty prevents Concord vessels fram interacting with Lucul- 
lan traffic. The Sirocco is his answer ta the lega! snares that 
limit his actions 


E | 


require additional heat and light sources to make it habitable. 
Some scientists have suggested orbital fusion lamps to serve as 
false suns, but по one's seriously studying the issue at this time. 

‘Telemachus is valuable, however, as a planetary naval base. 
In fact, the Solar Union is building a massive station that 
sprawls for kilometers under the cratered surface of the planet 
When complete, the base will be one of the largest and 
strongest installations in the Verge. The Solars need a repair 
yard, supply center, and defensive post to support their opera- 
tions in the Verge, and they've chosen Telemachus. 

Over 2,000 Lucullan laborers from Union Penates and the 
‘Technospiders are currently building the base, while thousands 
more (mostly Jamaican Syndicate and Free Trade Guild mem- 
bers) deliver raw materials and supplies. A crack team of Solar 
military engineers oversees the construction, and Telernachus 
already supports its first military force—a heavy assault brigade 
of 2,500 Solar marines under the command of Colonel Jasmilda 
Gunte (Hf/Solar/DCS-11). Colonel Gunte fiercely resents the 
treaty restrictions that keep her from "cleaning up" Lucullus, but 
she's not imaginative enough to consider taking matters into her 
own hands. 

Colonel Gunte's immediate superior, the highest-ranking 
Solar official in the Verge, is sector commander Admiral 
Guillermo de Soronez (Hm/Solar/DTO-5), Admiral de Soronez 
is a canny armchair strategist and political savant who's been 
assigned to the Verge as a diplomat, not a military commander. 
He's smart enough to know that he isn't a fighter, and he lets his 
officers work at turning Telemachus into a first-rate base. 

Admiral de Soronez's mission is to increase Solar power 
and presence іп the system—and thus the Verge—while leaving 
Lucullus independent. The Solars don’t want the headache of 
governing Penates, but they do want to see a much weaker and 
more tractable native population. De Soronez is looking for 
ways to lure various Barons into his orbit. He uses the warships 
at his command to suppress overly bold pirates and smugglers, 
but the Lucullans often hide behind the fine print of the Solar 
basing treaty. 


Far removed from the piracy and trade of Lucullus A and B, 
Dione circles the small third star of this trinary system. Dione is 
a vast, hot water-world, covered by seas thousands of kilome- 
ters deep without a single archipelago or continent to relieve the 
monotony of its surface. Its hot, steam-filled atmosphere blan- 
kets the world-ocean in a perpetual mist intolerable to humans, 
Atmospheric pressure keeps the ocean from boiling outright 
Dione is a water giant, a type of planet discovered early in 
the search for extrasolar planets. It's 20 times as massive as 
Earth, but only about one-third as dense. Larger than anything 
short of a gas giant, the planet has surface gravity only mar- 
ginally higher than a terrestrial planet's because the planet's 


watery surface is very far from the center of gravity, and its | 


rapid spin also counters some of the gravitational pull. 

Dione is an excellent prospect for a floating colony at same 
point in the future. It has plenty of water and air—critical re- 
quirements for a settlement-and with some biological engi- 
neering, terrestrial plants and animals could adapt to the heat 
Unfortunately, Dione’s metals lie thousands upon thousands of 
kilometers beneath its surface. Somewhere beneath all that 
water, Dione's соге is an Earth-sized rock full of rich minerals 

Early Solar plans for the Lucullus system called for the es- 
tablishment of an industrial base in Penates and the asteroid 
belts to manufacture components for the vast, floating arcolo- 


gies that could one day sail the seas of Dione. The war, and the 
prohibitive expense of any such scheme, brought those plans to 
a halt. Now, as the Solars are eyeing the Lucullus system again, 
some of these settlement schemes are resurfacing. Dione offers 
vast amounts of living space, and litle else. However, that com- 
modity alone is enough to excite Solar interest. 

Dione's seas support a rich ecosystem of native lifeforms 
adapted to life in ће Verge's biggest pressure cooker. Explorers 
have yet to find signs of sentient habitation, but there are per- 
sistent rumors of hidden civilizations in the cold layers deep be- 
neath the ocean's thermocline, A handful of energetic corsairs 
and would-be colonists already live on Dione's surface aboard 
small, juryrigged floating towns. The water giant is a good place 
to disappear from view, since its steam clouds and the general 
radioactivity of the Lucullus system scramble most sensors. 


Lucullus is an active system The local Solar commanders are 
pressing for a reinterpretation of the basing treaty with the Lu- 
cullan League. Admiral de Soronez and his advisors feel that 
the Solar Union made a bad deal, and they want to put the 
Barons of Lucullus out of business in the most direct fashion 
possible. Solar diplomats in Old Space have so far restrained 
their local military commanders, but there are signs that the So- 
lars might be about ready to slip their leash. 


A vicious conflict is shaping up between the Picts and the Free 
Trade Guild. The Pictish support of independent corsairs is be- 
ginning to challenge the Guild's traditional supremacy in space. 
Tit does come down to a shooting match, the Guild will win in 
space, but they'll probably lose Highport end about one-third of 
their ground facilities-a very unprofitable development, The Ja- 
maican Syndicate is brokering peace talks between the factions, 
but so far all the Jamaicans have done is muddy up the issues 
even more. 


Three months from now, a battery of major League elections 
will take place. For the first time, this election might mean some- 
tting. The Solars view the League as the only legitimate gov- 
emment in the system, but some of the more patient 
factions—namely, the Supervisors, the Technospiders, and the 
Jamaican Syndicate-are considering whether or not they 
should position themselves for a power grab before the Solars 
kvel the playing field. 


HEIRE 15 
Continued exploration of the water-giant Dione has revealed an 
adensive biosphere of highly developed animals and plants ex- 
{sting in the seas of the planet. Three weeks ago, a survey 
cuiser vanished after descending into the steamy atmosphere 
for a closer look; search parties haven't found a trace of the 
vessel yet. No one knows if the ship was destroyed, ar if it was 
simply damaged and unable to report its predicament. The ship, 
the Exemplar, carried the daughter of Old Space billionaire 
Magnus Iopetet. Magnus has offered an extravagant reward to 
фе rescuer of his daughter. 


Tur Sirocco 
Refitted Buckley-class Trader 
Compartments; 5 Dur: 24 
Maneuver rating: -1 ‘Acc: 3 Mpp 
Cruising speed: 2 AU/hr Berthing: Б 


Armament; 2 mass cannons 


Range 5/10/15 Mm — d6+2s/d6+1w/d6+3w Ш/А 


d6+1 (LI), d6+1 (HT, dB (En) 
Computer: Ordinary core, Ordinary battle computer, Ordinary 
defense computer, Ordinary engineering computer, 


engine 
Du Messa rte af 15 ower даз 
Drive: Non-equipped 


Roll — Compt 
1-3 Command 6/6/3 
IR detector (0/0) 
EM detector (0/0} 
Radio transceiver (0/1) 
Laser transceiver (0/1) 
Crew quarters (1/0) 
Computer core (1/0) 
Mass transceiver (1/1) 
Point defense gun (1/1) 
Auxiliary 3% mass reactor (6/0) 
Autosupport (0/1) 
10-14 Engineering 3X Induction engines (6/6) 12/12/6 
15-20 Weapons 2 mass cannons (4/6) 8/8/4* 
* Na Ше support provided to this compartment, 


4-6 Electronics 8/6/3 


7-8. 12/12/56 


Several Lucullan freighters and independent traders have re- 
cently disappeared in the outward sectors of the Verge. Some- 
one or something appears to be ambushing ships at isolated 
way points between Lucullus and Aegis, and between Lucullus 
and Algemron. 


Like their parent nation, the Solar Union, the colonists who set- 
tled Lucullus a century and a half адо were a very diverse 
group. Human heroes native to this system gain a bonus equiv- 
alent to that of Solar heroes. They begin play with 62 points to 
distribute among their Ability Scores instead of the normal 60 
allotted to a starting character. The hero must also choose a 
home faction or a Baron to whom he owes loyalty. He can find 
some degree of shelter and support in his home territory, but in 
areas controlled by other factions, he's an enemy or rival 
watched closely. Mindwalker heroes almost always come from 
the Supervisor faction, since psionically talented people in other 
areas are persecuted ruthlessly. 

А few aliens have immigrated to Lucullus during the years 
of the Long Silence, but there aren't any established communi- 
ties of nonhumans. Alien heroes are unusually scarce in Lucul- 
lus, and receive no special starting benefits or advantages other 
than those specified for their particular species 


The Aegis system is an ideal system—ideel, that is, as a vaca- 
tion spot for anyone rich enough to slough off their cares or 
daring enough to take a trip ta the edge of known space. Glar- 
orized in hundreds of holofilms, the paradise resort is a 
sparkling gem of the Verge. Just as important, Aegis is the log- 
ical base for mankind's exploration of the Perseus Arm of the 
Milky Way galaxy. Aegis is more than a magnificent vacation 
spot; it is an ideal jumping off point for another of humanity's 
“giant leaps’ This strategic location has made it a target for 
every stellar nation with expansionist tendencies—and that in- 
cludes pretty much all of them except the Galactic Concord. 
The system consists of its primary G2 yellow star, Aegis, 
and a second, much smaller star. The smaller star is Phantasm, 
a red dwarf barely deserving the name. The best theories on 
this double star's early history hold that late in the star's for- 
mation, something hit Aegis and raised huge clouds of dust and 
gas. Before Aegis could ignite and blow the gas away, Phan- 
tasm was formed. 

The gas giant Redcrown, a Jovian planet, ranks as the third 
most massive object in the system. It measures 200 Terran 
masses, though it's gravity is low near the upper atmosphere 
of the gas planet. Redcrown also features a brilliant ring sys- 
tem, tinted crimson and dark orange 
The system's real treasure is Bluefall. The planet gat its 
name from the brilliant blue oceans that caver 98% of its sur- 
face. When seen from space, Bluefall shines like a bright sap- 
phire gem in the darkness of space. Even more amazing is the 
planets rich, breathable atmosphere of nitrogen and oxygen. 
Human colonists live without the need for burdensome pres- 
sure domes or e-suits. Volcanic activity has raised many hab- 
itable island chains above the waves, though Bluefall's islands 
are small, usually less than 1,000 square kilometers. The 
whole planet is a tropical paradise, and it richly deserves its 
nickname: “the Jewel of the Verge” 


Stellar nations are only now learning Aegis's recent history, as 
reporters from the Stellar Ring swarm throughout the systems 
telling “the tragic story of the lost colonies’ Like all the Verge 
systems, the Jewel of the Verge has been shrouded in mystery 
for long years. In Aegis's case, the nations are returning to an 
system very different from the one they abandoned during 
Gwe. 


The Orion nation—which later formed the core of the Orion 
League—was the first nation to explore and colonize the Aegis 
system. In 2310, Robin Hughes led a team of explorers from 
the Orion Nation on a lengthy and wide-ranging survey of 
space. In the last days of her expedition in 2316, Hughes 
charted the orange star Aegis and its satellites. 

Her first discovery was a surprise to the astronomical com- 
munity. Parallax measurements charting Aegis's slow mave- 
ment through space had definitely proven that Aegis had 
satellites, but few suspected that the wandering sunspot on 
Aegis's surface was a second star, circling closely about Aegis. 
Indeed, the second star is only just massive enough to fall into 
the category of a star instead of a planet. Since it had remained 
unnoticed for so long, this small star was christened Phantasm. 


Redcrown was the first of Aegis's planets to be measured 
and explored. As on the small planetoid Jetsam, the explorers 
found that Redcrown was relatively rich in resources and min- 
erals. Hughes's team dashed on to examine the system's inner- 
most planet: Bluefall. The water world immediately drew their 
attention, and eventually the attention of all of human space, 
Hughes had hit the explorer's jackpot; he had discovered a 
world that could support human life without terraforming. 


The Orion League did not hesitate to send materials and engi- 
neers to Bluefall. Ten years after Hughes's team had returned, 
an island colony was established and named for its first gov- 
ernor, The Orion League quickly realized that the Aegis system 
was an ideal location for exerting Orion influence over the 
Verge. Bluefall would he the center of the Orion sphere of in- 
fluence, militarily and in terms of settlement. 

The Orion plan worked, to a point. Orion engineers built a 
formidable military base that still stands today. More than a 
dozen satellites bolster the planet's defenses, most of them 
clustered over Tribane Island in a geosynchronous orbit 
36,000 kilometers above the planet's largest military installa- 
tion and population center. While Bluefall's oceans made min- 
eral resources scarce, mines on the moons of Bluefall and 
Hedcrown will supply raw materials for centuries. 

What Orion's planners failed to foresee was the unusually 
high rate of immigration to the planet. First, the Bluefall station 
assignment became a favorite among the Orion military. Orion 
officers took their vacations on Bluefall, relaxing in the tropical 
climate, comfortable gravity, and fantastic black sand beaches. 
Rumors of the paradise soon spread through Orion space, and 
eventually through most of human space as well. By 2344, 
wealthy tourists had established a new industry in the Aegis 
system. Many of Bluefall's guests decided to stay. 

Amazed and ecstatic at the colony's quick growth, the gav- 
ernor of Bluefall, William Tribane, extended a simple invitation 
in 2345, It was an open call to any space traveler who wanted 
to visit or settle down, For a small fee, immigrants of any ori- 
gin could establish settlements an any of Bluefall's islands. 
Colonists came in droves. By 2346, more than a million sen- 
tients had registered to become permanent inhabitants. Only 
Tribane Island remained reserved for Orion League military 
personnel 


Within a decade after the start of the Second Galactic War, just 
about every warship with a stardrive had left to join the inter- 
stellar war. As the years passed, the few supply ships that ar- 
rived often lacked necessary materials. Worse, scheduled 
supply ships disappeared, victims of war or of the growing 
menace of piracy. Finally, the Tendril drivesat sent Bluefall a 
last message from the Stellar Ring. The long, sympathetic 
speech of an Orion functionary boiled down to a single state- 
ment: “Bluefall, you're on your own. Good luck! 

The Long Silence, as it would later be called, was just as 
painful to the populous world of Bluefall as it was elsewhere, 
though records of this period are sketchy and sometimes difti- 
cult to interpret. What's clear is that more than a decade passed 
before a balance was found between a starving population and 


a growing food supply. The colonists, long dependent on inter- 
stellar supplies, struggled to find natural resources to’support 
them. Eventually, scientists on Bluefall discovered methods to 
safely prepare the indigenous flora and fauna. Today, kelp and 
fish are the staples of Bluefall diet-and much of the Verges 
diet as well. During the Long Silence, they were its salvation. 


The Aegis system, despite its problems, should have been able 
to survive without Old Space support. Bluefall permits humans 
easy travel over its surface. The metals that Bluefall lacked 
could be had from the rest of the system. Bluefalls planetary 
population was the largest of any Verge system, numbering 
near 10 million by the middle of the 25th century. 

Records of human activity on Bluefall cease on July 22, 
2452. Computers and automatic systems continued to operate, 
but no human commands were entered. Lunar mining stations 
and military vessels in the Aegis system appear to have suf- 
fered the same fate on the same day. Work was left half done, 
meals half eaten, and logs half written. The accounts of the first 
observers to arrive after the Vanishing made it clear that "the 
lights were left on, the doors unlocked" 

Within a few days, trading vessels arriving from other 
Verge systems confirmed that the Aegis system was empty of 
human life. Communication attempts directed at Tribane Island 
met with no response. When the traders landed for a look 
around, they found an eerie landscape of cities alive but soul- 
less, unmarred by any attack, Without human guidance, 
machines throughout the system were crashing into one an 
other and causing minor destruction of all kinds. Mining oper- 
ations continued unchecked and unprocessed. 

The vaunted Bluefall military had failed to protect its citi- 
zens. When news of the situation reached naval vessels outside 
the system, they returned home to see the disaster for them- 
selves. The troops restored order to the cities, shutting down 
automatic systems and returning military vessels to Hughes Is- 
land. After a year of careful examination produced no leads 
and no well-supported theories to the cause of the Vanishing, 
the remnant of the proud Orion defensive fleet slowly fell apart. 
Most ships returned to the Stellar Ring and Orion space; 
records indicate this group eventually reached home only to 


} become embroiled in GW2. A smaller group left to seek homes 


elsewhere in the Verge, ог on one of Bluefall’s many islands. 
Finally, the smallest group, fewer than 1,000 humans and 100 
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aliens, elected to remain on Bluefall and watch over Tribane ls- 
land as its guardians. 

For several years, the only humans on Bluefall were these 
wardens and a few visiting scavengers picking over the sur- 
face. Only Tribane Island was left unmolested; the island's au- 
tomated defense systems persuaded the curious and the 
avaricious to stay away, The more persistent vultures discov- 
ered how deadly the island's fortifications and pillboxes were. 

All soris of theories arose to explain the sudden disappear- 
ance of more than a million human beings. Aliens, unchecked 
solar radiation, diseases, and dark-matter experiments were 
given credit for the Vanishing. More than one group of people 
in the Verge panicked, thinking they might be next to disappear, 
The eventual consensus was that an Orion fortress ship had 
come to collect their people and take them home to the Stellar 
Ring. The few Orions who had returned to safeguard Bluefall 
scoffed at this theory. The Vanishing remains a mystery, at- 
tracting an ever wider ring of theories, holofilms, Grid debate, 
and conjecture. 


As the years passed, the great war in the Stellar Ring ground 
on, consuming lives and materials at an astonishing rate. 
Worlds and star systems fell victim to the conflict, and no end 
seemed near. In despair, many citizens fled the war, seeking 
peace in the edges of known space. 

The most famous exodus was the Flight from Ericis, led by 
Christopher Hale in 2460. While in his second year at an elite 
Orion military academy on Ericis, the League president's oldest 
son and his friends formed a cadre of peace activists at the 
academy. When Hale organized a protest during the academy's 
graduation ceremonies, the academic authorities imprisoned 
him. In response, the student body revolted. After Hale was 
freed, the chaotic uprising became an organized revolution. 
Seizing control of the academy's military vessels, Hale orga- 
nized a fleet consisting of dozens of military vessels and more 
than 100 civilian ships. Promising a peaceful tomorrow, Hale 
invited his classmates to band together and find a refuge from 
war, Tb a man, the cadets joined him, They invited civilians 
from the planet Ericis along before making a starfall into dri- 
vespace. It was days before the Orion government, rattled into 
a quick response by President Hale, could act. 

Christopher Hale’s fleet tripled in size before it reached 
Aegis in 2464, but it still wasn't nearly big enough to carry the 
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entire fleeing population. Estimates place Hale's following at 
тоге than 5 million men and women when he left the Stellar 
Hing. With that many passengers, Hale's fleet didn’t try to carry 
everyone at once. Instead, Hale's 1,000 ships leapfragged back 
and forth from one habitable planet to the next. All told, the trip 
took four years. 

Hale had heard from Bluefall naval officers that the Van- 
ishing had turned beautiful Bluefall into a deserted ghost world, 
so the refugee fleet headed for Aegis. Many of the refugees 
were pleasantly surprised to have a world of their own. The 
complete and well-built cities required little repair. Hale's Ori- 
ons were welcomed by the loyal guards who had remained 
alone on Bluefall for almost a decade. The refugees built a new 
city, surrounded by fortifications still formidable after all the 
years. The refugee culture flourished. 

With little protest, Hale declared himself the Regent of Blue- 
fall, and his new nation the Regency. Tribane Island was 
rechristened Regency Island. His officers retained their military 
titles, and a military government was formed. Over the next 30 
years, the Regency devoted itself to rebuilding a stable society 
on Bluefall The few survivors from the old Orion era helped, 
but the true honors go to the dedicated work of Regency citi- 
zens. They found an abandoned paradise and restored its 
shine. 

For the citizens of this new Regency, Bluefall offered an un- 
usual opportunity. Not only was the planet itself a paradise, but 
its former inhabitants had constructed fine cities. Homes, busi- 
nesses, and whole islands stood unoccupied, with no signs that 
their previous owners would ever return. The first act of the 
Regency was to create a national treasury through the auction 
of Bluefall's assets. Indeed, for the new citizens of Bluefall, 
businesses and property were had for pennies on the Orion 
dollar. 


Topay 


With the return of the stellar nations to Verge space, the recent 
history of the Aegis system has taken yet another turn. On Feb- 
ruary 11, 2497, the Concord fortress ship Monitor entered the 
Aegis system on its way to investigate the distress call from the 
Hammer's Star system. For the most part, the stellar nations 
were pleased by the resettlement of Bluefall. Word of the Van- 
ishing had spread within the Stellar Ring, and it was a matter 
of no small comfort to the powers of Old Space that the Van- 
ishing and the distress call from Hammer's Star were appar- 
ently unrelated. Emissaries from a few stellar nations saw an 
opportunity they couldn't refuse. Bluefall was underpopulated, 
with only а cadre of ‘ragtag refugees! They should be easy 
pickings for a stellar nation with a little bravado. It hasn't 
turned out quite as they expected. 

Ships from the Thuldan Empire and the Orlamu Theocracy 
arrived in numbers in early 2488. The Orlamu Theocracy ex- 
pressed interest in investigating the mysterious disappearance 
of the original colonists; the Thuldans were more direct. “As 
Governor Tribane's invitation has not yet been closed," said the 
Thuldan admiral, ‘we are happy to accept this invitation to visit 
Bluefall. In turn, we invite Bluefall back into humanity's fold’ 

Hale has led the Regency reaction to the Thuldan decree, a 
reaction that can diplomatically be described as passionate. Al- 
though he concedes that foreign nationals are welcome to visit 
and emigrate to Bluelall, he has also enforced an old rule that 
access to Regency Island is forbidden. Furthermore, Bluefall 
demanded a fee from its immigrants, adjusted for inflation. Yet 
Hale continues the general practice of open immigration, under 
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pressure from the Galactic Concord. In response to Hale's im- 
pertinence, Thuldan vessels, full of advisors for Hale’s govern- 
ment, attempted several landings on Regency Island in March 
2498. The ships were destroyed. 

In the last few months and years, representatives of every 
stellar nation, including the Thuldan Empire and the Galactic 
Concord, have accepted Governor Tribane's 150-year-old invi- 
tation and set up a colony on one of Bluefall's islands. Under 
diplomatic pressure, all of the new colonies have paid a lax to 
Hale, usually in the form of precious materials unavailable in 
the Aegis system. 


Contact 
In June 2500, after more than a century of human civilization 
on Bluefall, humans made contact with its natives. The discov- 
ery of a sentient species after such a long period of settlement 
was unprecedented. 

The Glory, a submarine in the service of the Regency Navy, 
was conducting sonar experiments near Filtrane Island when i 
received the first communication from the aliens. The details of 
Captain Elizabeth Iannotti’s encounter with the Bluefall aliens 
remain classified, and the Regency government has made litle 
comment, other than to say that the aliens are amicable. While 
this secrecy invites fear, the Regency government believes it 
the best way to limit contact during the critical first few years 
as a relationship is opened. 

lannott’s vessel returned to Regency Island amid a great 
deal of secrecy and military security. Glory is kept in port, pro- 
tected from prying eyes by guards and a protective bay typi- 
cally used for repairing damaged sea vessels. Interestingly, 
lannotti herself is one of the few members of the Glory's crew 
who has not made a public appearance, held an interview, 
written a book, or signed a holofilm deal about the experience. 
In the months following the Glory's return to Regency Island, 
most of her crew took leaves of absence to tell the tale and 
make a small fortune. Unfortunately for the curious, Captain 
lannotti kept most of the ship in the dark about the richer de- 
tails of what was going an, so the crew versions of the tale are 
mostly based on fragmentary information and speculation. As 
for lannotti herself, a Regency representative reported that she 
is working to form a good relationship with "cur new friends 
on Bluefall^ 

Andrew Stott, Thuldan governor of Filtrane Island, has 
raised an official protest aver the incident, demanding that the 
world of Bluefall has a right to full and free disclosure of in- 
formation. Meanwhile, he has accelerated the construction of a 
Thuldan sea navy, so that the truth can come to light. He'll pur- 
sue the facts by force, if necessary. 

Exact details of the encounter remain a matter of specula- 
tion. Most Hegency citizens reacted with surprise but with con- 
fidence that coexistence with the new species should be 
possible. After all, ‘we've been getting along peacefully wih 
them since we got here’ Some information has become avall- 
able to the general public, through the media and through word 
of mouth: 

© Bluefall’s aliens dwell in the deep oceans, under kilome- 
ters of water. 

© The crew christened the aliens “deepfallen’ and the name 
has stuck. The aliens like the name, or don't care about it. 

© The deepfallen are humanoid, with two arms and legs. 

© One of the deepfallen talked alone with Captain Iannotti 
for several hours on the Glory's surfaced deck. Iannotti had no 
lingual or communication equipment with her. 


€ The aliens asked Captain Iannotti which star system hu- 
mans were from. When she gave them a vector relative to 
Bluefall in light-years, they seemed to understand. 

е After annatti's private conversation, the executive officer 
| of the Glory asked if his captain knew how many deepfallen 
| there were ‘out there’ She answered “more than us,” leaving 
some to speculate if she referred to the crew of the Glory or 
the population of Bluefall 
| @ Since the official announcement, more than 100 sightings 
have been made by private citizens on Bluefall. None of them 
have been confirmed. 

е A small faction of Bluefall's inhabitants have demanded 
| a military investigation of the deepfallen’s home, after it has 
been discovered. They blame the deepfallen for any number of 
| hostile actions, including kidnappings, Bluefall’s occasional 
hurricanes, and the Vanishing itself. 

Though the public demand for news about the deepfallen 
has not dropped off, the lack of information has led to a series 
of fluffy "exclusives" and interviews with consultants and xeno- 
biologists to fill the demand. The truth or lack thereof in these 
reports remains to be seen. Indeed, the entire discussion will 
remain one-sided until the deepfallen speak for themselves. 


Politics isn't a necessity of business in the Aegis system; it is 
the business. Like Paris 600 years ago and Hale in the Stellar 
Bing, Bluefall has become the favored location for the meeting 
of powers. To the stellar nations, the planet is simply а nice 
place to build their embassies. It’s near the center of the Verge, 
and no one can complain about the climate. All but the most 
territorial nations have recognized the need for a place such as 
Bluefall, where they can negotiate their differences. As a result, 
most have abandoned the idea of annexing Bluefall, preferring 
its role as neutral ground. 

Bluefall's diplomats wield unusual power. Far removed from 
their capitals in the Stellar Ring, national representatives must 
react to events without immediate guidance from superiors. 
Since each diplomat usually reports his or her own version of 
events back to the Ring, most Old Spare governments are 
pleased with the progress their representatives seem to be 


For the local government, the situation demands the steely 
nerves of a tightrope acrobat. For all the Hegency’s impressive 
local power, if any stellar nation becomes a true enemy, all of 
Bluefall would suffer, Regent Hale must court them all, re- 
specting stellar nations while preserving his dignity, and main- 
taining his popularity among the military and the general 
citizenry alike. 


Fortunately for Hale and all Regency citizens, the Regent's gov- 
emment is a finely honed instrument. After all, the flight to 
Aegis began as a military operation, and it retains a little of that 
character today. Hale's second title, just as important as his role 
as head of state, is commander-in-chief. Serving immediately 
beneath Hale are the chiefs of each branch: Stellar Navy, Sea 
Navy, and Army. Officially, the civilian bureaucracy is a fourth 
branch, and its director also reports directly to the Regent 

In many ways, the militocracy makes the Regent's task 
much easier. In some measure, Hale is a despot, officially, 
there are no checks on his authority, no legislative or judicial 
bodies can question him. Indeed, Bluefall has no legislature 
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Attacks 

Unarmed-power 13/6/3 dEs/dB-F2s/d4w Шо 
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Defenses 
CF softsuit; 46 (LI), d6 (HI), 46-1 (En) 


Skills 

Athletics [8]- baseball [16]. Unarmed [S]-pawer [13]; Acro- 
batis [8]-dodge [13], fall [10], Modera [8]-pistal [12], rifle 
[12]; Vehicle [8]-space [11]; Stamina |10]- endurance [12]; 
Business [12|—corporate [14], Law [12]; Knowledge [12]- 
computer [13], deduce [18], language: Standard [15], Sys- 
tem [12]-engineering [13], weapons [13], Tactics (12|—in- 
fantry [14], vehicle [14], space [15], Administration [12]- 
bureaucracy [14], management [15]; Awareness |12]-intu- 
ition [14], perception [14]; Resolve [12|-mental [15], phys- 
ical [14], Culture [15]- diplomacy [18], etiquette (Orion) [18], 
etiquette (Concord) [15], Deception [15]-bluff [15], bribe 
[15], gamble [15]; Interaction [15]-hargain [15] charm 
[20], intimidate [18], seduce [15]; Leadership. [15]-cam- 
mand [20] inspire [24]. 


Christopher Hale is an eminently likable man. Barely con- 
sidered middle-aged at 60, Hale represents the best of 
charismatic Orion leadership. With the few who know him 
well, Hale shrugs off the overserious demeanor he is fa- 
mous for, and he tempers the burdens of the Regency with 
his singular passion: baseball. In a sense, Hale is the prince 
of Bluefall and the Verge, a popular young leader whom 
people look to. He's as capable as his father could have 
wished. 

After fleeing his responsibilities, today Christopher Hale 
bears burdens far beyond the norm. As Warthen Hale's son, 
Christopher was expected to follow his father into politics 
and diplomacy, but Christopher often found himself at adds 
with his father and the Orion League. Like many of his gen- 
eration, Christopher wanted nothing to do with the war that 
had already killed sa many. 

After his father secured a third term, Hale abandoned the 
Orion League and his military education. As he led the fleet 
out of Orion space and into the Verge, the young Hale found 
that fate wasn't finished with him. The civilians and cadets 
looked to him for direction. Already famous thanks to his 
family, Hale cemented the inevitable during his long voyage. 
Like ‘his father before him, Christopher Hale seems destined 
for great power and great responsibility, 
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and only military courts, also under Hale's jurisdiction. It Hale 
gives an order, no power can belay him. 

In practice, the Regent's will often bends tn outside influ- 
ences. The Hegency's generals and admirals are popular fig- 
ures in their own right, and they have great influence over 
economics, internal affairs, and relations with the stellar 
nations. Powerful business interests, including the desalination 
and oil syndicates, have their say in what happens on Bluefall 
And even the military government can't prevent the will of the 
masses ог the desires of special interest groups from influent- 
ing policy—at least as long as Hale is in power. 


The invitation to immigrants has stood unbroken for one anda 
half centuries. The practice is litle changed despite the passage 
of time. Any sentient may request citizenship on Bluefall, and 
only a handful have had their petitions denied. The standard 
tariff imposed on immigrants is about #1,300. Indigent cases 
may apply for an exemption from the fee, which is usually 
granted. 

In 2500, almost 16 million sentients immigrated to Bluefall 
Despite the headaches this high rate of immigration brings, 
Hale has publicly denied all plans to cap immigration. The Con- 
cord encouraged Hale to foster open immigration, in order to 
make Bluefall a diplomatic center. Privately, however, Hales 
aware of the need to slow the runaway growth, and it's only a 
matter of time before he acts. 


The will of the Concord alone can't render the Aegis system 
calm and peaceful. Though its location has encouraged Blue- 
fall's adoption as a headquarters and diplomatic stage, the 
presence of so many competing interests has made Hluefall a 
place of power, espionage, and betrayal. 

One of the largest players in the Aegis system is the Thul- 
dan Empire, and despite attempts at spin control, the Thuldan 
interest in the system is clear to everyone. The Empire, in its 
quest to unify all of humanity—and thus all of the Verge—under 
a single hanner, wants ta own Bluefall outright. Control of the 
planet would let it influence diplomacy throughout the Verge. 
Since the abortive attempt to seize Regency Island in 2498, the 
Empire has been increasing its assets and building up Filtrane 
Island. As a result, Bluefall is experiencing its first arms race. 
However, the Empire is limited in the resources it can devote 
to a star system so far from home—and limited by diplomatic 
pressures. 

Other stellar nations have their own goals. Many Orions see 
Bluefall as their property, since it was founded by Orion cit- 
zens and the son of the Orion League president. Rather than 
advocate annexation, League representatives have sought a 
working partnership with the local Regency government. The 
Orlamu Theocracy has demonstrated а more passionate cu- 
riosity about the mystery of the Vanishing than the Regency 
government has. VoidCorp’s interest in the system seems 
limited to making a profit from its operation on Hedcrown and 
bothering any Insight diplomats assigned to Aegis as often as 
possible. 

Its only been four years since the stellar nations returned, 
and the intrigues on Bluefall are rapidly growing more com- 
plex, For the Hegency, survival depends on balancing national 
desires carefully-and using them against each other when 
necessary. The best evidence of the Regency’s success is the 


Concord ambassador's official request that ће Empire reduce 
its military presence in the Aegis system. 


GALACTIC CONCORD 

Concordans consider Bluefall one of their successes. In Aegis, 
the stellar nations coexist in relative harmony, and Concord ef- 
forts to resolve differences are successful more often than not. 
Indeed, Ambassador Oliver Mohan's (Hm/Concord/DFA-13) 
blunt and honest discussions suit the Verge well, even if some 
of his Concord associates in the Stellar Ring dislike his direct, 
sometimes crude, tactics, Mohan’s other critics maintain that 
Bluefall is the true facilitator of diplomacy, not the Concord. 

Ambassador Mohan delegates much of his responsibility to 
а capable staff of young diplomats and administrators. He di- 
vides his embassy crew into specialists who focus on a stellar 
nation cr on the Regency. T preserve neutrality, his core staff 
reviews each department's recommendations and prioritizes 
the Concord’s agenda. The leader of this supervisory bureau, 
Nur al-Hag, is second only іо Mohan himself. 

As the Verge opens for resettlement, the overriding Concord 
strategy has become quite clear: Avoid confrontations at any 
price, and preserve the status quo. Newly explored and recon- 
tacted star systems come under Concord jurisdiction, at least 
until Concord representatives consider the system ready for in- 
dependence or unification with a stellar nation. In the name of 
avoiding another galactic war, the Concord must take measures 
that purists abhor, Regrettably, sentient rights and the right to 
self-determination are sometimes sacrificed to the demands of 
peace. More than once, the Concord has delivered independent 
systems into the hands of stellar nations to avoid the clash of 
powers. 

Fortunately for the Regency, the political dynamics at work 
encourage continued independence for Bluefall Ambassador 
Mohan has made the Concord position on Bluefall indepen- 
dence very clear. To change the legal status af the Aegis sys- 
tem is to risk disaster and invite war in the Verge. 


Recency DEFENSES 


Aware that Regency Island could present a target, Regent Hale 
bas continued the system's doctrine of absolute defense of the 
capital. The doctrine demands fearsome outer layers followed 
by even more terrible inner layers. 

Hundreds of defensive satellites and dozens of orbital sta- 
tions orbit the skies over Bluefall, almost half of them located 
їп geosynchronous orbit over Hegency. Some watch distant 
space for threats, and others stare down at the planet, watch- 
ing for troublemakers on the surface. Regency Stellar Navy pa- 
trols, already considered overzealous, are even more 
concentrated over the island. Dificers in the service understand 
the importance of Regency Island as a nerve center, and for 
many of them the protection of the island is a personal issue. 
‘Their families live there, after all. 

Some 400 vessels serve in the Regency Stellar Navy. At 
any given moment, a fifth of these vessels can be found on the 
surface of Bluefall or in the Nectaris base, undergoing refit op- 
erations, repairs, ar battlefield testing. An equal portion of the 
Stellar Navy protects Hegency interests outside the Aegis sys- 
tem. They escort convoys to nearby star systems, moniter in- 
trstellar fleet movements, and guarantee that Regency 
interests are protected throughout the Verge. 

Most of the Stellar Navy is composed of patrol ships with 
no more than a dozen compartments. These scouts, picket 


ships, and defenders quard against common criminals and pi- 
rates. About 50 frigates and 23 cruisers serve in the Stellar 
Navy. Those two groups are the mainstay of the Hegency fleet. 
Another six are heavier hattlecruisers. In 2497, the Regency 
Stellar Navy commissioned a dreadnought from the StarMech 
shipyards, The largest Stellar Navy vessel, the Sanctuary, is 
also its flagship. It arrived in February, 2501. 

Secretary Jane Tolson (Hf/Orion/DTO-7) assumed overall 
command of the Regency Stellar Navy in 2489. Formerly the 
captain of the Hughes, one of the Navy's six battlecruisers and 
its former flagship, Tolson distinguished herself by taking a 
conservative approach to most conflicts. Her style has been 
even less aggressive since she assumed command. While Tol- 
son commands the largest fleet in the Verge, she knows that 
any of the stellar nations could overwhelm her proud Stellar 
Navy. For the moment, the Regent seems content with Tolson's 
nanconfrontational style. 

Bluefall's ocean is home to one of the largest navies ever 
built. One thousand Regency Sea Navy ships and boats keep 
the peace, As in space, most are patrol vessels smaller than a 
frigate. They double as sentries and commercial assistance 
vessels, often going to the rescue of a lost fisherman or ama- 
leur yachtsman. Almost a fifth of the Sea Navy's craft are su- 
percavitating submarines. The main strength of the Sea Navy 
fleet can be found in seventeen powerful battleships and six 
aircraft carriers. Together, these vessels allow the Sea Navy to 
project force anywhere on the surface. 

Secretary Mary Bytola (Hi/Ürlamu/DT0-8) leads the Re- 
gency Sea Navy. A career military officer who studied with 
Hale at the Ericis academy, Kytola took control of the water 
navy soon after the Hegency established it in 2470. At first re- 
luctant to leave the Stellar Navy, Kytola soon found sailing was 
in her blood. Although she never commanded a Sea Navy ves- 
sel, Kytola can found spending evenings and vacations cruis- 
ing the bays of Regency Island aboard ће Destrayer, her small 
yacht. Rumor has it that one of the other secretaries joins her 
each night. 

Excellent training and frequent attack drills make for an in- 
fantry with swift response time and the will to use overpower- 
ing force, The Regency Army is fairly small; both navies have 
more active personnel. On Bluefall, the lack of land has re- 
duced the need for land forces, and the Army is the poor 
stepchild of the other branches, relying on them for transport 
and strike capability. Morale within the Army has stayed high 
thanks to mild discipline and pleasant duty guarding sunny 
beaches. 

Secretary Nadine Cox (Hf/Orion/DCS-6) has been given re- 
sponsibility for upgrading the neglected Regency infantry, 
armor, and artillery. Promoted to her position in 2498, Hale 
and Cox see eye-to-eye on the need to improve Hegency land 
assets. Her only competitor for the position was Commander 
Kalden, Hale famous sidekick during the flight from Orion 
space. He declined so that he could continue to lead the elite 
infantry defending Hegency Island itself. 

With stellar nations sending more and more people to live 
on Bluefall, a growing number of the planet's inhabitants bear 
no loyalty to its government. Cox has begun a systematic re- 
view of Army training and operating procedures. While the 
Army is likely to stay small, Cox hopes to change it from a 
small, weak force to a small elite one. The Hegency Island 
Guard has become her model, and she works closely with 
Commander Kalden to reform the Army. Their recent training 
programs have included both counter-terrorism and riot sup 
pression exercises. 


Despite the absurdly high number of individuals in the Aegis 
system who devote their lives to interstellar intrigue and Machi- 
avellian politics, the schemers’ influence on everyday business 
is offen overstated. After all, all the conferences in the world 
won't support the Regency economy, The Regent refuses to 
allow his citizens to devote themselves exclusively to support- 
ing the citizens, diplomats, and tourists of Old Space. Bluefall 
must be able to support itself when its new quests find other in- 
terests—the Third Galactic War, for example. To encourage other 
trades, the Regency supports ventures in desalination and sea 
mining, petroleum and plastics, and aquaculture. 

As might be expected on a water planet, much of Bluefall's 
economy depends on the sea In addition to providing easy 
transportation, the sea is also the planes primary source of 
production. Minerals, fissionable deuterium, and water exports 
can be sifted from it, and sea mining provides a nice secondary 
business for many desalination plants. 

Petroleum has been important to Bluefall since the discov- 
ery of oil in 2330. Although deep-sea moorings, underwater 
mining rigs, and pumping stations require huge up-iront in- 
vestment, the wealth of petroleum below the seafloor offers a 
more than profitable return. Ancient, primitive life on the 
oceans, compressed by time and the weight of tons of water, 
has produced a light, sweet oil. Bluefall's petroleum especially 
lends itself toward industrial use in plastics, one of Bluefall's 
principal industries. 

The Hegency has an excellent reputation as a producer of 
igh-qrade plastics. Regency corporations take orders from 
manufacturing plants in Aegis and the rest of the Verge, de- 
veloping molds and parts for various functions. They also store 


unprocessed plastic for shipping. The Hegency has vowed to 
protect plastics and other industries by supporting them with 
subsidies and levying tariffs on any competitor. 

The third dominant industry of the planet is aquaculture 
Fishing is an honorable occupation on Bluefall, and the is 
landers’ mile-long nets catch hundreds of thousands of pounds 
nf fish each day. But that's not nearly enough to feed the hun. 
gry. The dominant food source for Bluefall is kelp. Enormous 
kelp beds line the volcanic sea ridges around most of Bluefall’s 
islands; farming companies tend these beds and harvest the 
stock four times a year. The unprocessed kelp is sent to treat- 
ment facilities that render it edible. The same processes that 
make island kelp edible remove what little taste the crop has, 
and so a large culinary industry has arisen, devoted to kelp's 
skillful preparation. 

The last of the Hegency's economic centers isn't a source of 
production at all; it's the Verge Stock Exchange. Through the 
Vessy, the financial firms of Bluefall make a profit. Through 
taxes assessed on earnings, so does the Regency. 


Bluefall is home to more than 300 million Regency citizens 
Life on the planet is comfortable, with temperatures averaging 
20° C (68° F) and little variance on even the coldest or hottest 
days. The daily rains are brief, and the entire society is geared 
toward wringing the most out of each sunny day. 

Regency natives prefer light, loose clothing in gray and blue 
iones, in athletic styles. Sailing, surfing, and sunning are pap- 
ular pastimes, and more than one visiting diplomat has found 
herself staying a few extra days to research an extensive 
report on the recreational habits of the local population. Even 


Regency citizens find it difficult to take the beatific setting for 
granted. 

Regency culture resembles the Orion culture that most of its 
citizens left behind a century ago. Most Regency citizens are 
open-minded; indeed, Bluefall has become a microcosm of the 
Orion League, with semi-independent settlements operating 
under the shield of an unifying government. In other ways, Re- 
gency citizens are clearly a separate breed. The populace 
demonstrates a patriotic fervor that's rare in the League, rising 
to near Thuldan levels at times. Moreover, while the League's 
diverse mix has stabilized since its formation, Bluefall's mix of 
people and cultures changes with each new wave of immi- 
grants from the stellar nations. As an ever-expanding melting 
pot, Bluefall is more diverse than the Orions who resettled it. 


An autocratic regime hasn't stopped the growth of a media- 
dominated society. Mos! residences on Bluefall have Grid holo 
links; almost nine out of ten are connected to the comm grid. 
For the most part, holo manufacture is dominated by entertain- 
ment conglomerates. A variety of distractions are broadcast 
every second of the 28-hour day. The recent fad in holo cir- 
cuits, always desperate for novelty, is adding the third dimen- 
sion to films from the 20th and 21st centuries. 

Some holo channels devote themselves to a single topic, 
such as news and financial services. Most of the islands have 
their own local news channel, and the larger ones boast as 
many as a dozen, Regency news agencies enjoy a surprising 
level of freedom, reporters who pass a security check can gain 
access to Hegency Island, for instance. 

The most popular network, carried across Bluefall and the 
Aegis system via satellites and mass transceivers, is Universal 
Media, a subsidiary of a Borealin corporation of the same 
name. It carries the most popular entertainment shows and 
holofilms from the Stellar Ring, but it maintains its edge 
through its five continuously updated news programs. Its news 
personalities are well known by the locals for their journalism, 
interviews, and dramatic on-location reporting. 


"The oldest continuously running studia in the Verge* 

One of three major production studios, M&B is responsible for 
the release of two dozen holofilms, 50 ongoing holo serials, 
and the planet's largest studio and postproduction facilities. 
M&B's reputation for modern facilities and closely shepherding 
ils talents has made it a favorite for rising stars. Together with 
the Hegency's media junkies, M&B's success has made Bluefall 
the entertainment capital of the Verge. 

M&B's studio and headquarters lie on the southwest side of 
Hughes Island, along a row of streets filled with the trendy 
restaurants, cafes, and hotels of the Watertower District. As part 
of the local trendiness arms race, many buildings near the stu- 
dio have been rebuilt into elaborate architectural confections, 
sach trying to outdo its neighbors. 

Because of its high-profile media stars and its flashy street 
life, the Watertower District has become a popular tourist spot, 
complete with air car tours of the studio and flybys of the 
homes of M&B actors, directors, and talking heads. On the dis- 
trios boardwalk, tourists flock to catch a glimpse of directors, 
reporters, and talk-show hosts. Despite the constant publicity, 
many celebrities are still willing to stop and sign an autograph. 


Ceteste RIBAUT 
News ANCHOR, UNIVERSAL MEDIA 


Level 9 human Free Agent 

STR 9 (0) INT 8 (0) 

ПЕХ 9 (0) WIL 11 (+1) 
CON 8 PER 14 

Durability: 9/9/5/5 Action check: 12+/11/5/2 
Move: sprint 16, run 10, walk 4 +#Actions: 2 
Reaction score: Ordinary/2. Last resorts: 3 


Perk: Great Looks, Celebrity Flaw: Temper (Moderate) 


Attacks 
Unarmed—power 11/5/2  d6s/d6+2s/d4w Lo 


Defenses 
None 


‘Skills 

Athletics [8]; Unarmed [B]-pawer [11]; Vehicle Operation 
[8]; Stamina [B]-endurance [10]; Knowledge (8]-cormputer 
111], deduce [13]; Administration [9]-ригғаисгасу [10]; 
Awareness [11|-perception [12], intuition [14]; Creativity 
[1 1]-jaurnalisi composition [12], Investigate [11]; Resolve 
[11]; Street Smart; Culture [14]; Deception [14]-Bluff [15]. 
bribe [15]; Interaction [14]-bargain [15], charm [18], inter- 
view [18], seduce [18], taunt [15]. 


Gear 
Holorecorder; microphone; orbital uplink; cell phone; busi- 
ness dress. 


‘Though she is only 28 years old, Ribaut has risen through 
the ranks faster than any of her peers in the business. Since 
completing compulsory education, she has spent most of 
her life in front of the camera. In fact, Ribaut'ss face is only 
slightly less well known than that of the Regent. Her posi- 
tion has helped to make her a popular public figure, across 
almost all divisions of age, race, and gender. 

Born to Borealin parents, Ribaut has remained stead- 
fastly neutral on the issue of integration with the stellar 
nations. Many figure that it is only a matter of time before 
the ambitious woman attempts to secure a position within 
the Regency government. Others speculate that Bluefall can- 
not hold her, and she will leave for the populated worlds of 
Ша Space. 

Rumor has it that an important member of her research 
staff recently left, and Hibaut's stories are suffering as a re- 
sult. The evidence of her decline, same say, can be found in 
the story Ribaut is currently pursuing. The story is a touch- 
ing human interest piece about a small colony of kelp 
weavers on an isolated island; Hibaul claims it is a docu- 
mentary and she hopes to use it to launch a series of Blue- 
fall Diaries’ about everyday life. 

Many of Bibaut's fans see her current work as a waste 
of a great talent, They hope and pray that she will soon re- 
turn to the steady diet of puffy celebrity interviews, political 
exposes, and muckraking that made her famous and feared 
by the diplomatic classes. Sources close to Ribaut claim that 
she has steadfastly refused the worst of these stories, but 
may be tiring of her isolation. In many ways, Ribaut's per- 
sonal and professional life has become a story in itself. 
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AEGIS Grip 


The Aegis Grid has heen ground into obsolescence by bureau- 
cratic procrastination, growth, and overuse. Anyone using the 
local comm network must endure absurd delays, dropped 
transmissions, and other annoyances. For all of Bluefall's fast- 
paced media mavens, the lousy service is a terrible burden 
many expensive media services include independent transmis- 
sion lines. Truth be told, ifs an embarrassment to the system, 
primitive and even mildly unreliable. 

Some see one of Bluefall's few flaws and realize that some- 
one will make a tidy sum providing Grid hardware and soft- 
ware, The chief competitors in this contract bid are VoidCorp 
and Insight, and both nations have negotiators attempting to 
clase a deal with the Regency. VoidCorp has the advantage 
of a working relationship with the Regency after closing the 
deal on Hedcrown, but Insight enjoys the advantage of being а 
friend to the Orions during GW2. Some more surprising candi- 
dates, including Esmer Technologies, a Solar Grid-engineering 
corporation, and Netcoast, an Orion multimedia firm, have 
stepped forward to make their bids. 

In a recent address, the Regent acknowledged the need to 
solve Bluefall’s communication problems. Hale appears to 
enjoy being courted by so many bidders, and he certainly en- 
joys the inflationary nature of their offers. 


BLUEFALL 


This is a world men will fight over’ was the proncuncement of 
Robin Hughes, Bluefall's frst explorer. While no one would 
question that Bluefall is worth fighting for, violence isn’t toler 


Bluefall 


ated on this paradise planet. (Don't let the action-adventure 

holo "Sapphire Jewels" foal you.) Bluefall is the ideal place for 

and powerful ta leave the cares of the galaxy behind 
"he exquisite beaches are only matched by the exquisite hos- 

pitality of the Orion hosts. 

—Cook's Guide to Open Space, Vol. 9 (2364) 


Bluefall's potential as a home for humanity has been realized 
but in 2499, many question whether the wars Hughes proph- 
esied for Bluefall are just beginning. The records of the orig 
nal colonists indicate that during the Second Galactic War, the 
Aegis system formed an island of peace. Armed with one of the 
strongest fleets in the Verge, the colonists of Bluefall patrolled 
Aegis and nearby star systems. During the Long Silence, Blue- 
fall enjoyed an era of peace impossible to emulate in the bat- 
tlefield worlds of the Stellar Ring. 

Set near the center of the Verge, Bluefall naturally evolved 
into its cosmopolitan heart. When they were cut off from the re 
sources of the stellar nations, the Verge systems developed their 
own trading economies. While a few systems fought wars that 
imitated the great conflict back home, most concentrated on sur 
vival. Vessels laden with cargo traversed the Verge systems, 
some carrying the property of free traders and some owned by 
a government. Few colonies could pri everything the grow: 
ing industrialized cities needed. With the exception of the 12 
years between the Vanishing and the arrival af Hale's refugees, 
Bluefall has served as the linchpin of Verge economics. 

The return of the stellar nations hasn't changed the eco- 
nomics of the Verge, but it has radically altered life on Bluefall 
Every stellar nation with an interest in the Verge—in other 
words, all of them—has an interest in Bluefall, Once a financial 


center that hosted the occasional conference of Verge leaders, 
since 2497 Bluefall has been ground zero for political power 
plays. On Bluefall the stellar nations meet to decide the fate of 
billions of Vergers. Sometimes these diplomatic discussions are 
heated; both the Galactic Concord and the Regency government 
must struggle to preserve order between the Starmechs and 
the Orlamus, between VoidCorp and Insight, and between the 
Thuldans and everyone else. 

Fortunately, Bluefall's terrain makes it easy to separate antag- 
onists. Each stellar nation has claimed an island or an archipelago 
in Bluefall’s oceans, These islands double as fortress outposts and 
diplomatic embassies; each stellar nation is free to rule its island 
as desired. The Regency claims Bluefall as a whole, including Re- 
gency, Hughes, and numerous independent islands. Unfortunately, 
conflict is increasing as available space decreases. Land is already 
growing scarce as the population continues to soar. 

The Regency government, assisted by the Galactic Concord 
and most of the stellar nations, has adapted to the drastic pop- 
ulation increase. Emigration from the Stellar Hing has almost 
doubled the Bluefall population in only four years. After some 
initial struggles, the Hegency government has put the most im- 
mediate crises behind it; Bluefall produces enough food, water, 
and shelter to meet the demand. 

Bluefall has the potential for drastic change. The scarcity of 
land has prompted the usual solutions. Since it's difficult to ex- 
pand outward, buildings are climbing upward; the first kilome- 
ters-high skyscrapers are already under construction. Within a 
decade, the skyline of Hughes Island, among others, could be 
radically changed. Growth onto the seafloor can be expected to 
accelerate with the initial success of the Depth Epsilon, the 
planet's first undersea city. Finally, the Regency is considering 
setting up colonies of its own, on Hudson in the Hinstoke sys- 
tem and on Rivendale in the Terivine system. 

‘The factors that produce overcrowding—population growth 
and a free immigration policy—aren’t likely to change, and those 
factors will surely reshape Bluefall. 


A Вие PLANET 


Only 2% of Bluefall's surface is dry land; water covers the rest. 
ke caps float at the poles, one of few surfaces untouched by 
settlements, The scarcity of land is one of the planet's few im- 
perfections, as visitors to Bluefall are pleased to discover. New- 
tomers enjoy the gravity, which at 0.89g allows a level of 
tomfort without causing significant muscle atrophy or decay. 
Visitors can also enjoy the warm, subtropical temperatures and 
usually peaceful skies. Even finer is the planet's rich-sume 
would say intoxicating—breathable atmosphere of nitragen and. 
oxygen. Humans live happily on Bluefall's surface, without the 
need for filters, masks, or e-suits. 


Plant life blankets Bluefall, bath above and in its waters. Ex- 
tensive botanical studies have catalogued and analyzed over 
two million separate plant species. Many of Bluefall's phyla re- 
semble lifeforms familiar to humanity. Unfortunately, despite 
the similarity that Bluefall’s climate bears to that of Earth's, the 
alien biology is not completely compatible. Initial attempts to 
eat untreated plants met with disaster, as many of the first im- 
migrants didn't heed the warnings of the scientists who had 
surveyed the planet. The waves of sickness thal passed 
through the colony in its early days serve as a reminder that, 
even in this paradise, assumptions prove dangerous. 


The largest source of plant biomass lies in the oceans. Near 
the surface, great beds of kelp and plankton flourish. Processed 
kelp and plankton have more than doubled the volume of Blue- 
fall's food supply. Surrounding the islands are great kelp farms, 
now cared far and regularly harvested by Blueíall's inhabitants. 
Kelp farming has become an industry that employs more than 
a million, and the bounty of food has allowed Bluefall to export 
its unique cuisine to worlds outside the Aegis system, 

Deep below the surface, instruments report other species of 
plant life that thrive without sunlight. This deep vegetation har- 
nesses Bluefall's abundant geothermal energy to survive, along 
the trenches of the ocean floor. The depths these plants prefer 
make the prospect of harvesting difficult, although Regency sci- 
entists are learning to grow the deep vegetation in an artificial 
environment. If the experiments work, plants that feed on the 
infrared spectrum may nourish many human settlements, 

‘The scarcity of land hasn't prevented plant life from taking 
root, The sandy sail doesn’t offer much purchase, and most 
growth is limited to grasses and light undergrowth. True trees 
are rare, limited to the largest islands. Blueíall's light gravity 
does allow its few trees to grow taller than elsewhere. Ironi- 
cally, the sparse trees have reinforced Bluefall’s image as the 
planet of tropical islands. 

Attempts to introduce alien plants have met with little suc- 
cess. Most foreign flora introduced to the Bluefall biosphere 
dies in a matter of days. Tests have confirmed that the life na- 
tive to Bluefall doesn't interact well with the new arrival; it's dif- 
ficult for the new plants to adapt to a saline soil. The Regency 
government has given up the practice, choosing to process and 
treat the native plants so that they become edible to Bluefall's 
sentients. Most of Bluefalls island inhabitants follow the Re- 
gency’s example. To date, the Regency government has been 
generous with the stellar nations as they build their own 
colonies. The Regency provides botanists and other experts to 
assist colonists in crop selection, growth, and harvest. 

Only Filtrane Island has rejected the “going native’ ap- 
proach. After burning or eradicating all life indigenous to Fil- 
trane, Thuldan scientists found it easier to support a biosphere 
of species alien to Bluefall. While the island now requires con- 
stant maintenance to preserve the purity of its biosphere, Thul- 
dans of Filtrane can feel at home in the familiar environment 
The radical measures employed on Filtrane make it unlikely 
that the practice of importing an entire ecosphere will spread 
beyond this location. 


FAUNA 


As might be expected, Bluefall’s lush vegetation feeds a diverse 
variety of animals. Most native species are marine: mollusks, 
other invertebrates, and fish. Individual species possess fea- 


Nur AL-HAQ 
Concord DEPUTY AMBASSADOR 

Level 9 Human Diplomat (Free Agent) 
STR 10 (0) INT 10 (0) 
DEX 8 (0 WIL 10 (0) 
CON 8 PER 13 
Durability: 9/9/4/4 Action check: 11+/10/5/2 
Move: sprint 18, run 12, walk 4 #Actions: 2 
Reaction score: Ordinary/2 Last resorts: 3 
Attacks 
Unarmed 5/2/1 d4s/d4+ts/d4+2s ШП 
Defenses 
Armor: none (LI), none (НІ), попе (En) 
Skills 


Athletics [10]; Vehicle Operation (8]; Stamina [B], Business 
[10]; Law [10]-Hegany Jaw [15] Knowledge: [11]-com- 
puter [12], language: Standard [14]; Administration [10] 
bureaucracy [12], management [11], Awareness (101; Cul- 
ture [13]-diplamacy [22], etiquette: Aegis [18]; Deception 
[13]; Interaction [15]: in [14] charm [14], seduce [15] 
Leadership (13]-inspire [25]. 


Gear 
Microcomputer with biokey; formal clothing; cigarettes; 
lighter; psi-detector; briefcase. 


The 2499 assignment of Nur al-Haq to a position of impor- 
tance in the Aegis delegation was something of a mystery. 
While he had proven himself capable in more than one in- 
stance back in the Stellar Ring, the native of planet Concord 
had just celebrated his 26th birthday when he was given or- 
ders to depart for Bluefall While many inhabitants of Old 
Space consider the Verge a provincial backwater, the Galac- 
tic Concord has made its consideration of the irontier's im- 
portance clear. Aegis is its most important assignment in the 
region, and the competition to be assigned to Bluefall's 
shores is understandably intense. The well-known beauty of 
its sunny beaches doesn’t hurt its popularity among the po- 
litical classes, either, 

Receiving the ambassador's post despite being a relative 
newcomer has given the young al-Heq quite a reputation as 
an ambitious, subtle schemer. He has done nothing to dispel 
the aura that surrounds him. He knows his current position 
1s a result of his once intimate relationship with Karel 
Denisenko, a Concord minister assigned to the Committee 
on Verge Integration. At first, the Verge was simply a place 
of adventure and excitement. After his marriage to Isabolle 
Errioc (Hf/Coneord/DTO-7), a Concord Administrator, al- 
Hag devoted himself to fulfilling the high demands of his of- 
fice. He's also desperately afraid of Minister Denisenko's 
spiteful vengeance; ironically, she's completely forgotten his 
existence, 

Nur al-Hag is a tall man with black hair and olive skin 
who projects an air of confidence he doesn't always feel. He 
has a fondness for well-tailored gray or black suits because 
he thinks they make him look distinguished. In fact, to most 
onlookers, the overall effect is to make the young diplomat 
resemble an undertaker, 
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tures unknown to previous human experience, but the roles of 
most phyla have been duplicated in Bluefall’s oceans. Large 
schools of small fish seem more common than truly massive 
individual ones; the largest fish discovered to date, measuring 
seven meters, was caught by a trawler off the coast of Hughes 
Island, then released after study by Regency marine biologists. 
Mallusks and radial invertebrates have grown to greater size, 
but these don't threaten Bluefall's many amateur divers. 

Plankton serve as the primary food source for sea life, and 
tens of thousands of species of fish exist, including odd local 
taxonomic categories such as the turtle fish, ray fish, and sting 
fish, all not found elsewhere. Moore's sharks, named for their 
discoverer, are unquestionably the most dangerous marine 
predator, greatly feared for their ability to attack in unison with 
tooth and mental attacks. With the possible exception of the 
deepfallen, no pseudomammalian sea dwellers have been 
found on Bluefall. 

Terrestrial creatures are rare and highly specialized, in- 
cluding the reptilelike herbivores and scavengers populating 
most of the larger islands. Herbivores outnumber carnivores 
by a factor of 20, and most Bluefall carnivores prefer scay- 
enging over hunting, 

Fliers are even rarer, with variation restricted to true flying 
creatures; two fish species and a single species of featherless, 
pterodactyllike birds. The water-borne fliers are Bluefall's Voli- 
tus piscis, or “flying fish’ The other flier is the sunsoaren a 
predator that usually avoids humans. The sunsnarer is a four- 
legged, winged reptilian that inhabits Bluefall's numerous is- 
land lagoons; as the number of humans on Bluefall grows, the 
sunsoarer's natural habitat is diminishing. Attacks by sunsoar- 
ers defending their territory have become more common. 
Many xenobiologists find the planet's lack of bird species sur- 
prising, given the planet's mild gravity, but the birds introduced 
by the Thuldans on Filtrane have shown no inclination or abil- 
ity to spread beyond that island. 


Cook's Guide to Open Space laments that explorers failed to 
find more worlds like Bluefall. Ever since the planet was sur- 
veyed at the start of the 24th century, its climate has been the 
subject of praise by travel agents, Orion soldiers, and poets. 
Even the venerable Шай Cook (Hm/Ürion/NP) eventually quit 
cataloguing planets and retired to Hughes Beach. 

Since the encyclopedia entry, the original colonists have 
been replaced by new immigrants from the stars, but the cli- 
mate is unchanged. Near the equator a wide band of Bluefall 
remains tropical throughout the year. Smaller bands of sub- 
tropical and temperate zones extend out toward the poles. 
Polar ice caps form during the cold season, but melt off with 
the return of summer. 

Precipitation is moderate throughout the year. Most of the 
islands, cloaked in humidity, experience mild rain showers dur- 
ing the late morning or early afternoon. The rain is important 
to the few land farms, but the harvest of freshwater is even 
more important, But the daily rains are just the puny relatives | 
of Bluefall's great summer ocean storms. 

The ocean storms are rarely mentioned in the travel 
brochures, but every decade or so, hurricanes wreak havoc on 
Bluefall, especially on the smaller islands. The worst hurri- 
canes have forced the government to evacuate civilians to Re- 
gency Island, whose fortifications are strong enough to 
withstand hurricanes. During the half-dozen worst typhoons 
since Bluefall's resettlement, the Regency government island 


BLUEFALL POPULATION 
427,623,289 SENTIENTS 
Human 91% 
Austrin 1% 
Малас 19h 
Insight зж 
Hatire. 1% 
Borealin 2% 
StarMech 1% 
Independent 2% 
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‘The Regency is considering setting up colonies of its own, 
on Hudson in the Rinstoke system and оп Aivendale in the 
‘Terivine system. 
The factors that produce overcrowding—population 
growth and a free immigration policy-aren't likely to 
change, but those factors will surely reshape Bluefall. 


has housed as many as 10 million citizens of Bluefall for up to 
six months while reconstruction takes place. Not surprisingly, 
predicting storms and hurricanes is a respected pastime for 
scientist and layman alike, 

The idyllic conditions influence all facets of life on the 
planet. While tourism helps the Bluefall economy, Bluefall's 
value to the Verge is much greater than a simple resort desti- 
nation. Bluefall's friendly climate catapulted the Verge from a 
little-known frontier at the end of the galactic arm to a place of 
interest for most, if not all, of the stellar nations. Bluefall be- 
came the base for exploring the rest of the Verge, the home to 
which the explorers could return. 


Given the minute land area and the salinity nf the planet's 
oceans, it's no surprise that sources of freshwater on Bluefall 
are few and far between. Inland lakes provide some water, as 
do rivers. The populated and developed islands use carefully 
constructed reservoirs and dams to tap as much rainfall as pos- 
sible. The newest approach involves gigantic plastic water nets 
that collect rainfall before it reaches the ocean. The fragile nets 
are easily damaged by heavy storms, lightning, and sabotage. 

Despite fresh water recycling, redirection, and collection ef- 
forts, ifs still not enough. Less than a fifth of Bluefall’s own 
water supply comes direcily from freshwater sources. Blue- 
fall's large population and the need for additional water else- 
where in the Verge create the need to harvest the abundant 
water both from the oceans and from the air. 

Desalination facilities provide 85% of the planet's water 
production. The process of removing salt and heavy minerals 
from water has become a great science on Bluefall. The prin- 
cipal method is flash electrodialysis. Powered by efficient mass 
reactors, a powerful current of electricity is passed through salt 
water in a holding tank, tearing the sodium and chlorine ions 
out of the water. Freshwater is the result. Other desalination 
methods include reverse osmosis and distillation. All of the 
major islands use desalination plants of one kind or another, 
but only Hegency, Filtrane, Hughes, and Jort have the industrial 
capacity to export water in quantity. 

As the demand continues to increase, desalination plants 


have gained new competition. As the skyline of many Bluefall 
settlements attest, moisture farming is a popular alternative 
method for harvesting fresh water. Helying on simple princi- 
ples of condensation, cooled moisture rods rise into the air and 
capture water vapor directly from the atmosphere. Tall pipes 
convey the water into the buildings below; their height conve- 
niently keeps the water under pressure. To date, most moisture 
farming is limited to small settlements and consumer use. 

Through all of these methods, an estimated 304 trillion 
liters of water are produced each day, A third of this volume 
leaves Bluefall for thirsty colonies elsewhere in the Verge, 
never to return, 


Located on the easternmost edge of populous Hughes Island, 
the Acrim desalination plant produces the largest volume of 
drinkable freshwater of any industrial facility. It's certainly the 
largest in the Verge, and perhaps the largest such facility in all 
of explored space. An engineering marvel, the Acrim site pro- 
vides almost a tenth of the freshwater produced on Bluefall— 
more than 30 trillion liters a day. The desalination plant takes 
up more than 10 acres of precious land on Hughes Island, but 
па one begrudges the use of the land. Несеп! expansions to the 
site have extended it farther into the surrounding bay. 

The facility, like the independent corporation that owns and 
operates it, it is split into four divisions. The actual desalination 
plant lies on the coastal side of the Acrim facility. Within it, as 
the public relations slogans say, the magic happens. Pawerful 
pumps draw in seawater at a terrific rate. In one of three five- 
story buildings, the water is pooled in a gigantic freestanding 
water tank reinforced by gravitic stabilizers and mass neutral- 
izers. There, Bluefall's brackish ocean water is transformed 
into freshwater and piped to the export division. 

‘The corporate export division moves the water all over the 
planet and throughout the Verge. From the west wing, numer- 
ous pumps drive the water either into the Hughes Island pipes 
or onto cargo vessels that carry it to other worlds. The south 
wing of the facility is devoted to research and development 
Finally, the center of the operation is а 12-story building hous- 
ing Acrim’s administration division where Claris Acrim (Hí/ 
Solar/DTO-5) oversees her grand creation. 

The facility has just entered its tenth year of operation. 
When it was originally constructed, many analysts predicted 
that Claris Acrim had constructed the next Olaris dam—in other 
words, a useless piece of overpriced engineering. The project 
demanded more than 10,000 engineers and workers. At the 
time, the population of Bluefall was at 200 million. Put simply, 
neither Bluefall nor the Verge needed the Acrim project. 

In retrospect, Claris Acrim seems a brilliant visionary. With 
the return of stellar nations and a new flood of colonists, both 
Bluefall and the Verge need Acrim's water. Since 2497, more 
than a billion sentients have found their way to the Verge. 
Acrim's investment led more than a few to wonder whether 
she somehow heard about the end of the Second Galactic War 
before the rest of the Verge. The rumors of Acrim's Old Space 
connections have never been substantiated, and the company 
continues to operate safely and ethically. 

The Acrim facility has kept abreast of the latest advances in 
civil engineering. Like most desalination plants on Bluefall, 
Acrim relies on flash electrolysis. Acrim laboratories, located 
nearby, continue research into an easier way to produce fresh 
water. If an easy method is discovered, the Acrim laboratory 
could destroy its parent's profit margin. It's an interesting con- 
flict of interest, 


KALDEN 
COMMANDER, REGENCY IsLAND 


Level 9 weren Combat Spec 


STH 14 (+2) INT 10 (0) 
DEX 8 (0) WIL 8 (0) 
CON 12 РЕН 8 

Durability: 18/18/9/9 Action check: 13+/12/6/3 


#Actions: 2 
Last resorts: 1 


Move: sprint 22, run 14, walk 4 
Reaction score: Ordinary/2 


Attacks 
Unarmed-power 16/8/4 d4+2w/d4+4w/d4+2m 11/0 


Defenses 
Cerametal armor: d&+1 (LI), d8+1 (HI), d6 (En) 


Skills 

Armor [14]-combat [18]; Athletics [8]; Unarmed [14]- 
power [16]; Modern [B]—7ille [11]; Stamina (8]-endurance 
[10]; Knowledge [11]-computer [12], language: Standard 
[15], language: Weren [15]; System [10]-sensors [12], 
weapons [12]; Tactics (10]-infantry [12], vehicle [12], space 
[12]; Administration 10]; Awareness [10]; Interaction [11]; 
Leadership [B]-command [12]. 


Bear 
Uniform; computer gauntlet; comm gear; X30 with recent 
briefings. 


In 2459, when he was 15 years old, Kalden of Kurg left Or- 
Jamu space to join the Ericis Military Academy, an elite 
Orion military institution on the planet Ericis. Inspired by 
tales of glory on the Austrin-Orion border, Kalden wanted 
nothing more than to earn fame and honor fighting in the 
Second Galactic War. At the academy he mastered the use 
of human technology. It was also at the academy that 
Kalden met his mentor and idol, Christopher Hale. 

Hale's enviable battlefield prowess attracted Halden's no- 
lice, and becoming a member of Hale's inner circle of 
friends changed Kalden's destiny forever. Hale spoke of 
honor and dignity—and the need for peace. Kalden found his 
outlook changing quickly, And when academy officials put 
Hale under arrest, it was Halden who led his rescue, Kalden 
joined the exodus cut of the Stellar Ring, taking a privileged 
place by Hale's side as they journeyed to the Verge and tn 
the Aegis system. There wasn't much fighting, but the 
never-ending task of overseeing the migration of 5 million 
sentients kept Kalden busy for years. 

Immediately after resettling Bluefall and establishing Re- 
gency Hall, Hale charged Kalden with the de- 
fense of the island, Its a post that the 57-year-old weren has 
filled with distinction, though rumors regarding his recent 
betrothal to Baiaza, a weren who maintains her Orlamu cit- 
izenship, made some question his loyalty to the Regency. 
Kalden’s spirited defense of the island against Thuldan ag- 
gression in 2498 quelled any remaining doubts regarding 
his loyalty. His devotion tn the Hegent is absolute. Still in his 
prime, Kalden is expected to stay in his current position for 
years to come, despite opportunities for promotion. 

Kalden keeps himself in top physical shape with daily 
martial arts workouts. 


At 1,153,732 square kilometers, Regency is the largest of Blue- 
fall's islands. Three shield volcanoes, now dormant, raised the 
landmass from the ocean depths, The largest of these volcanoes, 
Mt Trihane, rises 6,745 meters above sea level. It towers over 
its neighbors, Mt. Hekla, at 4,342 meters and Mt. Kohn, at 2,542 
meters. Together, the three broad mountains created the broad, 
flat slopes that make Regency Island the giant of Bluefall. 

Regency Island, if not for its strategic importance, might 
have developed into a popular vacation destination like Hughes 
Island. The original explorers and colonists recognized that Re- 
gency is not only Bluefall's largest island, but also the most 
spectacular, The three mountains and winding river have pro- 
duced a scenic wonder framed by deep blue seas, plunging 
waterfalls, and beautiful flora. In more than one sense, it's the 
crown jewel of the Verge. Indeed, Regency Island once served 
as a private resort for high-ranking Orion officers on vacation 
and Orion officers stationed on Bluefall. 

Back then, it was called Tribane Island, after the first Orion 
governor assigned to the Aegis system. Governor William Trib- 
ane remains famous for his impossible moods and mercurial 
temper. Diagnosed with an obsession disorder, he nonetheless 
proved an able administrator, and his famous invitation to 
allow unrestricted immigration was a stroke of genius—even 
though it complicates Bluefall's politics a century and a half 
later, Before taking his own life in 2347, Governor Tribane es- 
tablished the island as the bureaucratic center of the planet, 
and hence all Orion activity within the Verge. Regency is stil 
the planet's capital, and its political and military center. 

Much of the island's population serves the government in 
the bureaucracy, the military, or both. For some, military ser- 
vice is among the highest honors a Regency citizen can aspire 
to; for others, service is just a means to fame and fortune. Не- 
gardless of a candidate's motivation, the military's popularity 
allows it to enlist only the most qualified and dedicated. The 
Regency naval and stellar forces are the best trained indepen- 
dent forces in the Verge. 

By long-standing practice, reinforced by government edicts, 
Regency Island is closed to most visitors. Even Regency citi- 
zens must obtain government permission to set foot on its 
shore, Only those with reason to visit—military, government, 
and agricultural personnel—are allowed onto the island. The 
tight security proved its value during the Thuldan attack of 
2488. While Hale's militocracy may sometimes look for threats 
where there are none, even the most populous planet of the 
Verge can't ignore the dangers of the frontier. 


The towering peaks of Tribane, Hekla, and Kohn form a clas- 
sic volcanic chain of descending size, pointing roughly toward 
Hughes Island, Weathering by ocean and wind has tamed some 
of the mountain slopes and provided the island with flat land 
as well as plunging canyon walls. 

The volcanoes of Regency have been asleep for more than 
S00 years, according to Orion scientists. The occasional rum- 
blings produced by Mt. Tribane and other islands in the chain 
would indicate that they're dormant, not extinct At present, volca- 
nologists are studying the subsurface volcanic rifts surrounding 
Regency Island in hopes of predicting а disastrous eruption. For- 
tunately for the inhabitants, recent studies don't reveal а buildup 
of activity, The Regency takes great pains to publicize these find- 
ings, which is a comforting reassurance to the inhabitants. 


PHLEGETHON RIVER 


The island's largest river is the Phlegethon or ‘flaming’ river, 
a strange body of water that flows from headwaters near the 
island’s volcanic peak of Mt. Tribane, On its way to the sea it 
winds east and south through the island's bes! preserved 
wilderness and parks, As the river carves out a waterway, it 
also changes nature dramatically. 

Near its source, the river runs quick. Many small waterfalls 
near the mountains keep the river exciting for tourists and аш- 
ateur sailors. Even more exciting is its high temperature. Geot- 
hermal energy heats the river's upper reaches to а balmy 30° 
C, and this heat gave the river its name. For those lucky 
enough to visit Regency Island, the upper reaches of the 
Fhlegethon are rightfully a standard stop on any tour. 

It seems a different river by the time the Phlegethon winds 
past Kohn on its flat stretch to the sea. Here, the river is cooler 
and slower. No longer of much interest to the casual tourist, it 
remains a good source of freshwater and provides easy trans- 
port to the city. In addition, the river feeds a canal system that 
enables vessels to sail directly into the island’s industrial cen- 
ters from the river. Every day, cargo ships loaded with food 
and raw resources navigate the river to provide goods to Re- 
gency Island's 10 million inhabitants. 


Recency Hau 


Concealed in the shadow of the island's largest mountain is the 
island's largest manmade structure: Regency Hall The enor- 
mous complex of buildings, barracks, hangars, public halls, 
record depots, and supply centers has taken its name from the 
fact that it also serves as the personal residence of Christopher 
Hale and his immediate subordinates, 

More important, Regency Hall's offices form the seat of gov- 
ernment. From the bunkered depths of the island's comm net- 
work, Hale commands the Hegency government and military. 
By extension, he influences citizens, planets, and stellar nations. 
An honor guard consisting of a thousand of the planet's finest 
infantry patrols the grounds. While they wear full dress uni- 
forms to impress visiting diplomats, the Regent's Guard is also 
an elite unit expected to provide the last line of defense in the 
event af attack. 

The heart of Hegency Hall is composed of more than a 
dozen buildings that together form the apparatus that leads the 
Regency. The oldest buildings form a complex called the Office 
of the Regent, built into the northern slope of Mt. Tribane itself. 
About a dozen stories tall, the Office contains Hale's living 
quarters and his offices. While he has been the subject of 
dozens of holofilms, Hale surrounds himself with relatively few 
luxuries. The Spartan, military-style quarters he lives in make 
him even more popular with his troops and the population at 
large. 

The Office of the Regent is not just an executive residence. 
It is also a bureaucratic and decision-making center, full of 
meeting rooms and chambers for public ceremonies. Behind 
the scenes, the Difice is fully equipped with satellite links and 
land lines to various government centers on the island, in orbit, 
and undersea. Hale confers with his advisors and subordinates 
in the Dome of the Admiralty, at the top of the structure and 
with a view over both sea and mountain. 

The Office also reaches almost a kilometer into the moun- 
tain rock. Here, the better protected half of the Office houses a 
full command and control center where government officials 
can issue orders to any Regency military asset in the Aegis 


system—or beyond, using Nectaris Station's drivespace com- 
munication relay, To date, the equipment buried within Mt. Trib- 
ane has seen use only once, during the Thuldan attack of 
2498. 

Three fortified buildings adjacent to the Office are devoted 
to the Regency Army, Stellar Navy, and Sea Navy. The gener- 
als and admirals who command troops and vessels issue their 
orders from these three buildings, sometimes called the Re- 
gency Triangle. Each Secretary has an entire floor within the 
walls of the Triangle as well as a smaller office within the Of- 
fice of the Regent. 

Also within Hegency Hall are the instruments of bureau- 
cracy. Ministries of trade, commerce, transportation, labor, en- 
ergy, education, and diplomacy each have their headquarters 
within a kilometer of one another. Surprisingly, the proximity 
of the various Regency power bases has fostered an esprit de 
corps rather than friction, 


Sicma One 


The starport and headquarters of the Hegency Stellar Navy 
rests inland, near Mt. Hekla. Only naval personnel, naval con- 
tractors, and escorted guests are allowed on the Sigma One 
premises; base security is maintained by a detachment of 200 
Regency marines. 

Sigma One is the nerve center for all Regency military op- 
erations in the Aegis system or beyond. More than 200 land- 
ing pads and hangar bays allow more than half of the Regency 
Stellar Navy to land at a time. The base also provides satellite 
and ship repair, a munitions dump, and a security zone for for- 
eign dignitaries. These VIPs land under protection before being 
whisked away to Regency Hall. 

Fully half of the Stellar Navy's ships date back to the voy- 
age from the Stellar Ring, Another third, mostly patrol vessels, 
were constructed in Bluefall's small shipyard facilities. The rest, 
including all of the Navy's largest craft, were constructed out- 
side of the Aegis system—mostly in the established shipyards 
of Alaundril. 


Sicma Two 


The Sigma Two military installation lies almost 400 kilometers 
away {rom Sigma One, on the island's western coast near the 
mouth of the Phlegethon River. Sigma Two is the primary base 
for the Regency Sea Navy. Although admirals navigate from 
desks back in Regency Hall, the operators who do the work at 
Sigma Two are the real strength of the navy. Eight major piers 
extend out into the sea, and at any given moment more than 
two dozen military vessels can be found in port. Some of these 
await crews or orders, and some are always being refitted and 
upgraded in ће Navy's five drydocks. 

Adjacent to Sigma Two itself are the naval shipyards that 
construct the Regency’s naval craft. To maintain its superiority 
and state-of-the-art readiness, the Regency orders the con- 
struction of six tn ten new vessels every year. And since many 
ships take two to five years to build, more than a dozen ship- 
yards are kept in constant operation. The construction services 
are privately owned, but they are all supervised by the officers 
of the Sea Navy. 

The Sigma Two base is obsessed with security; its sentries 
take no threat lightly. Hundreds of pillboxes, batteries, and for- 
lifications encircle the docked naval vessels. Fishing and kelp 
farming are forbidden within a 50-kilometer radius. Fifty or 
more Navy craft maintain a defensive perimeter about 20 kilo- 


meters from shore, and another dozen ships patrol the waters 
immediately surrounding Sigma Two. Ships and aircraft that 
dont heed the orders to leave the island's waters are fired 
upon and destroyed, 


Mt. Hughes and the surrounding island rest a short 600 kilo- 
meters northeast of Regency Island; in fact, Mt. Hughes is part 
of the same volcanic chain. Like Hegency, Hughes is claimed 
and ovmed by the Regency government; unlike it, Hughes is a 
free island. Visitors, merchants, and foreign diplomats are wel- 
come to visit or live on Hughes. Those willing to pay а nomi- 
nal fee can become permanent citizens of Bluefall. 

Even from low orbit, ifs easy to distinguish Hughes Island 
and its neighbor. Not only is Hughes smaller by half, but its 
long, spindly shape contrasts with the rectangular Regency Is- 
land. The island measures 780 kilometers long, in slow curve. 
It averages 110 kilometers wide, and has a single volcano, Mt 
Hughes, the most active of the Regency volcanoes. The vol- 
cann's outgassing and occasional rumbles make it a popular 
destination, 

The island's greenery and its long beaches have made 
Hughes a resort-filled paradise. For sightseers, Hughes is ће 
ideal place to enjoy the best the frontier has to offer. The surf- 
ing on Hughes's beaches, both natural and gravity-assisted, is 
among the finest anywhere. With the glut of temporary resi- 
dents, the island's shores glitter with commercialization. Mer- 
chants compete to profit from the arrival of each shipload of 
newcomers, Guides and tour agencies greet each shuttle as it 
lands at the Del Christo Spaceport. 

Resorts, hotels, and attractions such as the Submarine Park 
and Volcano Mountain advertise fiercely. The Regency govern- 
ment rakes in the tax revenues of tourism, but it in turn rein- 
vests much of the revenue in services that keep Hughes 
popular. Modern spaceport facilities, dependable skylanes and 
air traffic control, and a well-funded infrastructure go a long 
way toward making demanding visitors from the first worlds 
of Old Space happy. For many of these wealthy, soft-skinned 
aristocrats, Blueíall is the only place in the Verge worth hon- 
oring with a visit. 

The overcrowding on Hughes can’t be completely attributed 
to йв quests. About 200 million Regency citizens live and work 
on Hughes, The dearth of land means that most of them live in 
condominiums or in skyscraper communities. Most of these cit- 
izens avoided direct service to the Regency government or mil- 
itary. They work in Bluefall's industries: desalination and 
chemical engineering, aquaculture, or plastics and petroleum, 
The Acrim desalination plant on the island's eastern shore is 
the largest. 

As the largest Regency-owned island open to the public, 
Hughes is the center of Bluefall's economy. Most corporations 
native to Bluefall have headquarters on Hughes, and the Verge 
Stock Exchange can be found here. Hecent advertisements 
boast that Hughes is no longer the place for businessmen of 
Bluefall to do business; it's the place for businessmen of the en- 
tire Verge to do business. 

Hughes’ interests are further divided by the needs of the He- 
gency government and the diplomats. The state department has 
its primary offices here, and Orion Way-the ambassadors’ row- 
is filled with consulates of every stellar nation. Important closed- 
door negotiations often move to other islands, but on Hughes the 
ambassadors attend frequent informal meetings with one an- 
other, As part of its efforts to foster peace, the Concord encour- 


ages the ambassadors to keep lines of communication open. 

For all this sunny splendor, the final group to make its home 
on Hughes darkens the island's charms. Organized crime finds 
the wealth of the residents of and (especially) the visitors to 
Hughes Island impossible to resist. Petty criminals can make a 
living through robbery, preying on the steady stream ol 
tourists. More sophisticated rogues enjoy the opportunities for 
fraud. Finally, malfeasance on a grand scale influences Blue- 
fall's politics. More than ona stellar nation has enlisted support 
from illegal sources. Hughes is one of few places where Verge 
criminals can make a career. 

Fortunately for the law-abiding islanders, the criminal 
groups operating on Hughes have been partially suppressed. 
Regency law enforcement uses a military code of justice that 
doesn’t leave any opportunity for legal trickery and doesn't tol- 
erate repeat offenders, 


Hughes's longest heach stretches for 100 kilometers along the 
island's north face. North Beach is the center of the tourist trade, 
and its balmy waters are devoted to relaxation and recreation, 
Sailing is especially popular, thanks to a public navigation net 
that allows even amateur sailors to find their way home. Grav- 
assisted surfboards allow surfers to soar 12 meters into the air 
‘Weekly surf team competitions draw a huge holo audience. At 
the same time that grav-surfing soars, freehand surfing has 
gained popularity as well. Finally, despite several deaths each 
month due to Moore's sharks, diving remains popular among 
tourists, much to the consternation of many locals. 

The long stretch of developed coastline is divided into pub- 
lic and private beaches. Wealthy urbanites consider it a status 
symbol to own a villa along the hilly shore, even if they don't 
live there more than a week or two each year. Celebrities fram 
the holofilm industry enjoy the climate as well, as the homes of 
Andrea Ceapure, Jack Everstar, Taizo Shirai, and Marybelle 
Kezcus attest. 

While the high price of real estate on North Beach denies 
the average citizen a home or summer house on the shore, it 
has not prohibited the construction of hundreds of hotels. Serv- 
ing foreign dignitaries from Old Space аз well as family vaca- 
tioners and even petty thieves locking for a nice place to hide, 
the hotel resorts of North Beach do a brisk business. 


The luxury hotels on Bluefall should be no surprise; Orion hos- 
pitality has always been among the finest. The first Jubilee He- 
sort opened its doors in 2346, 30 years after the systems 
exploration. In 100 years following, the Jubilee Corporation 
opened another 24 hotels on Hughes Island. Jubilee Hughes, as 
the first hotel became known, has suffered only a single inter- 
ruption of operations since its opening—the hotel's quests, staff 
and management disappeared along with the rest of the popu- 
lation in 2452. 

‘Twelve years later, Jubilee Hughes reopened its doors. A 
former restaurateur, Malcolm Doncaster (Hm/Orion/NP), paid 
8,000 Orion dollars to the Regency for the hotel. Today, Jubilee 
Hughes charges that much for a single night's stay, The return 
of the stellar nations threatened the Doncaster monopoly, but 
the Jubilee Corporation wisely negotiated a settlement. In ex- 
change for a percentage of the profits, Doncaster kept the hotel 
and its famous name. The Jubilee Corporation reopened many 
resorts that had lain dormant, using the fine reputation that 
Doncaster had built. 
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The Verge Stock Exchange, ог Vessy, is the only stock ex- 
change on the frontier, as well as the largest commodities ex- 
change. Every business day, the stocks, bonds, and options of 
more than 3,000 corporations are traded on the market floor. 
The Vessy is a rough market, and newcomers are warned that 
the sharks of local industries don’t always play nice. Insider 
trading, for example, is a fact of life. About the only restriction 
is the responsibility of corporations not to deceive their share- 
holders. How shares are traded and how the Vessy's broker- 
ages operate is largely unregulated. 

As a result, the brokerage business on the Vessy is boom- 
ing. While it was once known as ће Bluefall Stock Exchange, 
now investors and corporations within 100 light-years come to 
make fortunes and fund their economic empires. For the aver- 
age citizen, it's easy to lose a fortune, and even long-term in- 
vestors have to be wary, Whole businesses, entire economies, 
can dry up on short notice, Residents of Verge systems with- 
out a drivesat rely on conservative investing controlled by a 
reputable agency on Bluefall. 


Among the consulates of the stellar nations along Orion Way 
stands a towering church topped by glowing golden towers: the 
Bastion of Light of the Church of Humanity Reformation. The 
church employs a staff of 100 and is both a mission and out- 
reach center for the faith. Rumors that the Bastion participates 
in Bluefall’s complex web of diplomacy and espionage remain 
unconfirmed. However, Reformers have been prominent in de- 
fusing several high-profile crises lately, and continue to advise 
members of the Regency government. Public sentiment seems 
to be on their side. 

The Bastion is the headquarters for the entire Reformer 
presence in the Verge, and is led by Bishop Kasaya Yoriko, 
(Hf/StarMech/DFA11). Yoriko has recently been posted here 
from the more stable bishopric of the StarMech Collective cap- 
ital of Chance but has ambitious plans tn bring the Verge into 
the fold. Her most recent push into the public has come with the 
creation of an Immigrant Assistance Center. 


More than 3,000 islands dot the surface of Eluefall. Most show 
only a few square kilometers above the surface. As a result, 
many remain unoccupied, unindustrialized, end largely unused 
by the sentients of Bluefall—despite the overcrowded planetary 
conditions. The 21 islands larger than 250 square kilometers 
are the only ones big enough to support significant cites or aut- 
posts. 

Today, these islands are divided between the Regency and 
the stellar nations, The Regency claims six, including Regency, 
Hughes, and Lenub. Every stellar nation has settled at least one 
of the remaining islands; the Galactic Concord, the Thuldan 
Empire, and the Orion League are distinguished by owning two 
medium-sized landmasses in close proximity. On more than 
100 smaller islands, independent settlers live simpler lives 
without the intrusion of spaceships or stellar nations. 


Filtrane demonstrates the strength and power of the Thuldan 
Empire. Under the baleful eye of the active volcano Mt. Filtrane, 
the Thuldans have claimed Bluefall’'s second largest island. The 


з 


island is divided into five military districts, and military bases 
and commanders here coordinate all Thuldan activity in the 
sector. Generals and admirals reside in relative comfort on 
Bluefall while issuing orders to the Thuldan Verge fleets. 

The Empire has eradicated all native Bluefall flora and 
fauna from the island. Following standard Thuldan practice, ge- 
netically tailored plants and animals—mast of them with Terran 
pedigrees—have been imported. The conquest of the native life- 
forms, while expensive, has been successful. Every few years, 
Thuldan bioengineers exterminate the native life on the island. 
Thuldans are proud of the project, despite its high cost. To mast 
observers, the Thuldan efforts to standardize colonies seems 
wasteful; to Thuldans, it's a matter of making the servants of 
the Empire feel comfortable and at home no matter where they 
travel. Visas to the island are limited, but many Vergers enjoy 
the opportunity to see plants and animals that they would oi- 
erwise only know from holos. Few Vergers ever make it to 
Thuldan Prime or Earth. 

Following the attack on Regency Island in 2498, the diplo- 
matic staff of Filtrane was replaced. Cynics claim that it wasn't 
for ordering the assault, as Thuldan spin doctors report, but lor 
failing. The current ambassador, Andrew Stott (Xm/Thuldan/ 
C5-8), has attempted to repair the rifts between the Empire and 
the Regency. In meetings with Christopher Hale, Stott has 
promised that the Empire has no desire to interfere with the in- 
ternal affairs of the Regency government. Thuldan donations ta 
several local charities and communities of Bluefall have helped 
to soften the image of Thuldans as remorseless conquerors. Si- 
multaneously, Stott has requisitioned assets from the Empire to 
increase military presence on the planet and in the system, de- 
spite a Concord request to reduce Thuldan assets in the sys- 
tem. Stats real goals are known only to him and his inner 
circle, 


This island was named for its shape, which vaguely resembles 
a sword and basket hilt. In 2499, after a year of negotiations 
about a Regency reunification with the Orion League had gone 
nowhere, Orion diplomats successfully negotiated for Saber ls- 
land. Since then, Orion military and civilian contractors have 
hurried to construct multipurpose buildings on the island. Both 
hope to cash in on Bluefall’s near-legendary reputation in the 
Orion League. 

Besides serving as a base for Orion diplomatic and military 
interests in the Verge, Saber has become a highlight of any 
Orion's vacation to Bluefall. Each year, the long Saber Island 
coastlines compete with Hughes for the title of the best beaches 
of Bluefall, Saber's single advantage is that, at present, its sill 
underdeveloped. Away from the masses, Saber Island boasts а 
relaxed atmosphere that Hughes can't match. 

As for the Orions, they find themselves in an interesting 
quandary. Their ties to the Regency are undeniable; Christo- 
pher Hale is the classic example, son of a famous League pres- 
ident and the older brother of an Orion senator who may be 
the next League president. Holofilms dramatizing family re- 
unions between Orion and Regency family members are a 
popular subject of the Bluefall media. Indeed, many af those 
films have been financed with Orion funds. Yet the Orions are 
divided on how to proceed. Some press for outright reunifica- 
tion, hoping that as the years pass Bluefalls citizens will rec- 
ognize its benefits. Others take a more cynical view, noting the 
value of having a ‘neutral’ system in the Verge governed by 
former Orions. 


Jonr 
The Orlamu Theocracy purchased the rights to Jort soon after 
the Monitor entered the system. Once, the island was home to 
a small pre-Vanishing colony. The Regency never developed 
the island, and the Orlamus hoped to search for evidence of the 
Vanishing. Jort's environment is the least polluted by post-Van- 
ishing development. 

At first, Jort was only an object of study. Orlamu scientists 
and priests scoured the island for evidence to support the cur- 
rent theories. In turn, the Orlamus developed their own, ever 
more exotic ideas about the Vanishing. The popular theory 
among the Ürlamus on Jort today points to a massive drive 
space accident. They believe that Orion researchers on Bluefall 
were working on drivespace-linked teleportation. Both the Re- 
gency and the Orion League have denied the outlandish theory. 

Today, Orlamu investigations of the Vanishing continue, but 
ort Island has opened to wider resettlement. Orlamu citizens, 
always interested in matters spiritual, can't completely ignore 
fhe physical advantages of their newest possession. To serve 
he growing populace, many new buildings, including the Or- 
kmu consulate, have been built within the caldera of Mt. Jort, 
‘he extinct volcano at the center of the island. Many wealthy 
residents have even built homes on the rim of the crater, gain- 
ing spectacular views over both the interior of the volcano and 
he hill down to the ocean. 


DiANDES 


The Galactic Concord generally runs its operations from a mo- 
bile base such as a fortress ship, a dreadnought, or the Light- 
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house. The importance of Bluefall diplomatically and of Aegis 
geographically has led the Concord to develop a strategic cen- 
ter on Diandes Island. Eventually, Diandes will be home to Con- 
cord administration, Concord Marines training facilities, and a 
Star Force port 

"Today, less than a third of the construction is complete, and 
Concord personnel on Diandes live in a chaotic hodgepodge of 
temporary cottages and shelters. The island's primary perime- 
ter defenses and military assets have the highest priority and 
should be in place by the end of the year. The Concord’s con- 
sulate on the surface was completed in 2499, and it's already 
the site of important negotiations affecting all of the Verge. 


Lenus 


Тепић is representative of Bluefall’s numerous smaller islands, 
settled but not developed. Clusters of cottages and stilted huts 
line the coast. Measuring only 221 square kilometers, the is- 
land doesn’t attract much interest from either the Regency or 
stellar nations. Independent settlers have lived on Lenub ever 
since arriving with Hale's fleet from the Stellar Ring. The total 
population is estimated at 22,345. Officially, they're subject to 
Regency law; in reality, they're largely ignored. 

While some small islands have been developed by research 
foundations or recreation companies, Lenub has become a 
spiritual retreat, For the most part, the colonists have rejected 
the use of advanced technology. Some, though not all, of 
Lenub's populace follow the Hatire faith. They all share a de 
sire to live simply and avoid the plagues of interstellar wars 
and planetary conflicts. Their sparse technology is largely old 


ELIZABETH lANNOTTI 
CAPTAIN OF THE GLORY 


Level 12 human Diplomat (Tech Op) 

SIR 8 (0) INT 11 (+1) 
DEX 10 (0) WIL 10 (9) 
CONS PER 12 

Durability: 8/9/5/5 Action check; 12+/11/5/2 
Move: sprint 18, run 12, walk 4 +# Actions: 2 
Reaction score: Or Last resorts: 2 
Psionic energy points (talent): 5 

Attacks. 

Imm ch pistol ^ 12/6/3 d4+1w/d6+1w/d4m НИП 


Defenses 
Armor: nane (LI), none (HI), nans (En) 


Skills 

Athletics [8]; Modern [10]-pisto! [12]; Vehicle [10]-water 
[15]; Stamina [B|-endurance [1]; Knowledge [11]-сот- 
puter [12]; Navigation [11]-surface /14); System [11]-engi- 
neering [14] sensors [13] weapons [14], Tactics 
[11]-vehicle [15]; Administration [10]-bureaucracy [12], 
Awareness (10|-perception [11]; Interaction (12]- bargain 
[13], taunt [13]; Leadership [12]-command [15]; Telepathy 
[12]-cantact [15], datalink [13]. 


Gear 
Navigation gauntlet; comm link; Эпип charge pistol; scuba 
gear; navy uniform. 


Captain Elizabeth Iannotti is one of a growing number of Re- 
gency officials who don't remember the long trip from Orion 
space. Her youth works to her advantage, as many consider 
her a Verger first and an Orion second. Until recently, how- 
ever, it's been difficult for this generation to take charge. In 
2488 lannoti became the first officer without Old Space 
training to be given command of a Regency vessel. 

Born during the boom years following resettlement, lan- 
notti followed in her parents’ footsteps. Until the encounter 
near Filtrane Island, her career had gone well As the am- 
bassadnr to а new species, she's a celebrity on Bluefall and 
beyond. The only interview with lannatti, recorded after her 
promotion to captain of the Glory and rebroadcast many 
times since, reveals a charming personality. 

Motivated by a powerful sense of duty, Iannotti entered 
military service because she believed it was the best way to 
serve the Regency. Far a naval officer, Iannotti is unusually: 
introverted, almost shy. However, in the many interviews 
with Glory’s crew, lannotti is praised by her crew for 
demonstrating clear thinking under pressure. 

After less than a year commanding the Glory, Iannotti 
has become the clandestine administrator of Depth Epsilon. 
She doesn’t enjoy the leaving many duties to 


assignment, 
others, Instead, she spends her days with the deepfallen, ex- / 


changing cultural information and history. lannotti longs to 
return to the helm, and she's petitioned to have the Glory se- 
cretly transferred to Epsilon duty at the earliest opportunity. 
Hale has delayed the request, but he's likely to grant it to 
‘keep his young atnbassador happy, 


м 


and outdated, powered by the energy released by ocean tide, 
not a reactor powered by hydrogen fusion or dark matter. 


H ICEAN 


Water dominates Bluefall as no stellar nation can ever hope to 
The oceans control climate, weather, and the survival of every 
living thing on the planet. For the people of Bluefall, the ocean 
provides two staples, food and water. For a few, it can be shel- 
ter as well, as the Depth Epsilon undersea city began to prove, 
Only the highest mountain and volcano peaks can rise above 
the water's surface. Oceanic trenches extend more than 20 
kilometers beneath the surface. 

The watery depths are anything but featureless. Hidden 
from view are mountain ranges, powerful lava flows, and deep 
volcanic rifts. Extensive petroleum deposits lurk just below the 
seafloor. Life abounds throughout the biome, from the algae a 
the surface to the thermal bacteria resting on the ocean floor 
Currents and tides create underwater weather systems at lead 
as complex as those above, 

The oceans represent the future of Bluefall. As the popula- 
tion continues to soar with 1390 annual growth, sources of 
land—especially arable land-are growing more and more 
scarce. The best option is undersea settlement. Already, the Re- 
gency government has constructed the first underwater domes 
near Regency Island. 

‘Another riskier option has been proposed by terraforming 
firms; some of the most advanced terraformers believe tha 
they may apply terraforming principles to increase volcanic 
activity in a precisely controlled way to raise the seafloor. Un- 
fortunately, this technique hasn't been tried before, so Bluefal 
would become a test case. 


Only two years ago, Depth Epsilon was one of the Regency 
crowning achievements. Without the assistance of any foreign 
government, Bluefall's engineers built a sealed underwater en- 
vironment on the undersea ridge off Regency Island. While the 
stellar nations had corporations devoted to similar projects in 
the Stellar Hing, the Regency government began the project on 
its own in 2478, almost 20 years before the stellar nations re- 
turned to the Aegis system. 

It was difficult work, vulnerable to setbacks, The Regency 
probed the ocean depths and learned the best means of build- 
ing on the mountainous seafloor. The first three sites were 
abandoned after flaws in the design were discovered. If the Re- 
gency was to build ocean cities, the designers and engineers 
had to discover methods that could be repeated flawlessly, Ul- 
timately, the success story of Depth Epsilon showered everyone 
involved with praise. Five thousand applicants from Regency 
Island were accepted to join the scientists and technicians liv- 
ing in Depth Epsilon. 

In August 2500, disaster struck Depth Epsilon. Media re- 
ports filled the Grid from corporate boats and helicopters above 
the choppy ocean waves. Hundreds of submersibles and 
lifeboats rose to the surface. A victim of an underwater earth- 
quake, Depth Epsilon was being evacuated; those who escaped 
reported that large sections of the underwater habitat had heen 
flooded. After the three days of rescue efforts ended, more than 
1,000 people were dead, drowned, or missing, including most 
of Depth Epsilon’s scientists and support staff. 

Depth Epsilon is a ruined city of the watery dead, a memo- 
rial to those who last their lives. Regency submarines patrol to 


keep away the curious, and its only visitors are a few Re- 
gency-sponsored teams. These engineers analyze the causes 
and dangers of the Epsilon disaster as the Regency govern- 
ment considers whether to try again. 

Is a good lie, and it appears that no one has caught an. 

The earthquake cover story was reinforced by graviton 
pulses measured on islands nearby, including some indepen- 
dent scientists who were conveniently visiting Regency Island 
ai the time. As for the 5,000 civilians who used to live in Depth 
Epsilon, they believe the story; compartments in Depth Epsilon 
were flooded to lend credence to the tale. The evacuees be- 
lieved they were fleeing for their lives. Only a few candidates 
with special skills—almost all of these without a family to 
mourn them—were taken aside and briefed before the Epsilon 
disaster was staged. 

The radical scheme had been planned much earlier. The 
liked evacuation was conceived as a response to an attack by 
a stellar nation; Depth Epsilon could be publicly destroyed 
while the government relocated there during a war. Contact 
with the despfallen changed the timetable for the contingency 
plan, and the purpose of Epsilon itself, Now, Depth Epsilon has 
become one of many embassies on Bluefall. Here, the Regency 
government has organized its campaign to educate the deep- 
{Шеп and introduce them to the human and sentient cultures. 
Almost 1,000 humans and other sentients live in Depth Ep- 
slon. Just over 100 of them are deepfallen, representatives of 
the culture that lies in the ocean rifts. For the most part, they 
live in the flooded sections of the habitat. The human denizens 
of Depth Epsilon have resigned themselves to a life that never 
alows them to return to the surface. Unmanned supply ships 
visit every few months to make sure that the scientists have 
what they need. 

The true state of affairs in Depth Epsilon is the Regency's 


most closely guarded secret, and the government is taking ex- 
treme measures to keep it secret. The Hegency is convinced 
that stellar nations, corporations, and greedy individuals would 
take advantage of the deepfallen, and Depth Epsilon seeks to 
prevent this, The Regency leaders are determined to forge a 
friendship with the new sentient species and similarly deter- 
mined to gain a new ally. 

Only a few highly placed officials have been informed of the 
actual situation; Hale and his immediate subordinates keep 
abreast of developments. Elizabeth lannotti, captain of the Glory 
and the first human to make contact with the deepfallen, 
spends most of her time on board. Concord Ambassador 
Mohan has been informed, and he has to date neglected to no- 
tify his superiors in Old Space; a single Concord representative 
has been transferred to Depth Epsilon to monitor the situation. 
Fortunately, most Regency citizens accept the official version of 
events. The crews of naval vessels that patrol the region have 
no idea what they're protecting, and the Regency falsifies the 
tapes of research teams making occasional visits to “ravaged 
Depth Epsilon” 


The Hegency's most ambitious seaborne project began in 2493 
with Depth Zeta. While the Epsilon project was doing well, the 
scientists and engineers of Bluefall proposed a new way to in 
crease the planet's living space: submersible floating cities. 
Depth Zeta, today still incomplete but operational, is the first of 
a series of new urban centers that can relieve the stress of Blue- 
falls exploding population 

The planet's powerful hurricanes had already crippled sev- 
eral similar projects, so Zeta's designers chose to use the 
ocean's protection. Depth Zeta encloses a city 10 kilometers 


Jack EvERsTAR 
Ноіоғим Actor 


Level 17 human Diplomat (Free Agent) 

STR 8 (0) INT 11 (+1) 
DEX 10 (0) WIL 11 (+1) 
CON 10 PER 14 

Durability: 10/10/5/5 Action check: 11+/10/5/2 
Move: sprint 18, run 12, walk 4 #Actions: 2 
Reaction score: Ordinary/2 Last resorts: 3 


Perks: Great Looks, Celebrity 


Attacks 
Acrobatics—defensive 12/6/3 d4s/d4+1s/d4+2s LI/O 
Unarmed 4/2/1 d4s/d4+1s/d4+2s Ш/П 
Defenses 


Armor: nane (LI), none (HI), none (En) 


Skills 

Athletics (8], Acrobatics [10|-defensive [12] dodge [14], 
Vehicle Operation (9); Stamina [10], Business [11]; Knowl- 
edge [11|-computer [12], deduce [13]; System Operation 
[11]-communicatiens [12] sensors [14]; Awareness 
[11]-untuition [12], perception [14]; Creativity [11]-play- 
wright [14]; Resolve; Culture [14]-diplomacy [18]; Decep: 
tion [14]-Bluff [18], bribe [15], gamble [17]; Entertainment 
[14]-act (22) dance [15], sing [15]; Interaction [14]-5ar- 
gain [18], charm [18], seduce [17], taunt [16]; Leadership 
[14]- command [15], inspire [16] 


Horn Douglas Rerby, this 25-year-old Regency native was 
told by his onetime agent that he needed a stage name with 
more pop. After temporarily settling on Jack Everstar in 
2487, the actor played a single part in Children of Mars, a 
low-budget feature about the survivors of the Second Galac- 
tic War, The producer could only promise a percentage of 
the profits, assuming there ever were any. Without any 
signs of another decent part on the horizon, Jack decided to 
give up on acting for a while and joined a group of Concord- 
licensed explorers who left the mare cosmopolitan worlds of 
the Verge behind and sought adventure in the unknown. A 
year later, Everstar returned to Bluetall for a vacation, a 
happy survivor of a trip to exotic, dangerous locales. 

Jack's destiny changed when his agent caught him at the 
Hughes starport just about to ship out on another risky voy- 
age to an unexplored system. Unknown to Everstar, his film 
had become a critical success and a cult classic in his ab- 
sence. Children of Mars was a raving success both in the 
Verge and the Stellar Ring. The disappearance of the film's 
lead had only increased its fame; now that Everstar had re- 
turned, he was both rich and famous. 

With some regret, Jack put aside his career as a Concord 
explorer. After a few months brushing up his skills on a live 
performance tour on Bluefall, he starred in a new genera- 
tion of holofilms for Mask & Bauble Studios, beginning with 
The Silent Years and The Vanished Colony, two Verge his- 
torical epics. Bluefall's leading man has yet to have a sapho- 
more slump, leading four films to blockbuster success. His 
current project is rumored to be a sweeping treatment of the 
Flight from Ericis, with Everstar (of course) playing the part 
af Christopher Hale 
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square, anchored near Hughes Island. While its sluggish move- 
ment prevents the city from outracing storms, its protective 
dome and ballast tanks allow it to dive up to 100 meters below 
the surface. Readying the city requires day-long diagnostics; at 
the end, it fills its ballast tanks with water and slowly sinks, 
Once below, Depth Zeta can wait out a storm in comfort. Air is 
both recycled and brought down from the surface via snorkels. 
Emergency supplies can be brought in via submersible craft if 
the city's stocks run law. 

The success of Depth Zeta has led the Hegency to plana 
timetable for three identical models. Construction of the first, 
Depth Eta, has begun near Hegency Island. By 2508, the 
planet's first four diving cities should be fully developed. 


The 50 kilometers about the blue planet are a crowded, chaotic 
place. While the Aegis system can't match the maelstrom of Sol 
or Thuldan Prime, it is the most populous space of the Verge. 
Traffic fills the system. At any moment, more than 1,000 ves- 
sels can be found in the Aegis system—most of them clustered 
around Bluefall. Half of these bear Hegency registry, whether 
military, civilian, or corporate craft. The rest come from any- 
where in the Verge or beyond. 

If the Stellar Navy fails to spot a threat or fails to keep it out 
of the inner system, Bluefall’s orbit provides the Hegency's next 
tier of defense. The orbital defenses have grown even tighter 
with the unexplained destruction of the Silver Bell colony at 
Hammer's Star, Of the 3,800 satellites in Bluefall orbit, hun- 
dreds are purely military, including sensor satellites, jamming 
satellites, missile platforms, and energy weapon stations. Ves- 
sels that refuse to put in at the Nectaris Orbital Station or ac- 
knowledge communications from Regency relays are flagged 
as a threat. Regency vessels close on the scene and attempt to 
identify the vessel by sensor scans and hailing. If a vessel сай! 
be identified, a barrage of energy weapons and missiles 
quickly follows. | 


The Regency government brought Nectaris back into operation 
soon after the Ericis fleet's arrival on Bluefall. Left with a 
shrinking crew and nothing but silence from the Stellar Hing, 
the few Orions left in the system had largely abandoned the 
station. Та Hale's military, however, Nectaris was vital. As a 
home to millions, Bluefall had to be protected. Today, the Nec- 
laris Orbital Station again serves as the clearinghouse for vis- 
itors to the Aegis system and Bluefall. Newcomers are directed 
here by satellites scattered throughout the system. 

Once they've docked at Nectaris, visitors are welcomed to 
Bluefall hy Regency officials. Tourists and visiting businessmen 
are typically given a visa that allows passage to any public is- 
land; national officials aboard Nectaris can authorize access to 
the various national islands. 

Most visitors pay a nominal jee to dock here and take a 
shuttle down to the surface. Most shuttles make their way di- 
rectly to Hughes Island; nnt only does this boost the plane!s 
transportation net, but it also helps the military by carefully 
channeling all extraplanetary travel. While they wait, visitors 
can visit many luxurious establishments. If a visitor wishes io 
avoid planetfall, three hotels on the station offer lodging and six 
restaurants offer dining with a spectacular view. 

The Nectaris shipyard facilities can repair most malfunt- 
tions. Is not a complete ship construction yard, however, ani 


Nectaris forwards the most damaged vessels to the Alaundril 
shipyards in the Tendril system. Larger shipyards exist on 
Hughes and Hegency Islands, but theyre usually devoted to 
private contracts; they also require that space vessels navigate 
the atmosphere, The station's business syndicate pays the Re- 
gency an annual fee for service and thus avoids competing 
with a state-sanctioned public facility. 

Nectaris sells drivespace communication services to every- 
one in the Aegis system and beyond. From the station, mes- 
sages can be sent to Tendril, where they're routed to the Stellar 
Ring or ferried to nearby systems. They can also be sent to 
Hammer's Star at the edge of the Verge. Naturally, a strong 
courier business is based around Nectaris, carrying drivesat 
messages to the many outlying systems that do not have a dri- 
vesat relay of their own. Merchants fill their cargo bays at 
Bluefall, and they often take the time to load their computers 
with message traffic as well. The Concord licenses all couriers, 
and rejects criminals. While it's tough to make a living in the 
message service, it can turn a marginally profitable run into a 
worthwhile venture. 

The Concord has made reliable communications a priority 
in the Verge, and the Concord Communications Commission 
(ССС) has offices aboard Nectaris to prove it. Bluefall's obso- 
lescent Grid worries many, and the Concord is rightfully con- 
cerned about the reliability of a Hegency-controlled network. 
The sharply increased message traffic since 2496 has placed 
new burdens on communications, and Concord technicians are 
aboard to ensure that the station operators maintain the dri- 
vesats properly. Concord Administrators guarantee that mes- 
sages are delivered without interference. 


Meras STATION 


|| The Concord’s Melas Station functions primarily as a listening 
point for Concord assets in the Aegis system. The Concord sta- 
tons as many as a dozen cruisers within the system, awaiting 
orders that will take them on missions throughout the Verge. 
The Marshal Ngombe and the Revealer, the Concord two 
dreadnoughts assigned to Verge patrol, are a common sight. 
Melas Station is manned by 300 Concord officers and citi- 
zens. Un occasion, it serves as a conference point for ship cap- 
tains and force commanders as they are briefed by Concord 
military and diplomatic staff 


REDCROWN 


Redcrown is not an inviting giant. Probes inta its atmosphere 
reveal nothing attractive beneath the red planet's surface, and 
federown’s poisonous fumes and crushing pressure are no 
friend to humanity, Yet its hydrogen, helium, and rarer noble 
gases make the construction of a gas mine inevitable. 

Bath the Orlamu Theocracy and VoidCorp have negoti- 
ated with the Regency and the Concord and secured the right 
t build collectors in Redcrown’s upper atmosphere. Void- 
Corp construction is already under way on an equatorial site, 
led by PI784 34NUW (Wayne Baily) (Hm/VoidCorp /DFA-7) 
Ürlamu plans fnr a site near Hedcrown's southern pole are 
tearing completion, with an estimated operational date of May 
2508. Both operations must overcome Hedcrawn’s intense 

|] nagnetic field and the terrible storms nf charged particles the 
feld creates. While the gas giant has room for dozens or hun- 
фейз of gas collectors, the first few years of mining will de- 
lermine their long-term success. 


Repcrown’s RINGS 


The ring structure around Redcrown isn't as spectacular or de- 
veloped as the famous ones in the Delta Taurus in Rigunmor 
space or even those of the Sol system. What makes the rings 
unique is their distorted shape. Redcrown’s rings are full of 
metals and charged particles that form a secondary ring run- 
ning almost perpendicular to the primary ring about the 
planet's equator. Redcrawn's magnetic field forms this smaller 
ring along the flux lines between its north and south magnetic 
poles. 

The rings' trace minerals have yet to attract significant 
prospecting; a small group af independent traders have made 
a marginal profit by harvesting charged particles—energy— 
from the secondary ring. Most inhabitants of Aegis appear con- 
tent to enjoy Hedcrawn's unique beauty and leave the mining 
to someone else 


Repcrown’s Moons 

Ten moons circle Hedcrown, but most are featureless iron 
rocks, covered with craters. Nevin was the first to be mined, 
with platinum mines dating back before the Vanishing. The 
planetoid contains a wide variety of metals, primarily copper, 
chromium, and platinum. Platinum, essential to refractioning 
processes, is vital to Bluefall's petroleum industry. Private cor- 
porations control the Nevin mines, as well as those on Nos- 
тайпа, Heiso, and Aocho. Each contains rich mineral deposits 
and has heen exploited by the Regency. 

Other mines have been established by the stellar nations, 
such as the Orlamu Theocracy’s’ titanium mine on Nirb and the 
VoidCorp base on Vomisa. Since the base isn't operational 
yet, many wonder whether VoidCorp actually intends to de- 
velop Vosima's resources, ar just hold the rights for future use. 

The Galactic Concord has claimed Kralc, a small moon in 
the lowest orbit. The original Concord plans proposed that 
Firalc become the starport and ship repair facility that Jetsam 
never became, Unfortunately, the strain on Concord resources 
has prevented anything more than prospecting. The current 
timeline for construction delays work on a Concord station until 
2505. Until then, the Concord employs prospectors and sur- 
veyors to chart Krale’s surface. 

Raeb and Avob remain unclaimed and uninhabited. 

Lhop, the outermost moon, is largely silicon and carbon. 
The Thuldans have dug into Lhop with enthusiasm, building 
fortifications. The small starport has been crowded with Thul- 
dan military ships—three cruisers, six destroyers, and more 
than a dozen frigates and smaller craft—but the Empire's sol- 
diers have yet to construct anything of economic value, 


JETSAM 
Jetsam is an unremarkable chunk of rock and frozen water, In 
another system, Jetsam's ice might he a valuable commodity, 
but Bluefall's oceans have devalued Jetsam utterly. 

An abandoned base built by the original Orion colonists is 
the only artificial structure on the planet's surface. The Orions 
intended the base to serve as a starport and ship repair facil- 
ity for ships making a quick passage through the Aegis system, 
as unimaginable as the idea of not enjoying Bluefall's pleasures 
may have been. At present, no plans have been made public 
for ils reconstruction or the establishment of a second Orion 
foothold. 


Jetsam's only moon, Flotsam is a tiny sphere of frozen methane 
held in close orbit about its parent. Remarkably, though it lacks 
a protective atmosphere, Flntsam's surface is almost com- 
pletely devoid of craters. The few craters that have been found 
all date back less than a century. The most popular theory is 
that Flotsam was a rogue asteroid, captured recently when it 
passed too close to Jetsam. Other scientists hypothesize that 
volcanic action raised the тооп surface temperature in the 
recent past, allowing a flood of liquid methane to erase older 
craters. For years, scientists interested in studying the moon 
petitioned for Hegency funding. In 2498 the Regency granted 
the request and built Research Station Echo. 

The most unusual explanation of Flotsam's smooth surface 
has been proposed by Hatire missionaries. These missionaries 
established a colony on Flotsam a year after the Hegency and 
conducted their own inquiries. After a few months, the Hatire 
announced that Flotsam’s protection was provided by the holy 
Cosimir. Hatire priests are meditating over what ended the 
Cosimir’s benevolence in the Aegis system. 


Research Station Echo, a small facility administered by the Re- 
gency, serves a variety of functions in the distant cuter reaches 
af the Aegis system. The station’s official purpose is to investi- 
gate the formation of Flotsam as a moon and to discover an ex- 
planation for its unusual surface properties. However, the 
station's real function bears little in common with the station's 
official function. 

Echo Station operates the most sophisticated and sensitive 
sensor technology in the Verge. Most of these probes and de- 
tectors, however, are focused away from Flotsam's surface. Re- 
gency officials have praised the use of these long-range 
sensors to fulfill Echo's secondary purpose: astronomical sur- 
veys of the deep frontier. Every few months, Echo station's sci- 
entists release data about distant stars, including those of the 
Perseus Arm, the center of which lies approximately 4,000 
light-years away. Two mass transceivers keep Echo Station 
constantly in touch with military and bureaucratic Hegency of- 
ficials on Bluefall, 

Few denizens of the Aegis system, even its permanent citi- 
zens, trust the cover story. With so many Regency military per- 
sonnel on Echo, more is going on. The station's radar and 
sensor equipment has a defensive purpose that goes beyond 
stellar cartography. 

In fact, Echo Station does serve as a forward observation 
post for the Regency fleets; the government wants as much ad- 
vance notice of any inbound traffic as possible. Failure to detect 
a foreign power’s approach could he fatal. But well-placed 
strategic analysts believe nothing can approach the Aegis sys- 
tem undetected. After the arrival of a major but unreported 
convoy from the Stellar Ring in 2500, a drivespace detector 
has been quietly installed on the station, Even if the drivespace 
relay in Bluefall's orbit fails, the Regency government will have 
more than four days’ warning of approaching ships—enough 
time to prepare its defenses and, if necessary, institute an evac- 
uation plan. 

Captain Diana Fox (Hm/Orion/DCS-8) supervises Station 
Echo and its 200 personnel. She makes sure that the disci- 
plined staff makes the best possible use of the station's well- 
tuned instruments, for both scientific and military purposes. 
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The Aegis system is the perfect location for an intrigue-based 
campaign. The Thuldans, VoidCorp, and even the Orions all 
have their hopes set on ruling Bluefall, the Verge's richest 
prize. As long as the Regency is light on its diplomatic feet, it 
may retain its independence, but it's by no means a sure thing, 
Spies, saboteurs, assassins, ambassadors, and consuls will de | 
termine this system's future. 


The one-kilometer-long TSV Guardian (A Chal) arrived in-sys- 
tem recently carrying more than 1.2 million t'sa immigrants in 
cryogenic deep sleep. The vessel's captain, Teelok T'chas 
Tesser, has filed the proper papers with Regency authorities for 
his passengers to adopt Regency citizenship. 

Speculation has intensified since Regent Hale requested 2 
one-month delay before offering the Ysa citizenship, purport- 
edly because of Bluefall's housing shortage. However, the tsa 
have insisted on their right to citizenship, and have sent sev- 
eral shuttles to the surface. These vessels have so far all been 
turned back by the Regency Navy, but each confrontation in- 
creases the pressure on the government. Events seem to be 
heading to another diplomatic crisis. 


The Striker, the first ship of the new Thuldan deepwater navy, 
will soon rush down the slipway at the Verge Imperial Ship 
yards. Despite protests by a radical mechalus pacifist group 
and formal condemnation by Concord Ambassador Петегој, 
the Thuldan goal of a deepwater navy seems to be within the 
Empire's grasp. Speculation is split regarding the Веделсуз 
tolerance of this threat to its command of the seas. Though 
sources close to the Sea Navy claim the Hegency has acquired 
detailed blueprints of the Thuldan ships—and that Regency ves- 
sels are markedly superior—doubt remains about Thuldan in- 
tentions. Regent Hale had no comment on allegations that 
Hegency spies have infiltrated Thuldan ranks. Thuldan gover- 
nor Stott denies that the Thuldans intend to contact the deep- 
fallen or draft them as employees. 


Threats of violence have marred the upcoming celebration of 
Founder's Day, a day commemorating Bluefall's resettlement 
An anonymous caller claiming to represent the Citizens for a 
Free Republic left bomb threats against prominent local busi 
nesses and the Hegency government itself. Regency Security 
Chief Kalden has downplayed the threat, but he has deployed 
additional security forces to maintain order along the parade 
route. A reward exists for anyone able to offer information 
leading to an arrest. 


The natives of Aegis are primarily of Orion stock, and gain the 
benefits of that stellar nation. However, more than any other 
system, Aegis is flooded with immigrants, and heroes from 
every stellar nation have settled here. Though the natives are 
very loyal to the Regency and justly proud of their achieve- 
ments, some now question the value of immigration. Tourists 
and outsiders are no longer guaranteed the warm Aegis wel 
come that made the system famous. 
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RBV Glory (SSM 19) 

Length: 120.5 meters 

Beam: 30 meters (60m hydrofoil span) 

Mass: 4,860 metric tons 

Max Speed: 158.7 kph at 500 m 

Acceleration: 10 kph/sec 

Crew: 75 enlisted/12 officers 

Main Armament: 8 C26 Mass Cannons (4 x 2) m 
Secondary Armament: 24 Mk 70 Long-range Torpedoes | 
Main Armor Belt: 0.25 m polymeric armor be 
Secondary Armor Protection: 0.1 m polymeric armor Da. 
Small Craft: 1 Mako-class scout submersible 


The Second Galactic War isn't over yet, not by a long shot. The 
fight continues in the Verge as two planets, Galvin and АМаг, 
struggle for control of the Algemron system. A century ago, Al- 
gemron was perhaps the single most promising system in the 
entire Verge, blessed with not one but two Earthlike worlds and 
a host of secondary planets, asteroids, and moons. In the dark, 
tension-tilled days before the outbreak of the war, Algemron 
was a peaceful example of a system shared between two rival 
nations. War ture it all apart. 

Despite the fact that both sides of the Algemron conflict are 
now well aware that the Second Galactic War has been over for 
30 years, they're still locked in battle. Outsiders entering Al- 
gemron must pass a cordon of military ships, ground batteries, 
and security forces just to set down on either planet. In addition, 
the military forces of both planets routinely attack neutral ships 
in interplanetary space on the suspicion that they might carry 
valuable cargo bound for the enemy planet. Some traders from 
neighboring systems have made fortunes running critical war 
supplies to the combatants, but even more have lost their ships, 
their cargoes, and their lives to the merciless commercial raid- 
ing employed by both Galvin and Alitar. 

Beyond Galvin and Alitar, the outer reaches of the system 
contain a wasteland of drifting hulks, ruined installations, and 
decimated stations. Over a century of intermittent warfare, the 
fragile network of space-based industries and domed colonies 
that once existed in the system has been largely destroyed. With 
the return of the stellar nations to this war-torn system, both 
Galvin and Alitar seek new allies, new technologies, and new 
economic power to renew their fight. 


In 2326, two ships arrived in Algemron to conduct the first 
human survey af the system. On May 4, the Austrin-Ontis scout 
АПУ Roland made starfall near Halo and commenced a detailed 
survey of the sysiem, claiming Algemron for its nation. Two 
weeks later, on May 20, the ITV Exploit, a Thuldan survey 
cruiser, appeared as well. By all the normal standards of sys- 
tem exploration, Austrin-Üntis owned Algemron, but the Thul- 
dans had several distinct advantages. The Holand had no 
drivesat communication, which meant that it would have to 
leave Algemran to carry news of its discovery back to Aegis for 
transmission back to Old Space. If the Austrins left, the Thuldans 
could simply seize the system and dare Austrin-Ontis to reclaim 
it In practical terms, the Thuldans also possessed superior tac- 
tical positioning and military strength. The Verge was a lot 
closer to the Thuldan Empire than it was to Austrin-Ontis terri- 
tory, and the Thuldans outnumbered the Austrins ten to one in 
the Verge. 

Similarly, the Thuldan captain of the Exploit realized that the 
Foland could leave to report its find the minute the Explart left 
to do the same. If the Zoland logged the Austrin-Ontis claim, Al- 
gemron-a very desirable system-would legally default to Aus 
trin control. If the Thuldans flew in the face of established claim 
and survey conventions, and the Austrins refused to give in, the 
interstellar community (particularly the still-pawerful Solar 
Union) would back the Austrins, thereby aligning all of Old 
Space against the Thuldans. In short, the Empire wanted Al- 
gemron, but it wasn't ready to fight the next Galactic War over 
it-not yet. 

The standoff continued for weeks, until Captain Erhardt of 
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the Acland offered Captain Kozlov of the Exploit a compromise, 
Since the systern contained two Earthlike planets, why not di- 
vide their claims? Both sides would be free to continue with 
their exploration and settlement of the Verge instead of locking 
horns over Algemron. Kozlov was inclined to destroy the 
Roland with the Exploits superior firepower, but Erhardt com- 
mented that he'd just fired off a direct radio burst containing the 
Austrin-Üntis claim toward Aegis. The Holand's message 
wouldn't reach human ears for more than 10 years, but if the 
Exploit destroyed the Holand, sooner or later evidence of the 
Thuldans' perfidious actions would surface. Kozlov reluctantly 
agreed to Exhardt's proposal, and they divided the system. 

The Thuldan Empire began intensive development and 
settlement of Alitar within six months. It wanted Algemron to be 
its fortress in the Verge, a springboard from which the Empire 
could dominate this new sector of space. Austrin-Üntis didn't 
have the resources to match the Thuldan planetary buildup, so 
the Austrins concentrated their industrial development on the 
Tich belts and moons of the outer system. Over time, the wary 
truce between the Austrins and Thuldans grew into friendship. 
The Austrins had no expansionistic plans to threaten the Em- 
pire's hold on the Verge, and the Thuldans viewed the loss of 
one planet as a cheap price to pay for gaining their foothold in 
the frontier. 


During the early years of the Second Galactic War, Alitar and 
Galvin were not in conflict with each other, In fact, the people of 
Algemron eagerly followed news of the war, cheering on their 
respective nations as they marched over their nearest neigh- 
bors back in the Stellar Ring. 

The two colonies also fought the settlements of other stellar 
nations on behalf of their parent nations. From their base on Al- 
itar, the Thuldans mounted an assault on the Sothvec Industry 
colony at Vieran, capturing the outpost early in the year 2349. 
In addition, ће Austrins raided nearby Coulomb, an outpost of 
the Leodal States. 

The warm relations between these powers in the Verge 
cooled when rumors of the Thuldan Empire's alliance with Void- 
Corp reached the Verge in 2361. For several months, the two 
worlds of Algemron drew apart, anticipating a break between 
their patron states. Late in the year, Austrin-Ontis joined the 
Profit alliance and declared war on the Expansion Pentad (see 
page 85). War had come to the Algemron system. 

The initial clashes were fierce, as the Thuldans of Alitar 
pushed hard to subdue their foes. The first stages of the war 
consisted of naval engagements and assaults on outlying instal- 
lations and industrial facilities throughout the system. To the 
Thuldans' surprise, ће Austrin edge in space industry and de- 
fense blunted their attack. Thus, the great invasion of Galvin 
was limited to a handful of commando raids because of the 
stalemate between the two nation's navies, 

After an initial flurry of attack and riposte, the war settled 
down to a long period of naval buildup, punctuated by fierce 
clashes during the portion of the year that Galvin and Alitar 
were both on the same side of the sun (at their closest ap- 
proach, the two worlds are only four-tenths of an AU apart, or 
about B3 million kilometers). Both sides came up with new 
weapons and new tactics for the annual Close-Approach Cam- 
paign fought between the planets. 


In 2375, the Stellar Ring fell silent after the destruction of the 
Kendai relay station. Grimly determined to finish their, struggle, 
the Austrins and Thuldans continued to fight. 


After more than 40 years of warlare and several near-treaties 
that resulted in nothing more than watchfulness, Austrin leaders 
offered the Thuldans a cease-fire. Grudgingly, the Thuldans ac- 
cepted, and for a long time it looked as if the Second Galactic 
War might come to an end in this system of the Verge. Both 
sides rebuilt their battered fleets and cities, and a trickle of trade 
opened up. Merchant vessels from outside the system found 
both worlds desperate for goods of all kinds, and for the first 
time in years trade from other portions of the Verge flowed 
through Algemron unmolested by commercial raiders and 
enemy patrols. 

Despite the cease-fire, neither world felt that it could make 
peace while the war continued back in the Stellar Ring. Every 
now and then, a scout or trader from the Stellar Ring reached 
the Verge during the Long Silence, but these visitors never 
brought news of peace. The Thuldans of Alitar maintained a 
show of loyalty to their distant Emperor, keeping their colonial 
government intact underneath an Imperial Patentate. During the 
fighting, the Austrins abandoned their corporate structure in 
favor of a military dictatorship better suited for the conduct of 
total warfare. Social development and growth were secondary 


concerns to both states, and each prepared for the day when the 
cease-fire would end, 

Skirmishes in the outer reaches of the system continued оп 
and off for years, as the opposing fleets maneuvered for ad- 
vantage and seized opportunities to interfere with the other 
side's shipping and commerce. On several occasions, the two 
worlds fought minor engagements, but neither planet chose to 
end the uneasy truce. 

As it turned out, the cease-fire of 2404 lasted until August 
B, 2461, when the Galvinites committed a betrayal of shocking 
magnitude. Under the guise of a diplomatic mission, the Galvi- 
nite ship FSA Ajax landed in Beronin, the capital of Alitar, and 
then detonated a massive fusion bomb. To this point, the Aus- 
trins had conducted the war with honor; the Thuldans were 
caught completely by surprise. The Ajax incident killed over 
500,000 Thuldans, almost 5% of the entire planetary popula- 
tion at the time, and caused immeasurable damage to Alitar's 
government, industrial base, and infrastructure. The new lead- 
ers of Alitar swore that nothing but Galvin's unconditional sur- 
render could possibly end the war. 


The Thuldans were hammered back an all fronts even as they 
tried to rebuild their government and capital. It soon became 
clear that the dictator of Galvin, Supreme Commander Blayne 
Reuter, had planned the renewal of the war for a long time. 


TABLE S12: ALGEMRON SYSTEM 


Calderon Птаіег Galvin Alitar Dalius 
Primary Algemron Algemron Algemron Algemron Algemron 
Planetary Class Class 4 Class 4 Class 1 Class 1 Class 5 
Gravity 61 (0.47 g) 51 (063 g) G2 (099g) 62 (1,04 g) 63 (1.29 g) 
Radiation ВА (100 rem/day) R3 (50 rem/day) H1 (5 rem/yr) R1 (0.7 rem/yr) R4 (400 rem/hr) 
Atmosphere AO (vacuum) А0 (vacuum) A2 (№, 0) А2 (№, D.) A1 (H, He) 
Pressure PO (0 atm) РО (0 atm) P2 (081 atm) РЗ (1.53 ат) PS (gas giant) 
Heat HO-4 (400° C) H4 (300° С) H2 (27° D) H2 (30° C) HO (-120° C) 
Orbital Distance 0.24 AU 0,48 AU 0.89 AU 1.31 AU 2.08 AU 
Diameter 5,580 km 6,812 km 11,758 km 14,302 km 45,210 km 
Year 45.3 days 128 days 323 days 577 days 1,154 days 
Day 198 days 34 days 29.5 hours 22.8 hours 19.7 hours 
Axial Tilt 4g* 494° 18.3° 1° 20.1° 
Density 107 118 0.97 1.02 0.35 
# Satellites 0 0 1 0 6 

Wreathe Argolos Reliance Havryn Palshizon Halo 
Primary Algemron Algemron’ Algemron Algemron. Algemron. Algemron 
Planetary Class Class 3 Class 4 Class 3 Class 5 Class 14 Class 5 
Gravity G1 (0.6 g) G2 (0.56 g) G3 (1.31 g) G4 (3.26 g) G1 (049g) G3 (1.51 g) 
Radiation R2 (15r/wk)  R3(40r/wk В2 (10 r/wk) ВА (500r/hr) А2 (5 муй) RS (800 r/hr)) 
Atmosphere АА (80) AD (vacuum) А1 (Н, CH,) A1 (H, He) AD (trace) A1 (H, He) 
Pressure Pi (07 atm) PO (0 atm) P3 (1.3 atm) PS РО (02 atm) PS (gas giant) 
Heat H1 (-100° C) H1(-110°C)  H1[-120*E) HO (-183° С) НО (-195° С) НО (-220° C) 
Orbital Distance 310 AU 3.20 AU 4,58 AU 70 AU 12.1 AU 20.05 AU 
Diameter 2,188 km 1,792 km 21,840 km 105,960 km 5,502 km 40,250 km 
Year 5,7 years 6.03 years 10.3 years 18.52 years 44.3 years 94 years 
Day 29,5 hours 134 hours 175 hours 58.6 hours 12.1 days 2.6 hours 
Axial Tilt 144.9° 680° 594° 23,7° 16.5° 3B.7° 
Density 3.51 595 0.76 0.36 0.99 0.48 
# Satellites 0 ü ü 10 0 5 


Early in 2468, Galvin landed an invasion force of almost half a 
million soldiers in the heartland of Alitar. They exploded out of 
the beachhead in a whirlwind campaign, capturing almost one- 
fifth of Alitar's cities and citizens within one year of landing. Vic- 
tory was in reach for the first time. 

Yet, despite its initial successes, the Alitarin campaign 
bogged down, The Thuldan defenses stiffened, and Galvin's long 
supply line (through interplanetary space down to the ground) 
was vulnerable to attack. Although the Galvinite navy had 
grown significantly stronger than the Alitarin forces, it had to 
cover ton much territory. Alitarin missile boats, hastily con- 
structed in subterranean shipyards, took a heavy toll on Galvi- 
nite convoys and escorts. Two years after the landing, at a time 
when Galvin’s orbital path brought it to the opposite side of the 
Algemron system, the Alitarins launched a counterattack that 
liberated about half of the (planetary) territory the Austrins had 
captured. However, this counterattack faltered before the Ali- 
tarins could completely repulse the invaders. 

То this day, the Galvinite army holds a slice of Alitar's heart- 
land 1,000 kilometers wide and almost 2,000 kilometers long. 
Within this area, Galvinite soldiers ruthlessly put down partisan 
movements and drive the hapless Alitarins to manufacture 
arms and grow foodstuffs that the Galvinite army's own supply 
lines can't deliver. 


THE Monitor MANDATE 


In 2487 the Monitor and its task force arrived in Algemran after 
visiting Tendril, Lucullus, Corrivale, and Aegis. The yearly 
Close-Approach Campaign halted in confusion as both Galvin 
and Alitar assessed the strength of the Concord and renewed 
contact with representatives of their old patron powers. Neither 
power had any kind of navy that could stand up to the Concord 
task force, but the Concord could not intervene in the conflict 
without either taking sides or fielding a permanent peacekeep- 
ing force. 

The Thuldan and Austrin-Ontis ambassadors aboard the 
Monitor argued vehemently for intervention on the side of their 
respective colonies, and when the Concord hesitated, both 
promised to bring vast military forces from the Stellar Ring to 
settle the war. The fragile peace of the Verge teetered precari- 
ously as the Austrins and the Thuldans squared off to fight over 
Algemron on behalf of their long-missing colonies. The Aus- 
trins’ old partners in the Profit alliance supported the Austrin 
claim, while VoidCorp quietly backed the Thuldan position. 
Within the space of two weeks, negotiations had broken down 
into shouting matches and at least one gunfight. 

Clearly, the Concord could not endorse either the Thuldan or 
the Ausirin claim, since doing so would gravely anger one of 
the nations, If the Concord didn't take any action, however, both 
the Thuldan Empire and Austrin-Ontis Unlimited would reclaim 
their respective colonies, and Galvin and Alitar would precipi- 
tate the Third Galactic War. Undersecretary Michael Thayne of 
the Galactic Consulate finally came up with the solution to the 
problem, and on September 13, 2497, he issued the Monitor 
Mandate. 

The Monitor Mandate endowed both Alitar and Galvin with 
full independence, recognizing them as sovereign states. All 
Austrin and Thuldan ties to the system were officially abolished, 
Both nations were enraged, but neither could complain that 
they'd been treated worse than their enemy-the Monitor Man- 
date hit them both. The Algemron system was designated as a 
demilitarized zone barred іо Austrin and Thuldan ships, as well 
as arms shipments of any origin. The Concord created an Al- 
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gemron Neutrality Patral to enforce the Mandate, protect neutral 
shipping in the system, and provide a trip wire against overt 
Thuldan or Austrin intervention. 


ALcEMRON Topay 

The war between Alitar and Galvin continues. Both sides are 
pushing hard to obtain the best position possible in case the 
Concord decides to step in and force another cease-fire and 
round of negotiations. Galvin has become a virtual police state 
under its military dictatorship. The Galvin Intelligence Direc- 
torate is feared throughout the system by its enemies and its 
own citizens, Alitar, on the other hand, clings to an Imperial 
colonial structure and uses numbers to counteract Galvin's edge 
in intelligence, technology, and position. 

In general, the Alitarins seem willing to talk, under the con- 
dition that no Galvinite forces remain on the surface of Айал 
The Galvinites, on the other hand, have proven unusually resis- 
tant to any offers of negotiation or arbitration, pushing hard to 
finish off Alitar once and for all. Currently, the Galvinites hold 
the upper hand; left to their own devices, they might muster the 
forces necessary to triumph within two to five years, However, 
the Neutrality Patrol's protection of food shipments and nonmil- 
itary supplies is giving Alitar a new breath of life in the conflict 


THE WORLDS OF ALGEMRON 


Algemron is a class GS star orbited by nine planets and one 
major asteroid belt. It is one of fewer than a dozen known sys- 
tems that contains two naturally occurring Earthlike planets, 
While neither Alitar nor Galvin is perfect from a human point of 
view, both were attractive enough to draw settlements and 
colonists within a year or two of their initial surveys. 


TRAVEL IN ALGEMRON 
Interplanetary travel is dangerous in Algemron. The Neutrality 
Patrol can only protect a finite number of ships entering the sys- 
tern. Vessels that venture into the inner system without Concord 
escort are liable to undergo search, seizure, or outright de- 
struction by either belligerent power. 

Ships seeking Concord escort are advised to arrive in the 
outermost portions of the Algemran system. A tiny Concord post 
at Palshizon functions as the center for escort convoys. If a ship 
doesn't report to Palshizon before entering the inner system, the 
Concord accepts no responsibility for its protection. Sometimes, 
through poor astrogation, neutral ships heading for Palshizon 
exit drivespace right into the demilitarized zone outside the Con- 
cord's protection. In addition to the protection afforded by the 
Concord, each planet also protects neutral shipping destined for 
its own spaceports. The Galvinite navy, for instance, doesn't at- 
tack shipping bound for Galvin. 

Partisan shipping (vessels under the flag of Alitar or Galvin) 
may not claim Concord protection, as their homeworld military 
vessels guard them. Unfortunately, partisan shipping often suf- 
fers attacks dozens of light-years from Algemron by Galvinite 
and Alitarin commercial raiders scouring the space lanes af the 
Verge. Every year, dozens of Alitarin merchantmen (and a 
smaller number of Galvinite vessels) are destroyed at Aegis or 
Lucullus by marauding warships 


CALDERON AND ILMATER 


Seared by Algemron, these two worlds are blasted, airless 
husks. Of the two, Calderon is mare interesting, as it's a metal- 
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rich molten world that harbors significant reserves of a number 
of strategic elements. [lmater, on the other hand, is a larger and 
slightly cooler world with little to offer but rack, 

‘The technical challenges of sustaining a mining post on а 
planet of Calderon's temperament are formidable, and any out- 
post of this kind is very vulnerable to enemy action, The Thul- 
dan facilities here were destroyed within 10 years of the opening 
of the war; however, the Austrins have had better luck main- 
taining extraction plants on the planet's surface. Currently, five 
plants, each guarded by automated defense systems, sit on var- 
ious points of Calderon's surface; nearly a dozen mare posts— 
some Alitarin, some Balvinite-naw exist only as slagged ruins. 

Imater played an important role early in ће war. At closest 
approach, it's only about four-tenths of an AU (about 61 million 
kilometers) from Galvin, making it an ideal site for an Alitarin 
base-especially when Alitar is on the other side of the system. 
For almost 20 years, the Alitarins fought to establish a naval plat- 
form on Ilmater, while the Galvinites struggled to block their ef- 
forts, The Alitarins abandoned their efforts during the cease-fire, 
and neither side has tried to open this theatre of the war again. 
‘The debris of countless battles still litters the surface of IImater. 


The first of Algemran's two Earthlike worlds, Galvin is a planet 
covered with vast marshlands and low-lying, humid grasslands. 
‘Teeming with life, it is home to a powerful and aggressive in- 
dustrialized colony known as the Federal State of Algernron. For 
more than 100 years, the FSA has strictly controlled access to 
Galvin’s surface for the purpose of wartime security; conse- 
quently, few outsiders have ever visited Galvin. Even with the 
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opening of the Verge, the Federal State continues to monitor all 
scientific, mercantile, and casual contact between its citizens and 
the rest of human space. 

Galvin currently holds the upper hand in the century-old war 
that divides Algemron. Every week, military transports and sup- 
ply vessels ferry soldiers and arms to Galvin's forces on Alitar 
While Galvin's industrial base and population suffered heavily 
early in the war, they've fared better than their enemies in the 
last two decades, and with every passing month a Federal State 
victory creeps just a little bit closer. 


Warm and verdant, Galvin might have been a twin to Earth ex- 
capt for two major differences: Its moon is nothing more than г 
tiny rock without any geological effect on its parent planet, and 
it has very little tectonic activity. Without tidal stresses or any sig- 
nificant heat from radioactive decay to drive its crustal activity 
Galvin never developed the processes that built mountains and 
raised volcanoes on other worlds, Humid flatlands, swamps, and 
shallow seas cover its surface, unbroken by any mountains 
more than a kilometer in height. Most of Galvin's heavy metals 
remain locked inside the planet's core, far aut of human reach. 

Galvin experiences a seasonal range much like Earth's- 
though Galvin is somewhat warmer than Earth. Winters on 
Galvin rarely produce temperatures below freezing, but the 
summers are nearly unbearable, with temperatures routinely 
soaring to 60°C aver much of the planet's surface. Galvin's low 
altitudes and unusual axial tilt strongly discourage glaciation 
and snow. In fact, the planet has virtually no ice caps, another 
factor that contributes to its overall humidity. 

Galvin's seas are landlocked, covering about 50% of the 


planet with water; many continental areas are watersheds of 
vast, sluggish rivers and immense marshes. The planet's sum- 
mers are humid beyond belief, and its winters consist of un- 
ending downpours, 


In retaliation for the treacherous destruction of their capital city 
in 2461, the Thuldans bombarded Galvin in 2462 and 2463 
with a biological agent known only as Red Rain. This horrifying 
weapon released a voracious microbe into Galvin's ecosystem 
that converted any kind of organic matter into a lethal myco- 
toxin. Precipitated through Galvin's warm and humid atmos- 
phere, rain tainted with gummy red toxin spread the poison 
aver vast stretches of the planet's surface. Hundreds of thou- 
sands of Galvinites died from exposure to the agent, and the 
damage to the biosphere was incalculable—almost 10% of the 
planet's surface remains uninhabitable today. 

Ап area poisoned by Red Bain is an unforgettable sight. Wa- 
terways, grassland, and forests alike disappear, replaced by 
stinking pools of scum-covered putrescence; the bare skeletons 
of trees protrude from the waste. In hilly regions, the slopes 
are nothing but bare soil and rock, as all the vegetation has 
sloughed off and sagged to the ravine and valley floors. The 
only way to prevent the spread of the poison is to scarch the af- 
fected area and anything downwind; this chemical agent has 
forced the Galvinites to incinerate vast regions of their planet in 
order to contain the damage. Hed Rain doesn't flourish at sea, 
as the organisms die in salt water. 


Heroes who enter an active Hed Rain area take their lives into 
their own hands, Red Rain is a necrotoxin (see pages 59-60 in 
the Gamemaster Guide) with an onset time of one hour and an 
attack duration of 5-10 (d6+-4) days. Exposure to Red Hain re- 
quires heroes to make Constitution feat checks every hour. The 
severity varies from a -3 step honus to a victim's Constitution 
feat check in low concentrations or cold weather, to a +3 step 
penalty in high doses or hat weather (check TaBLE G17: Poison 
on page 60 of the Gamemaster Guide for damage ranges). If the 
victim fails a Constitution feat check, the damage indicated on 
the table is inflicted on him or her, but not all at once. Divide the 
damage given on the table over the attack duration to determine 
how much damage is suffered each day. 

Full-body chem warfare gear with self-contained breathing 
systems (or e-suits or body tanks) offer sufficient protection 
against the agent (no Constitution feat check required), but rig- 
arous decontamination procedures are necessary to clean up 
after entering a Red Hain area. 


Before the Second Galactic War broke out, Galvin was an Aus- 
trin-Üntis corporate colony and the centerpiece of the Austrins’ 
efforts in the Algemron system. The unrelenting warfare of the 
second half of the 24th century eventually destabilized the Aus- 
tins’ Algemron Exploration Company (the Austrin equivalent of 
a colonial administration), leading to the rise of a military dicta- 
torship. In 2383, General Janik Stenerude seized power as 
Supreme Military Commander, ousting the Director of the AEC. 
Supreme Commander Stenerude dictated a realignment of the 
company structure, shedding commercial interests and absorb- 
ing all government functions into the new Federal State of 
Algemron. The move was surprisingly well received by the 
people of Galvin; they knew that they were in a war to the fin- 


ish, and Austrin-Ontis hadn't done anything for them in more 
than 20 years. 

In the 118 years since the establishment of the dictatorship, 
six Supreme Commanders have held power. The current leader 
is Supreme Commander Haila Sheref (Hf/Algemron/DCS5-1 1), 
She is an experienced general who led the initial assault on Al- 
itar following the Ajax incident, and under her leadership the 
Galvinite forces have captured a vast amount of territory, Only 
the disruption of supply lines and the threat of Hed Hain pre- 
vented her from ending the war 30 years ago. Fiery and charis- 
matic, Sheref has a reputation as a woman with nerves of steel 
gained from her days as an armor commander. 


CLIMATIC ZONES 

During more peaceful days, Austrin scientists divided Galvin 
into six general climate systems: the polar plains, the polar 
littoral, the mid-latitude lowlands, the mid-latitude highlands, 
the tropics, and the tropical littoral. Like any Class 1 planet, 
Galvin displays an endless variety of landforms, vegetation, 
weather, and habitats—so these climate systems are only 
generalizations. 


Polar Plains: The planet's poles are the most arid regions 
on Galvin; during summer, the unending sunlight bakes out 
water in this area, and during winter the cold air can't hold 
much water vapor. The polar plains are arid grasslands and 
steppes that ring the world above and below the arctic and 
antarctic circles, respectively. 


Polar Littoral: Numerous human settlements exist on both 
poles, since they're some of the best territory on the planet 
‘The polar littoral is especially pleasant, as nearby seas mod- 
erate its seasonal temperature extremes. The northern lit- 
toral is the breadbasket of the planet, containing endless 
fields of grain and well-ordered apple and pear orchards. 


! 
Middle Latitudes (lowlands): The lowlands are marked 
hy great expanses of temperate grasslands, marshes, nar- 
tow seas, and rolling highlands. In fact, wetlands, regions of 
sawgrass, mud, and reeds extend for dozens of kilometers 
around each of Galvin's seas. So far, the Galvinites haven't 
bothered to drain or develop these areas. 


Middle Latitudes (highlands): Many Galvinites make 
their homes in one of Galyin's highland regions, These green 
hills are also quite suitable for human settlement, as they are 
drier and more suitable to industrial development than the 
sodden plains around them. 


Tropics: Galvin's tropics are too warm and too wet for 

human comfort. Extensive forests, jungles, and mangrove 

swamps cover this region. Human settlements are few and 

far between, and consist mostly of logging camps and mili- 

ny eels ce oot sueltas ate equite 
area. 


‘Tropical Littoral: The tropical littoral is probably the least 
habitable part of the planet; ifs a world-girdling swamp of 
mangroves, drowning forest, and vast mud flats. Uncounted 
thousands of major species populate this area, but few 
human expeditions have ever penetrated all the way to the 
ocean shore. 


On paper, a War Powers Council, composed of several min- 
istries, governs Galvin, These ministries include the Direc- 
torates of Defense, Intelligence, Industry, Finance, Internal 
Security, Social Planning, Resource Management, and State AF 
fairs. In addition, the Supreme Commander oversees the Com- 
mand Directorate, a branch of government that exists to regulate 
the interaction of the other Directorates and preserve the 
Supreme Commander's power. Galvin's District Governors, the 
officials who administer the planet in the name of the Com- 
mander, also belong to the Command Directorate. 

When its time to select the next Supreme Commander, the 
various Directors of the War Powers Council engage in months 
of scheming, maneuvering, and deal-making in order to elevate 
ane of their number to the post. Supreme Commanders have 
fallen in the past through a confidence crisis in the War Powers 
Council, unpleasant developments in the war, poor decisions, or 
ill health, Supreme Commander Sheref rose from the Defense 
Tirectorate after her predecessor died in 2488, and no ones 
challenged her competence. 


Balvin's capital is the city of Fort Drum, a sprawling metropolis 
and military base. Its located at the head of a bay in the West- 
ern Sea, Galvin's largest body of water, about 1,000 kilometers 
north of the equator. Hail, water, and air transport systems all 
meet at Fort Drum, and the low Verdant Mountain range sur- 
rounding the city conceals the center of Galvin's scant mineral 
wealth. Fort Drum is Galvin’s political, industrial, and military 
leader. 

This city wasn't always the planetary capital; Resa Bhar, lo- 
cated in the southern hemisphere, was the site of the original 
Austrin-Ontis colony, and it still boasts a higher population than 
Fort Drum. Galvin's first Supreme Commander, General Janik 
Stenerude, moved the seat of government from Resa Bhar to 
Fort Drum in 2387, four years after he seized power. At the 
time, Fort Drum was an important industrial region and the 
location of Balvin's most powerful military base; Stenerude 
deemed it more important to the war effort and more defensi 
ble as a capital than the original colony site. 

In the decades since the shift of the capital, Fort Drum has 
grown astronomically. A dirty factory town and labor camp in 
the late 24th century, Fort Drum has become the personal 
demesne of the Supreme Commander. From the start, the city 
functioned as a military base, and its major structures and dis- 
tricts are spread out aver an immense region in order to mini- 
mize the damage of a nuclear or mass weapon strike. Power 
plants, emergency services, communications facilities, and cru- 
cial transport junctions are all buried in vast underground 
bunkers. Consequently, large regions of the city’s surface exist 
as open perkland and lightly populated residential districts. Fort 
Drum is now a strikingly attractive city. 

The pristine appearance of the city belies a very ugly truth: 
Galvin is held by a ruthless dictatorial government. The planets 
leaders acknowledge few civil rights or liberties. Common citi- 
zens are subject to swift and final execution of “justice” if they 
take any actions that could conceivably weaken the war ейогі- 
including speaking out against the regime, demonstrating a lack 
of productivity in war-critical industries, avoiding military ser- 
vice, or traveling without authorization. Dissension and disloy- 
айу are simply not tolerated on Galvin. The Internal Securty 
Directorate maintains a force of thousands of uniformed police 
to monitor Fort Drum’s civilian population; the Intelligence Di 
rectorate fields hundreds of plainclothes secret police, too. 


| The Alitarins are well aware of Fort Drum's strategic value. 

| They ve raided the city a number of times, but the local defenses 
are quite formidable, and their losses were staggering. They 
haven't tried to attack the Austrin capital in almost 10 years. 


| Erhardt Field functions as the spaceport and airport for Fort 
| Drum. I's а sprawling apron of tarmac and concrete located 
| about 20 kilometers from the city center in a high bawl-shaped 
valley of the Verdant Mountains. Vigilant air defense batteries 
ring the hillsides, tracking every arriving ship, while field con- 
trallers interrogate visitors extensively. Any deviation from 
| an assigned course results in an immediate engagement with 
| Galvinite defense forces. 
Í Fort Drum is one of only a handful of Galvin's cities cleared 
| for foreign traffic. Most of the planet is off limits to visitors, and 
the Galvin Defense Directorate remains deadly serious about 
| dealing with anyone who makes unauthorized landings outside 
of designated port zones. Offworlders are free to roam almost 
anywhere they like within city limits. However, leaving the city 
without authorization is a capital offense. 


The Primary Command Installation (referred to as PriCom by 
most native Galvinites) is a fortress armed with massive ground 
batteries and manned by thousands of crack troops. No one gets 
into Prior without a search and background check that rou- 
finely takes an hour or more, and most newcomers find them- 
selves accompanied by armed guards at all times. At the heart 
of PriCom lies the Commander's Dome, а massive building that 
protects Balvin's communication and control facilities. Vast 
airfields and spaceports surrounding PriCom stand ready to 
scramble squadrons of interceptors at a moment's notice. 
Supreme Commander Sheref makes her home here, as the 
preceding three Commanders have done, From this spot she 
can speak to any field officer in Galvin's military, call on the 
computing resources of one of the most extensive databases in 
the Verge, and consult with her advisors and experts anywhere 
on the planet. 


Sprawled out along the northern edge of Fart Drum is the Mili- 
tary Institute of Galvin, one of the harshest military academies 
in the Verge. The institute trains the next generation of Austrin 
battle leaders using a rigorous five-year program that empha- 
sizes tactical skills and discipline over esoteric academics. The 
program instills the Austrin virtues of quick thinking, courage, 
and independent action into its cadets. Since most of the high 
officials in every Directorate are either active-duty or reserve 
military officers, the Institute serves as a training ground for 
Balvin's highest leaders in all fields, 

Balvin's system of patronage begins during the Institute 
years. Instructors and administrators earmark the most promis- 
ing upperclassmen, looking out for their interests and pulling 
sríngs to get them the choicest assignments. An Institute con- 
nection is a highway to power, wealth, and success—as long as 
the cadet has what it takes to meet the challenge her superiors 
put in front af her. 


Talvin's independence divested Austrin-Ontis officials of most of 
their governmental responsibilities, but the corporation still ex- 
ists as only one more arms manufacturer among Galvin's inde- 
pendent industries. The company’s leadership has changed 
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Knowledge [12]-computer operation [14], deduce [15], lan- | 
guage: Standard [15], Verge system: Algemran [15], Secu- 
tity [12]-devices [14]. pratacals [14]; System Operation [12]; 
Awareness [13]-intuition [15] perception! [14]; Investigate 
[15]-interragate [17], search [15], track [14], Resolve 
[13]- menia] [15], physical [14]; Deception (9]-bluff 111 
rd Interaction [8]-charrn [10], interview [10], intim- 
idate [11]. 

*Narrik receives a —1 bonus to all Modern Hanged Weapons 
skill checks, 


Major Norrik is a top-notch intelligence operative, the best 
agent for wetwork and surveillance assignments. He's the 
deputy chief of Field Operations, the Directorate division re- 
sponsible for raids, ambushes, and assassinations. Norrik 
climbed to his position through ruthless efficiency and an un- 
blemished record of success, first as a field operative, then 
as a team leader, and finally as an administrator. Many of the 
most notable acts of espionage and terrorism perpetrated 
against Altar in recent years have been his handiwork, 

Garth Norrik is careful to cultivate a suave, almost dash- 
ing, public personality. People who don't know what he does 
for a living generally find him a likable and confident fellaw 
who always thinks ahead Beneath this polished surface, 
however, lurks a cold and merciless killer, an assassin ready 
to kill at а moment's notice. On occasions of stress or disap- 
pointment Norriks facade slips, and the bleakness of his bar- 
ren soul shows in his ice-cold eyes. 

About five years ago, Norrik was infested by a parasitic 
organism (see the teln description on page 186) during a 
jungle operation in а remote region of Galvin. This organism 
is a telepathic sentient, capable af controlling Norrik’s actions. 
Its no coincidence that Norrik emerged as a leader at this 
time, and he's been climbing steadily in the ranks ever since. 
Norrik doesn’t realize that he is infected, and the teln tangle 
carefully guides his actions within normal bounds. 
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several times, and the current executives are generally loyal to 
the Federal State. The Austrin manufacturing complex is located 
in the mountains, about 30 kilometers west of the city's center; 
most of its facilities are deep underground, shielded against Al- 
itarin attack. 

With the restoration of contact with Old Space, Austrin Lim- 
ited has quietly extended feelers on the issue of reuniting with 
its ‘parent’ company, Austrin-Ontis Unlimited. So far, they've 
met with little success; the leaders of the Federal State of Al- 
gemron are content with independence as long as they're win- 
ning the war. 


Cloaked in shadow and secrecy, the Federal State's Intelligence 
Directorate is one of the most powerful and most feared orga 
nizations in the Algemron system, In addition to ferreting out Al- 
itarin spies and gathering intelligence on Alitarin activities, the 
Intelligence Directorate maintains a presence in the major sys- 
tems nearby. Shadowing Alitarin diplomats, arranging illegal 
arms shipments to Galvin, and watching vigilantly for arms and 
supplies bound for Alitar, the ID has a very long reach indeed. 

The Directorate is housed in a secret facility located some- 
where in the mountains outside Fort Drum, hundreds of kilo- 
meters from the capital. Few people taken to the Directorate for 
questioning ever see the light of day again. The Directorate 
sponsors an extensive covert strike force, and it supports rou- 
tine raids of Alitarin stations and posts. The ID also involves it- 
self in weapons development, the assassination of prominent 
Alitarin leaders, and civil terrorism campaigns against the peo- 
ple of Alitar. No tactic or weapon is beneath the Directorate. 
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The Internal Security Directorate carefully monitors travel on 
Galvin-though travel permits are usually available to citizens 
who haven't attracted any government suspicion. There are a 
number of decent hotels in Fort Drum, ranging from luxurious 
to spartan. The red-light districts and sleazy flophouses found 
elsewhere in the Verge don't exist in Fort Drum, as the police 
crack down on any kind of vice and require business operators 
to meet basic standards of decency and cleanliness. The best 
hotel in the city is the Galvin Interstellar Arms, a government- 
sponsored complex often used for diplomatic receptions and 
conferences. A room costs about $150 per night (the prices are 
low because the Directorates of Finance and Social Planning | 
control prices throughout Galvin's economy). Hundreds of 
rooms are usually available 


Most offworlders don't get a lot of opportunities for sightseeing 
in Fort Drum. The Department of Hospitality, a division of the In- 
ternal Security Directorate, provides guests with official escorts 
The police immediately take any non-Galvinite found wander- 
ing about without his escort into custody and question the pris- 
oner severely; an escort who falls down on his job suffers even 
graver repercussions for his mistake. 


Galvin’s original colonial capital, Resa Bhar is a sprawling me- 
tropolis located in the southern grasslands, The early Austin 
settlers established vast ranches in this region, and Нева Bhar 


served as a center of livestock business, a transport hub, and a 
light industrial city. Snaking along the Bhar River for over 40 
| kilometers, i's much more vulnerable to attack than Fort Drum. 
Consequently, the Alitarins have attacked the city as recently as 
three years ago. 

As the old capital and the second-largest city on Galvin, Resa 
Bhar also functions as the center of opposition to the rule of the 
Federal State. Agitators frequently speak out here in favor of re- 
unification with Austrin-Ontis, ignoring the fact that their sponsor 
nation cannot take them back without flying in the face of the 
Concord. Police of the Internal Security Directorate deliberately 
exercise a light hand in repressing dissent here, choosing to wait 
and watch in order ta see which dissidents might pose a serious 
threat to the Supreme Commander's regime. In the meantime, 
Resa Bhar is a trendy and vital city, illuminated by the highest 
level of art, debate, and political awareness found on Galvin. 

Visitors deemed too suspicious or tan unimportant to merit 
apass to Fort Drum are often routed to Hesa Bhar instead. Sev- 
eral stellar nations and Verge systems maintain consulates here 
amid the stately boulevards and monuments of the old plane- 
tary capital. Intrigue and espionage are a way of life here—al- 
though the ID routinely interrogates foreigners suspected of 
espionage. 


No Federal State officer will admit it, but Galvin faces the threat of 
revolution. In the densely forested Churgalt region, a small num- 
ber of partisans have taken to the hills, refusing to acknowledge 
the Supreme Commander's authority, In fact, the leaders of the in- 
surgency claim that the leaders of the Federal State are actually 
in league with some unknown aliens. So far, the Churgalt rebels 
haven't produced any evidence for this outlandish claim, but the 
government's response—grim silence followed by fierce carn- 
paigns to kill or capture every revolutionary involved—would be 
appropriate whether the claims were true or not. 

The leader of the Churgalt insurgents is an old veteran by 
the name of Colonel Bender Davis (Hm/Algemron/DCS-7), a 
canny guerrilla who grew up on the Churgalt frontier. Using his 
superior knowledge of the hills to escape ambush after ambush, 
he’s assembled a force of about 500 men and women. Mare 
important, Davis has established tenuous contacts with dissi- 
dents in several Galvinite cities, building a network of support 
among intellectual circles and a handful of retired veterans. 
Colonel Davis may have several friends or patrons highly 
placed in the Defense and Industry Directorates, but at the mo- 
ment the Churgalt rebels are too busy staying alive to worry 
ebout overthrowing the Supreme Commander. 


The Defense Net, a system of satellite weapons that can engage 
any hostile ship approaching the planet, guards Galvin against 
space attacks. Controlled from PriCom or one of three SecCom 
[Secondary Command) stations scattered around the globe, the 
Defense Net consists af three distinct satellite constellations, plus 
the associated sensor and communication equipment needed to 
keep the Net operational. 

‘The highest constellation consists of 20 satellites in geosyn- 
chronous orbit (about 28,000 kilometers above the surface for 
Galvin), spaced equally aver the planet's surface. Each satellite 
orbits about 21,000 kilometers from its three nearest neighbors. 
These satellites carry twenty missiles each, including nuclear 
weapons and anti-radiation devices. Any ship that approaches 


Galvin must pass within range of at least three satellites in the 
first constellation. 
The middle constellation consists of forty satellites in care- 
fully timed polar orbits at an altitude of about 10,000 kilome- 
ters. They're typically spaced anywhere from 2,000 to 8000 
kilometers apart (2d4 x 1,000 km) and carry a quad-battery 
of four IH lasers. The satellites in this ring are maneuverable 
and can respond to a concentrated attack. 

The third constellation, orbiting only 1,000 kilometers above 
Galvin’s surface, consists of twelve satellites equipped with two 


heavy particle cannons and two point-defense guns each. These 
satellites are typically spaced about 2,000 to 5,000 kilometers 


CLIMATIC ZONES 
Planetologists divide Alitar into several climatic zones: egua- 
torial grassland and rain forest, temperate savannah, tern: 
perate forest, interglacial tundra, and glacial. 


Equatorial Grassland and Rain Forest: Alitar's warmest 
and most humid region, the equatorial grasslands and rain 
forests form a narrow belt of tropical vegetation and balmy 
warmth that girdles the world It's cool and dry by tropical 
standards, and quite comfortable for humans. Just south of 
the equator lie the Yellow Pan-Alitars second-largest inland 
sea-and the Southern Ocean, an area that covers the 
planet's southern latitudes, 


‘Temperate Savannah: North and south of the equatorial 
region is an arid belt created by the steady circulation of 
wind currents, Unlike an Earth, these weather patterns do not 
shift north or south at different times of year. Alitar doesn't 
have true desert regions, but the arid savannah of the tern- 
perate regions comes fairly close, Broad grasslands and 
plains stretch for thousands of kilometers in this zone. 


Temperate Forest: Beyond the arid belt lies a second 
humid region in the middle latitudes. The temperate forest is 
what most people think of when they hear the name Altar 
This area contains a cool and rainy belt of mixed evergreens 
(without any seasons, Alitar's trees don't lose their foliage). 


Interglacial Tundra: The forests of Alitar give way to an 
interglacial tundra around 55 to 65 degrees north latitude, 
where the temperature approaches the freezing point. Scal 
Inped into glacial lakes, moraines, bogs, and other such іва 
tures, the interglacial region marks the boundary zone of 
Alitar’s permanent snow cover. Tiny orbital variations, local 
conditions, and climatic shifts have caused the glacial bound- 
ary to drift north and south by a few hundred kilometers 
over time. 


Glacial Zone: Because there's no summer to melt off snow, 
Alitar’s glacial zones begin at about 60 degrees north and 
south latitude, extending to the poles; the planet's ice caps are 
yas! compared to Earth's polar caps. However, Alitar's ice 
taps are also comparatively warm and never see the extreme 
cold of sunless polar winters experienced by worlds with sig- 
nificant axial tilts. The poles of Alitar receive 11 hours and 24 
minutes of both daylight and darkness each and every day of 
the year, just like every other part of the planet. Alitar’s poles 
are much more habitable than most visitors expect; many life. 
forms have adapted to this glaciated environment. 


0 2 4 в 8 к) 


1. The Old Bay 
. 8.Algemronian Arms 

3. Borr-Mikalton 
_ 4. Capitol Building 

5. University of Alitar 

6. Defense Research Center 


apart, and like the weapons of the second constellation, they can 
independently maneuver to respond to serious attacks, The for- 
midable firepower of these weapons is sufficient to deter any- 
thing short of a capital ship attack, 

The Galvin Defense Net is not automated in any way; con- 
trollers on the ground interrogate incoming ships and simply 
destroy anything that doesn't answer their questions satisfacto- 
rily. The Defense Net operators would rather err on the side of 
safety by destroying a friendly or neutral vessel than risk their 
homes and lives by allowing an Alitarin to slip through with 
weapons of mass destruction. 


ALITAR 


Balvin's larger and cooler twin, Alitar is а world fighting for its 
life. Since 2468, a Galvinite invasion force has held an to a vast 
stretch of Alitar's surface, occupying more than 10% of the 
colony. Unlike their foes on Galvin, the Alitarins held on to 
their original loyalty throughout the years of the Long Silence, 
proudly raising the flag of the Thuldan Empire above their cities. 
The Monitor Mandate dashed Alitar's hope for reunification with 
its parent nation and the possibility of Thuldan warships and 
soldiers driving the Galvinites back to their own planet. 

‘Today, Alitar is home to the Imperial State of Algemron, a 
government formed from the old colonial administration of the 
Thuldan Empire. Ironically, i's a constitutional monarchy much 
more open and liberal than the Galvinite Federal State of Al- 
gemron. Unlike Galvin, Alitar must constantly seek arms and 
assistance from its neighbors in order to continue the fight; the 
leaders of the Imperial State cultivated diplomatic ties with 
Aegis, Oberon, and the Lucullan Leaque before the Arrival, and 
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they continue to seek recognition from the old stellar nations, In 
the meantime, the Monitor Mandate prevents Alitar from form 
ing any direct ties to states that might become involved in Al- 
gemran's conflict. 


PLANETOLOGY 


Alitar, like Galvin, is a Class 1 world, well suited for human 
habitation. It is somewhat cooler than Earth, and it has an un- 
usual characteristic: virtually no axial tilt. Thus, Alitar is a world 
without seasons, stratified into permanent temperate and sub 
arctic zones by nothing more than latitude. Despite long decades 
of warfare, it remains a beautiful planet of snowy forests, ma 
jestic mountains, and mist-wreathed seas, 

Of the two Class 1 worlds in this system, Alitar was consid: 
ered the more desirable prize by the exploring stellar nations. 
Fs more comfortable for human colonization, and its min 
wealth and potential for industrialization are significantly 
greater than Balvin's. Naturally, the Thuldans claimed this “bet- 
ler" world as their prize during the division of the system back 
in 2326. In 180 years of human settlement, the Thuldans have 
successfully introduced numerous Earth species and strains 0 
Alitar’s temperate regions; plains of golden wheat and ranges 
filled with longhorn cattle surround Alitar’s settlements. 

Because Alitar has no true seasons, the weather and climat 
for any particular point on the planet's surface remains constant 
throughout the year. Minor orbital variations, weather patterns, 
and ocean currents may create minor fluctuations in tempera: 
ture and rainfall, but for the most part latitude completely de 
termines the climate. The equatorial regions are much like 
Earth’s tropics, with a year-round temperature of about 30°C. 


| 


‘The average daily temperature falls by about 5°C for every 10 
degrees of latitude (a distance of about 1,250 kilometers) north 
or south of the equator. For example, at 40 degrees north lati- 
tude, the average temperature is about 10°C year round. 


Alitar is blessed with a biosphere nearly as complex and diverse 
as Earth's. Some of the native creatures of this biosphere are 
dangerous to humans. For example, the drexen of the savannah 
are fierce, predatory arthropods armed with poisonous lance- 
Í daws, and the thraat of the interglacial zone are carnivores that 
could easily kill a polar bear. In addition to native creatures, the 
original Thuldan colonists introduced a number of terrestrial 
| species that are flourishing in Alitar's wilderness area. 


) Alitar's largest inland sea, the Misten, stretches almost 7,000 
kilometers across the northern hemisphere along the edge of 
‘he ice cap. Warmed by currents circulating from its southern 
waters, the Misten isn’t cold enough ta support any kind of per- 
manent ice pack, so its northern arm arrows deep into latitudes 
|) normally covered by ice. Since the Misten is located on the 
other side of the planet from the original colony, it's one of the 
last regions of Alitar to be settled by humans; only in the last 
30 or 40 years have people come to the Misten's cold and 
тоску shores to stay. 

When the Alitarins finally settled the Misten region, they 
found quite a surprise waiting for them—a race of sentients 
known as ће хетееп, or sealphins. The planetologists who sur- 
veyed this area early in the colony's history noted the existence 
of a species of intelligent aquatic animals, but never suspected 
they were dealing with sentients. In recent years, it's become 
dear that the хетевп are a sentient, nontechnological race, per- 
fectly at home in the fog-wreathed northern waters. The xe'reen 
are skittish and generally avoid human contact; there are ru- 
mors that some xe'reen have attacked human fishing vessels for 
‘intruding on their hunting grounds. If the war in Algemron ever 
simmers down again, ће Alitarins plan a lengthy xeno-contact 
effort to learn more about their neighbors. 


Until the declaration of the Monitor Mandate, Alitar was simply 
3 Thuldan colony isolated from home for a long time. However, 
the Concord decided that the existence of a war between an 
Austrin-[Intis and a Thuldan colony was far too inflammatory 
‘or comfort, and it chose to divest both stellar nations of their 
colonies in Algemron. Neither side liked the deal, but they 
couldn't complain of unfair treatment. 

With independence forced upon them, the Alitarins elected to 
transfer their colonial administration to the Imperial Slate of Al- 
gemron (ISA). Thus, Alitar remained a Thuldan colony in every- 
thing but name. 

‘The former Imperial Governor rules the Imperial State as a po- 
tentate, Normally, Thuldan Prime would have appointed someone 
fo this post, but during the course of the Long Silence it became 
necessary for the Alitarins to choose their own leaders, Tradition- 
ally, the previous governor appointed her successor directly, sub- 
gi їп the approval of the Colonial Assembly (now known as the 
Slate Assembly). The ISA has held onto that tradition. 

There are only two branches of government in the Thuldan 
colonial system: the administrative and the legislative. The po- 
lentate oversees a cabinet of Lard-Ministers representing the 
departments of War, Commerce, State, Industry, Health, and Ed- 


GENERAL WILKEN MURRAD 


oF ALITAR 
Level 8 human Combat Spec 
STR 11 (H1) INT 12 (+1) 
DEX 8 (0) WILS (0) 
CON 10 PER 11 
Durability; 10/10/ 5/5 Action check: 15+/14/7/3 
Movement: sprint 18, run 12, walk 4 #Actions: 2 
Reaction score: Ordinary/2 Last resorts; 0 


Attacks 
Unarmed-braw! 12/6/3 d4+1s/d4+2s/d4+3s — LI/D 


11mm pistol 10/5/2 d4+2w/db+2w/d4+1m НИП 
Plasma gun 13/6/3 d8w/d8+3w/d12+3w — En/B 
Defenses 

Powered attack armor; d6+1 (LI), d5+2 (HI), d6 (En) 
Skills 


Armor [11]-powered [12]; Athletics [1 1)-throw [12]; Heavy 
[L1]-direct [15]; Unarmed [11]-braw] [12], Modern [B]-riffe 
[8], pistol (10; Vehicle [B|-air [9], land [8]; Movement 
[10]-swim [11]; Stamina |10|-endurance [12]; Knowledge 
[12]- deduce (14) language: Standard [15], milltary history 
[14] Verge system: Algernran [15], Tactics [12]-infantry tar- 
tis [18], vehicle [15], Awareness [8]-intuition [11], percep- 
tion [11]; Interaction |11]-bargain [12], intimidate [13]; 
n [11]-command [14] jeu 
‘This specialty skill uses a –04 base situation 


A living legend among his troops, General Murrad is the 
commander of the 22nd Powered Infantry division, called the 
Snow Tigers. Boisterous and overbearing, he is a battle- 
scarred veteran 50 years of age who believes in leading 
from the front. Murrad's manners need more than a little re- 
fining; he's coarse, abrupt, and quick to dismiss anyone who 
wastes his time. Murrad’s Snow Tigers played a key role in 
the successful assault on the Big Slate Mountains three years 
ago, and he’s always pressing his superiors to allow him to 
resume the attack. 

In the absence of any large-scale military action, General 
Murrad has taken an intense interest in the skirmishing and 
warfare of the Andeswaar region. He personally leads raids 
into Galvinite territory and has been known to join partisan 
bands for a short time in order to offer what help he can. The 
Galvinite Intelligence Directorate has placed a bounty of 
$50,000 on General Murrad's head, but so far he's person- 
ally incinerated three assassins attempting to claim the 
purse. Although he chafes under the restrictions, General 
Murrad allows a couple of bodyguards to stay near him 
when he places himself in harm's way. 


cation. In addition, fifteen Lord-Governors act as regional lead- 
ers in the Imperial State's Administrative Divisions, the equiva- 
lent of provinces or states. The Potentate and the Lord- 
Governors have the power to convene or dismiss their respec- 
tive Assemblies, they command the personal allegiance of He- 
gional Ministers in each of the major bureaucracies, and theyre 
also considered commanders-in-chief of any military forces sta- 
tioned within their territory. The ISA, like the old Thuldan Em- 
pire, believes in placing great personal power in the hands of a 


few selected men and women. Currently, two of the Lord-Gov- 
ernors hold their offices in exile, since the Galvinites occupy 
their territories, A third Lord-Governor is responsible for ISA of- 
{world holdings scattered throughout the system. 

The current Potentate is Prince Banda Korov (Hm/Algem- 
топ/0С5-15), an aging man still possessed of great vigor and 
force of character. As Lord-Minister of Defense 40 years ago, 
he wasn't present in Beranin at the time of the Ajax attack; thus, 
he survived as the ranking lord of the colony. Korov rebuilt the 
government and the city, and is now overseeing the transition 
to independence. I's been Kurav's misfortune to preside over 
the worst part of the war for Alitar but most of his countrymen 
believe that Alitar would have fallen years ago without Korov's 
leadership. 


Once the largest city of Alitar, Beronin was almost completely 
destroyed by Galvinite treachery in the Ajax incident. Located in 
the verdant coastal plains of the equatorial belt, Beronin was a 
beautiful city of open verandas and cool sea breezes, bordered 
on two sides by glittering white beaches. After the Ajax leveled 
three-quarters of the city, the new leaders thought long and hard 
about relocating the seat of government before deciding to re- 
main in the devastated city. Moving the capital would simply 
make another city a prime target for Galvinite attack. 

Once the new government settled on this course of action, 
they rebuilt Beronin as a fortress city. Instead of reconstructing 
the city’s devastated center, the Alitarins used the surviving sub- 
urbs as the heart of the new city, expanding it outward by hun- 
dreds of square kilometers. Government offices, key industries, 
and transportation networks are now separated by dozens of 


kilometers. Engineers created huge earthen dikes to isolate sec- 
tors of the city and deflect blast effects. They also buried vital 
emergency and command facilities in hardened subterranean 
bunkers. Finally, extensive air/space defenses were added 0 
the formidable defenses already in place, making Beronin a d 
ficult target indeed. 

‘The result is a city that appears eerily empty. More than 250 
square kilometers of the old city center is nothing more than 
rubble and debris, wreckage that was never cleared from the 
Ajax blast. Ten years ago, Imperial Potentate Korov [then the 
Imperial Governor) decreed that the blast district of Beronin 
would remain a ruin forever as a memorial to the citizens who 
died there. 

Alitar is home ta a more open society than that of their 
neighbors on Galvin, but the risk of Galvinite commando raids, 
terrorism, and espionage has forced Alitarin police to adopt 
very stringent measures. Üffworlders are free to go where they 
like, with the exception of a few restricted spots; however, dis- 
obeying the restrictions results in swift and final punishment 
The Alttarin response to Galvinite terrorism is a well-armed, 
loyal, and well-informed populace willing to report suspicious 
activity and help local police commanders ferret out Galvinite 
activities, Every shopkeeper carries a sidearm and keeps hs 
eyes on everyone. Heroes accustomed to blustering their way 
through the peaceful citizens of other planets might find a very 
ugly surprise when they try the same tactics in Beronin. 


Beronin’s original spaceport was located near the center of the 
Ajax blast zone. The landing field still exists, but all of its sup- 
porting structures were seared to ash by the bomb. The citys 
new spaceport, Banker Island, is on an artificial island in the 


bay. Two causeways—one for civilian use, the other for military 
use-connect the city to Banker Island. Both are heavily 

| guarded, and offworlders can expect lengthy security checks be- 
fore they're allowed to leave the spaceport. Banker Island is а 
primitive facility, even by Verge standards; the Alitarins planned 
cut a magnificent new spaceport to replace their old one, but 
they ran out of money only three years into construction. Huge 
sections of the spaceport are simply empty concrete shells, un- 
finished after 20 years of work. 


Most of the city's grand old colonial hotels were destroyed in 
2461. Only a handful have been rebuilt in the new Beronin-in- 
cluding the Algemronian Arms, the Borr-Mikalton, and the Old 
Bay. A few years ago a stay in any of these facilities would have 
cost a traveler an arm and a leg, but in the last five years, Ali- 
‘ar's economy has fallen to pieces. The Concord dollar buys a 
lot on Alitar these days, and a stay at a fine hotel typically runs 
only &20-&50 per night. Visitors should be warned that Alitar's 
crumbling economy has spurred a rise in criminal activity; 
Beronin isn't a safe place. 


By far the most striking feature of Beronin is the Blast Zane. 
Block after block of rubble and ruin extend throughout this ald 
у center. Some of Beronin’s original skyscrapers survived the 
blast but were gutted by its effects; their lonely skeletons mark 
the former downtown district. Visitors are advised to stick to the 
main roadways and avoid entering any buildings; many are un- 
safe, and a small number of dangerous Alitarin scavengers 
called drexen make their homes deep in the ruins. Every year 
at least one or two tourists die from drexen stings received in 
he rubble. 


The Imperial Capitol was built to house the Colonial Assembly 
after the destruction of the old Assembly House. The new As- 
sembly Building is a small, plain structure equipped with deep 
underground bunkers and formidable air defenses. Alitar's Im- 
jerlal Assembly, consisting of 45 Lord-Ministers, convenes here 
a the patentate's invitation. In addition, the Capitol building 
houses their offices, chambers, and support services. Alitar's 
Senators are elected to their posts and represent the populace 
‘the Potentate, While the administrative branch is much more 
powerful than the legislative branch, the whole Assembly has 
he power to censor or dismiss the potentate through impeach- 
‘ment proceedings and votes of confidence. Prince Korov, the 
штеп! Potentate, has generally maintained good relations with 
he Assembly throughout his reign. 


located across the bay from Beronin, Alitar's Defense Research 
Center is a sprawling complex of munitions plants, laboratories, 
md testing grounds. The Hed Rain agent afflicting Galvin was 
developed in the DRC Bioweapons Lab, and there are rumors 
фа! а counteragent for the mycotoxin exists in cold storage here 
ж insurance against a Galvinite effort to introduce Red Rain on 
Altar. Naturally, this facility utilizes the highest security precau- 
ions imaginable, 


Dne of the few portions of Beronin that escaped total destruction 
1 2461, the University was shielded from the worst of the Ajax 
lias: by virtue of its location in the outlying suburbs of the city, 


Mara DEVRONA 
CONCORD ADMINISTRATOR 


Level 16 human Diplomat (Combat Spec) 

STH 8 (+1) INT 12 (+1) 
DEX 11 (+2) WIL 11 (+1) 
CON 11 PER 12 


Durability: 11/11/ 5/5 Action check: 16+/15/7/3 


Moye: sprint 18, run 12, walk 4 #Actions: 2 
Reaction score: Ordinary/2 Last resorts: 0 
Perks: Reflexes, Tough as Nails 

Attacks. 

Unarmed 4/2/1  d4s/d4+1s/d4+2s ш/о 
Mass pistol 14/7/75  d6w/d6-+2w/d6m Ev/G 
Tri-staff 18/B/8 d8+2w/Sd4+1w/d6+2m Еп/0 
Defenses 


CF softsuit: d6 (LI), d6 (HI), 06-1 (En) 


Skills 
Athletics [B]; Melee [B|-powered [12]; Modern |11]-pistol 
[14], Vehicle Operation [11]; Stamina [!1]-endurance [15], 
Knowledge [12]-computer [13] deduce [15]. first aid [14] 
stellar nation: Galactic Concord [15], Verge system; Algem- 
ron [13]. Law (12|-court [15] enforcement [15]; Security 
[12|-devices [13], protocols [15]; System [12]- communica- 
tions [14], weapons [14]; Administration [11]; Awareness 
[1 t]-intuition [14], perception [13]; Investigate [11]-interra- 
gate [14], search [14], Culture (12|-diplomacy [16], etiquette: 
‘Austrin [14], etiquette: Thuldan [14], Interaction (12|-bar- 
gain [15], charm (16); Leadership [12]-command [13], 
inspire (15) 


Administrator DeVrona is a hard-nosed, no-nonsense cop on 
one of the toughest beats in the Verge—the Neutrality Patrol 
at Algemron. She is a small, athletic woman with close- 
cropped ігоп-дгау hair and a forceful, commanding manner 
that demands attention. She is decisive and abrupt, inclined 
to form strong first impressions and then act on them while 
other people are still sizing up the situation. 

While her current assignment as head of the Patrol forces 
her to make use of her background in security and law en- 
forcement, Mara DeVrana's true talents are in the art of gun- 
boat diplomacy. She's used to representing the Concord in a 
variety of unofficial roles, using veiled threats and blunt sug- 
gestions to make her thoughts known when more subtle meth- 
ods might fail outright Her experience made her a logical 
choice for a position traditionally held by Star Force officers. 

Beyond her tasks in organizing the convoys, monitoring 
Pariah Station, and hosting what diplomatic efforts she can, 
Mara DeVrona has a higher mission—she means tn bring the 
war in Algemron to an end. She aggressively seeks out any 
development that might erase the military edge Galvin cur- 
rently holds, hoping that the Galvinites might prove more 
tractable should they lose some of their “toys” In particular, 
DeVrona believes that a major Galvinite defeat might bring 
down Supreme Commander Sheref, possibly elevating 
someone more reasonable ta power, Naturally, she has to 
hide her partisanship in the conflict carefully; if DeVrona is 
caught favoring the Alitarins, the political fallout for the en- 
fire Concord would be disastrous, 


Given the censorship of the Internal Security Directorate on 
Galvin, the University of Alitar is far and away the most vital 
and creative institute of higher learning in the Algemron system. 
Its also a favorite target of agitators seeking to stir up anti-war 
opinion—though it's hard to win such sentiment in sight of the 
ruined skeleton of downtown Beronin. 


The invasion that followed the end of the cease-fire in 2461 
very nearly brought Alitar to its knees. With their air and space 
superiority assured, the Federal State's forces landed at will, 
supplied their ground forces, and called down massive fire- 
power to disrupt any Alitarin counterattacks against their 
beachhead. For almost three years, the Galvinites pushed their 
way out of the narrow landing zones, smashing any kind of or- 
ganized resistance to their moves. However, the advance didn’t 
go unopposed. The Alitarins ringed the main body of Balvinites 
with a net of hastily assembled units; even though hundreds or 
thousands of these men and women were cut off and captured 
by Galvin's vertical assaults, the Alitarins always found more 
cannon fodder to contain the beachhead and prevent a crucial 
ground breakthrough. 

‘Today, over two million Federal State troops hold the ad- 
ministrative divisions of Andeswaar and Muricht-a swath of 
territory almost 2,000 kilometers by 1,000 kilometers in extent. 
The front lines are a nightmare tangle of minefields, defense 
stations, barbed wire, and free-fire zones; both sides are dug in. 
The last major offensive occurred three years ago, when the Al- 
itarins retook the rough terrain of Big Slate Mountains on the 
eastern edge of the beachhead; the Galvinites lacked the sup- 
plies and manpower to push the Thuldans back at that time, In 
the last six months, the Federal State Invasion Commander, Сеп. 
eral Marken Ghuirere (Hm/Algemron/DCS-15) has created a 
plan designed to cut off the Alitarin forces along the plains south 
of the large mountain chain. 

Large-scale military campaigns are rare in the Alitarin 
ground war, as both sides are approaching economic and mili- 
tary exhaustion. Platoon and company-level actions focused on 
neutralizing minor defense stations, observation posts, and ter- 
rain advantages still occur along the front lines. Unfortunately, 
any concentration of Alitarin hardware invites devastating or- 
bital attacks from Galvin’s navy. Likewise, the Galvinite forces 
must contend with relentless partisan activity and sabotage 
whenever they try to muster a major attack. It's a nightmare 
war of attrition. 

Behind the lines, millions of Alitarins live under martial law 
imposed by the Federal State conquerors. Despite fierce local 
resistance and sabotage, most of the agriculture and industry of 
Andeswaar and Muricht have been restored to something ap- 
proaching their prewar level, Battalion after battalion of Internal 
Security Directorate police oversees production in the Occupied 
Zone and neutralizes guerrilla activity, 

Travelers passing into Galvinite-held territory do so at their 
own risk, Such persons are subject to extremely intrusive 
scrutiny, and security forces often detain them for weeks before 
they're allowed to proceed. The only reason the Alitarins allow 
any traffic at all into the Occupied Zone is that they hope to al- 
leviate the suffering of their fellow citizens held captive. Traders 
carrying nonmilitary supplies, entertainers, medical personnel, 
and technicians are usually allowed to pass through the Alitarin 
lines. However, there's no guarantee that the Galvinites will 
allow them to return. 


Beyond the two Class 1 worlds of Algemron lies a system full 
of worlds bath deadly and fascinating. Dalius is the first of these, 
its a small gas giant hovering on the edge of the so-called ‘ice 
line'-the point in a system at which water may or may not 
freeze during planetary formation. Beneath its atmosphere of 
hydrogen and helium lie dilute seas of ammonia and water. 
Some early Austrin planetologists speculated that Dalius might 
conceal a narrow band in which Series I or Series II life could 
exist, but no one has ever found any evidence to support this 
theory. 

Dalius boasts six moons, four of which are nothing more 
than captured asteroids a few hundred kilometers in size: Gar- 
ian, lona, Duros, and Nemos. The innermost moon, Antigone, is 
ап Io-like volcanic moon torn by tidal forces. The sixth moon, 
Clytemnestra, is the largest in Dalius’s system, almost 4,700 
kilometers in diameter. Is a cold and arid desert moon with a 
scant atmosphere of carbon dioxide. Both Alitar and Galvin pos- 
sessed a handful of mining colonies and research posts on 
Antigone and Clyternnesira, but all of their outposts here were 
destroyed or damaged beyond repair in the early stages of the 
system war. 

‘Today, the major force on Dalius is the omnipresent Void- 
Corp. Interested in terraforming and developing Clytemnestra, 
this giant corporation has purchased Alitar’s interests on the 
moon and is currently building a domed colony and atmosphere 
plant I's rumored that VoidCorp's presence here is simply an 
excuse to position a military force for a potential intervention in 
the system's conflict, but neither Thuldan Prime nor Austrin- 
Ontis would allow the corporation ta involve itself. 


Between the orbits of Dalius and Reliance lies a thin, scattered 
asteroid belt formed by the collision of a planet with the gas 
giant Havryn. Hundreds of thousands of minor asteroids now 
follow a variety of eccentric orbits in this region, but two are 
particularly noteworthy: Argolos and Wreathe. These two as- 
teroids are remarkably large for bodies of this type, and some 
astronomers have speculated that together they once constituted 
about 60% of Algemrar's missing planet. Both asteroids ars 
rich in heavy metals and represent major mining finds. 

In the early days of the system, the Austrins of Galvin 
claimed Argolos, and the Thuldans of Alitar claimed Wreathe 
Domed mining towns still survive on both asteroids—though 
raids and bombardments have caused much destruction, 
Wreathe is extremely unusual in that it actually possesses 2 
wisp of an atmosphere—mostly sulfur dioxide—and native Se 
ries IV life. One of Wreathe's primitive lichens, the plant known 
as whitespike, is exceptionally dangerous because is the only 
known source of the hallucinogen biaxinin. The Alitarins do 
what they can to hinder independent prospectors from collect 
ing whitespike, but there's always someone willing to risk his 
life for the fantastic sums whitespike commands elsewhere in 
the Verge. Spikers—those humans and aliens addicted to this 
substance—will pay large amounts for their daily dosage. 
Wreathe's native lifeforms include several predators that have 
been known to attack humans, and more than a few whitespike 
prospectors have met their death at the hands af a veerkiller or 
a terragin. 


RELIANCE 


The fourth life-bearing planet in the Algemron system; Reliance 
is an ice-world shrouded in a murky atmosphere of methane, 
hydrogen, and nitrogen. Its core of rock and metal lies deep be- 
neath a mantle of water and ammonia ice, a frozen and fea- 
tureless plain that covers the planet. The planet is marked by its 
extreme axial tilt and its long seasons: Heliance’s summers and 
winters last for more than two and a half Earth years each. Dur- 
ing this time, the hemisphere in summer has time to warm up 
to а near-tolerable temperature, while ће hemisphere in winter 
falls into a deep freeze in which even the most resilient crea- 
tures must hibernate until the return of the sun. 

Reliance is home to hydrogen-breathing creatures that were 
nurtured in its shallow, icy seas of water-diluted ammonia. Most 
of Reliancess creatures are primitive and unsophisticated by Se- 
ries I standards, but they thrive in an environment that fre- 
quently experiences temperatures as low as -200°C. 

Other than scientists, few people have any interest in He- 
liance, Its wealth of CHON elements (carbon, hydrogen, oxygen, 
and nitrogen) may be useful in synthesizing air, water, food, and 
organic compounds elsewhere in the Algemron system, but as 
long as the war persists, no one’s going to make the necessary 
investments in atmosphere plants and refineries 


HAVRYN 


The largest of Algemran's planets, Havryn is a gas giant of Jov- 
jan proportions, a titan marked by bands of green, white, and 
blue. Unlike many gas giants, Havryn possesses few moons and 
rotates at a slow and stately pace, Astronomers have deter- 
mined that this is a result of the collision that created Wreathe 
and Argolos; millions of years ago, another star with a retinue 
of planets passed through the outer reaches of the Algemron 
system, and the planet that was destined to become Wreathe got 
in Havryn's way. The head-on impact slowed Havryn's spin and 
removed enough velocity to cause Havryn to shift its orbit out- 
ward by almost half an AU. Only a few of Havryn's moons sur- 
vived the approach and impact; the 10 satellites charted today 
are all tiny fragments nf debris-none more than 100 kilometers 
in diameter. 

Havryn is a potential site for qas mining in the future, but no 
one in ће Algemron system can spare the infrastructure or 
capital to begin the project at this time. 


PALSHIZON 


‘This frozen and useless rock offers almost nothing of interest to 
human colonists or miners. Palshizon is nothing more than an 
oversized carbonaceous asteroid, coated with a thin dusting of 
oxygen and ammonia ice. Despite its unattractiveness, though, 
Palshizon has become one of the keys to the Algemron system; 
ifs outer-system orbit made it an ideal place to locate the head- 
quarters of the Concord Neutrality Patrol—the dark and silent 
space fortress called Pariah Station. Here, in the gloomy 
shadow of this frozen world, the Concord works to end the con- 
flict tearing the system in two. 

Both Alitar and Galvin grudgingly recognize a Cease-fire 
Zone (CZ) extending for one-tenth of an AU around Palshizon. 
Belligerent warships may not enter this area, and both sides 
must refrain from attacking ships in the CZ, regardless of their 
flag. Misunderstandings are, however, fairly common. Merchant 
vessels from all over the Verge exit drivespace here in order to 
join the list of neutral ships awaiting Concord escort to one of 


the belligerent worlds. Neutral ships that enter the inner system 
without the company of a Concord escort do so at their own 
risk. 

Pariah Station, the Concord HO, simmers with tension and 
lethal arguments. Here Alitarin and Galvinite merchantmen, 
diplomats, and spies rub elbows. Brawls, gunfights, and outright 
murders are not uncommon—despite the best efforts of the sta- 
tion security forces. It sometimes takes weeks for a ship to work 
its way through the convoy lists, and bored spacehands looking 
for something to do contribute to the dangerous and seedy at- 
mosphere of the station. 


HALo 


A small gas giant marked with cool bands of blue and white, 
Halo was probably captured from a star that passed through Al- 
gemron millions of years ago, It seems generally out of place in 
Algemron, and detailed spectrographic analysis has shown that 
Halo contains the wrong chemical profile ta have formed from 
the same protostar system that spawned Algemron and its orig- 
inal planets. Like any gas giant, it contains vast reserves of hy- 
drogen and helium that might one day be tapped through gas 
mining, but Halo presents a strange natural barrier to such ex- 
ploitaton—namely, the energy aura for which the planet is 
named, 

Hale's aura is created by the sweep of its powerful magnetic 
field through a faint ring system heavy in metal particles and 
conductive gases. The planet possesses a remarkably rapid ro- 
tation, and its magnetic pole is off its axis by thousands of kilo- 
meters, resulting in a broad sweep of magnetic force across its 
rings. A trickle of electricity incites these otherwise invisible gas 
and dust clouds to a dim fluorescence, illuminating the planet in 
a flickering glow. 

Five moons orbit Helo, but only two of them are of any nate. 
Abdiel the closest moon, is an ice-surfaced orb about the size 
of Earlh's moon. Uriel, the fourth moon, is the largest satellite in 
the Algemron system. lt's covered in a frigid smog of nitrogen 
and hydrocarbons. Due to Halo’s remote location, no humans 
have settled in this region. 


System Loc 


Algemron is a good example of the troubles that plague the 
Verge ta this day. Distrustful of the return of the stellar nations, 
the people of Algernran remain firmly mired in their own ver- 
sion of the Long Silence, fiercely fighting the battles of the last 
Galactic War. Sensing that their conflict may invite the interler- 
ence of powers they can't resist, both Alitar and Galvin are in- 
tensifying their efforts to achieve a clear victory before it's time 
to shif their battle to the negotiating table. 

Asa continuing battlefield, Algemron has attracted the worst 
sort of mercenary scum, arms dealers, and war profiteers 
imaginable. The fragile neutrality of the outer system is shud- 
dering under the ruthless greed and agitation of merchants and 
soldiers looking for a way to make a buck from Algernron's 
war. Meanwhile, the deadly blows landed earlier in the conflict— 
the devastation of Beronin, Hed Hain, the invasion of Alitar— 
may still overwhelm the struggling worlds. 


Breakout! 
Last week, the Imperial State of Algemron unveiled a long- 
awaited addition to their fleet with the commissioning of the 
battlecruiser Helentless. Years in the building, the Relentless 


emerged from her subterranean shipyards in a daring breakout 
attempt, driving hard for open space. After scattering the Galvi- 
nite transport fleet over the Occupied Zone, the Helentless fled 
into the outer system and made starfall. Military analysts be- 
lieve that the cruiser will undertake commerce raiding in the 
neighboring system, forcing Galvin to institute naval escorts for 
her merchant vessels throughout the Verge. The Federal State 
Navy has responded by assembling a task force composed of 
the heavy cruisers Tamurlane, Nestor, and Chiron ta hunt down 
and destroy the Relentless. 

Its rumored that the Relentless has a much more important 
mission than simple commercial raiding, but the Imperial State 
has been silent on the topic, What the mission might be, no one 
outside the Admiralty can say. 


Early this month, the Austrin forces occupying the district of An- 
deswaar launched a heavily supported counteroffensive to drive 
General Murrad's Snow Tigers aut of the Big Slate Mountains. 
The Austrins have introduced a number of new weapons in this 
attack, and the suddenly hard-pressed Thuldan defenders are 
falling back on all fronts, It looks like it might develop into an 
all-out rout-unless Murrad is simply setting a trap for his 
avereager adversaries. 


Several times in the last four or five months, Concord patrol 
vessels attempting to interdict the whitespike smugglers wark- 
ing from the asteroid world of Wreathe have come up against 
black, alien vessels armed with extremely formidable firepower 
Ignoring all attempts to communicate, these dangerous vessels 
typically cripple their pursuers and then make their escape. 
Some people have speculated that the Galvinite navy is using 
the vessels to trade in whitespike secretly, while others blame 
independent drug lords or Old Space speculators. A handful of 
alarmists claim that a new and previously uncontacted space- 
faring species is behind the recent spate of confrontations, but 
this seems extremely unlikely. 


More than 99.9% of the humans native to Algernron come fram 
elther Galvin ur Alitar; only a few thousand miners and space 
workers live in the domed cities and stations of the rest of the 
system. Galvinite heroes descend from Austrin-Ontis stock and 
retain all the normal benefits ascribed to heroes of that stellar 
nation (see page 45). In general, Galvinites have become much 
more regimented and predictable than their Old Space kin. The 
Austrins believe that guns allow the individual to protect his lih- 
erties against the demands of society, but on Galvin, no one 
questions the power of the state, 

Alitarin heroes are still very Thuldan in outlook and tem- 
perament. They held onto their roots in the Empire much longer 
than their foes held onto their Austrin heritage. Consequently, 
Alitarins begin play with the benefits specified for Thuldan 
characters (see page 65). Many Alitarins feel as though they've 
been abandoned by their homeworld, and they're determined to 
show that they don't need the Empire. 


If their existence was even suspected, the teln would be classi- 
fied as an external species (not of known origin). As it is, the 
teln have secretly invaded the Algemron system and begun 
their own insidious form of conquest. These wormlike parasites 
are harbingers of fear, paranoia, and suspicion for the people of 
Algemron and, perhaps, the rest of the Verge. 


Description: The teln are a parasitic breed of warmlike cree- 
tures that combine in tangles to form group minds, An individ- 
val teln measures about 1 centimeter in length and possesses 
more instinct than intelligence. It isn't until a tangle—consisting 
of anywhere from 10 to 100 teln—forms a group mind that true 
intelligence emerges. A typical "larva" tangle consists of twelve 
creatures, a “brood” tangle contains 40 teln, and a "cluster" 
tangle includes 100 teln. 

A group mind has a variety of psionic abilities upon which 
to call, as well as a vast network of intelligence. Each teln can 
connect with other group minds over great distances, providing 
support and advice as needed. In fact, teln can use their Telepa- 
thy-contact skill over a range of up to 5 AU without penalty; 
that's more than enough for planetside tangles to contact group. 
minds in orbiting ships. 

On the teln homeworld, each teln tangle resides within a sym- 
biotic creature called а teln'ag. A teln'ng resembles an eyeless 
eel and measures about 40 centimeters long, with a diameter of 
4 centimeters. The elongated, snakelike body houses the crea- 
ture's internal organs, as well as its parasitic tangle of teln. Is 
large head features a circular mouth and short, suction-cupped 
tentacles. A teln'og isn't intelligent, but the teln mind within it can 
command it to do its bidding. Within a teln’og, a tangle has ef- 
fective Strength, Dexterity, and Constitution Ability Scores of 8. In 
addition, its durability rating increases to 6/B/4/4, 

When the teln finds another creature to host a tangle, its tel- 
nog crawls up to the creature’s mouth and expectorates the 
tangle into it. (Usually, the tangle first renders its next victim un- 
conscious through the use of Telepathy—mind blast) The tangle 
works its way into a cavity inside the new host, where it can 
settle and issue mental suggestions. 


Encounter: Though little is known or even suspected concern- 
ing the mysterious teln, there are a number of the creatures ac- 
tive in the Algemron system. Yet even in Algemron, Vergers and 
Arrivers might encounter a teln host and never realize it. A teln 
tangle can reside within a human, fraal, sesheyan, weren, or 
tsa host. Mechalus physiology has thus far been able to resis 
teln infestation, 

Teln hosts may not immediately realize that their bodies 
have been invaded. This is especially true if the host was ren- 
dered unconscious hy teln mental attacks prior to the tangle’s 
transfer. The group mind doesn't issue overt commands to the 
host. Every suggestion is subtle and insidious. The tangle ob- 
serves and researches information about humans and their 
alien partners, so that every suggested task indirectly benefits а 
host's teln master. 

The first stage of infestation lasts anywhere from four to 
eight weeks as the larva matures into the adolescent brood 
stage. At this point, the teln exercises a greater degree of con- 
tral over its host, reflecting by the tangle's higher Telepathy- 
suggest skill score. After 8 to 12 months within a host, the 
brood tangle transforms into an adult cluster. 

15 in this last stage of teln infestation that a host is totally 
dominated by the group mind inside it. At this paint, the tangle 


must direct the host completely, as the victim's own will and na- 
live intelligence has deteriorated. In addition, the teln can no 
longer take advantage of its host's skills; most physical actions 
now occur at the untrained level. 

A cluster host changes to such an extent that casual ob- 
servers can see evidence of the tangle intrusion. The most nh- 
vious evidence is the plural mindset adopted by a host: Such a 
victim speaks of "we" instead of “I In addition, cluster hosts 
have sickly appearances and off-kilter mannerisms, In this last 
stage, hosts don't appear comfortable in their own bodies. 

After reaching the cluster stage, а teln consumes its host 
until the host dies. Each week that a teln cluster remains, its host 
permanently loses 1 point from its wound and stun durability 
ratings, and 1 point from its Intelligence and Will Ability Scores. 
The host gradually becomes weaker and more crazed, until the 
group mind must assume total control. Once the host dies, the 
langle must immediately find a new hast; it can only survive 
outside a host for a short time—no longer than a few hours. 


Habitat/Society: Almost nothing is known about the teln or 
ieln'og. With the exception of the teln’ng, teln hosts eventually 
die as the parasites consume them from within, Teln’og have 
developed so as to produce what the teln need, and thus aren't 
consumed as a byproduct of the relationship. 

Teln hosts don't immediately realize their predicament, 
though close scrutiny by others may reveal physical and men- 
lal changes over time. A thorough medical scan may also re- 
veal a teln tangle; a successful Medical Science-xenomedicine 
or treatment skill check, with a +1 penalty, is required. A Med- 
ical Science—surgery skill check, with a +3 penalty, is neces- 
sary to remove the tangle from its host. Of course, the teln and 
its mentally dominated host resist—physically and psionically— 
all such attempts. Usually, a tangle leaves its host (much the 
same way as it is passed on by the tsln'og) before arousing 
undue suspicion. Once freed from its teln, a teln host eventually 
recovers from the side effects of the infestation. Durability rat- 
ings and Ability Scores return at the rate of one per week. 


Tein LARVA TANGLE 

STR 1 (0) INT 6 

DEX 1 (0) WIL Б 

CON 2 PER 8 

Durability: 2/2/1/1 Action check: 7+/6/3/1 
Move: walk 2 #Actions: 1 
Heaction score: Marginal/1 Last resorts: 0 
Psionic energy points: 9 


Attacks 
Mind blast 10/5/2 d4+1s/d4+2s/d6+2s п/а 
— As host S 


Skills 

Knowledge [B]; Awareness [6]-intuition [12]; Investigate 
[B]-search [14]; Resolve [B]-menta! [5], Deception [B]-bJuff 
[10], ESP [G]-mind reading [8]; Telekinesis (6|—levitation [8], 
Telepathy [B]-cantact [10], mind blast [10], suggest [11]. 


TELN BROOD TANGLE 
STA 1 (0) INT 10 (0) 
DEX 1 (0) WIL 10 (+1) 
CON 3 PER 12 
Durability: 3/3/2/2 Action check: 10+/9/4/2 
Mave: walk 2 3 Actions: 2 
Reaction score: Ordinary/2 Last resorts 
Psionic energy points: 15 


Attacks 


Mind blast 18/9/4 d4+2s/d6+2s/d8+2s n/a 


‘As host 


Skills 

Knowledge [10]; Awareness [10]—/лїшйап [12]; Investigate 
[10]-search [12]; Resolve [10]-mental [14], Deception 
[12]-bluif [14]; Leadership [12]-command [14], ESP 
[10]-clairaudience (12), clairvoyance [12], mind reading 
[16], Telekinesis [10]-levitation [14], psychokinetics [14], 
Telepathy [12]-contact [18]. illusion [15], mind blast (18) 
mind shield [18], suggest [18]. 


Tein CLUSTER TANGLE 
STA 1 (0) INT 15 (43) 
DEX 1 (0) WIL 15 (+5) 
CON 5 PER 18 
Durability: 5/5/3/3 Action chack: 15+/14/7/3 
Mave: walk 2 #Actions: 3 
Reaction score: Ordinary/2 Last resorts: 4 
Psionic energy points; 22 


Attacks 
Mind blast 28/14/7 2d4+2s/2d6+es/2d8+2s п/а 


As host - =: 


Skills 

Computer [15]-5acking [18], Knowledge |15|-deduce [18]; 
Awareness [15]-intuitian [18]; Investigate |15]-search [18]; 
Resolve [15]-menta! [24]; Deception [18]-bluff (22); Lead: 
ership [18|-command [22]; ESP [15|-clairaudience [18], 
clairvoyance [18], mind reading [20]; Telekinesis {15|-levi 
tation [18], psychokinetics [18], Telepathy |18|-cantact [22], 
illusion [22], mind blast [2B], mind shield |24], suggest [24]. 


"Came ta the Oberon system and make your fortune. Riches 
beyond your wildest dreams!" 
-A Rigunmor Grid Ad 


Such were the promises of the Higunmor recruiting campaigns 
more than a century ago. The old propaganda posters and 
celebrity endorsements are common items in museums today, 
shining examples of the best marketing campaign in mankind's 
recorded history. These promotional items depict men and 
women working together in the mines of Lison for a few hours 
each day before retiring to the comfort of the pleasure domes 
on the planet's sunny surface. For the Vergers living in this sys- 
tem today, the words of those old advertisements and com- 
mercials are a cause for bitter laughter. 

‘The Oberon system is a large and complex one. It contains 
two stars, Titania and Oberon, set some 350 AU apart. Titania, 
the larger of the two solar bodies, is a blue supergiant. How- 
ever, no planets orbit this star—perhaps due to its great size 
and forceful solar wind. Oberon, on the other hand, possesses 
nine planets. Two of them, Spenner and Mindara, are near- 
molten worlds in close orbit to Oberon. Another three, Leen, 
Lison, and Hux, are terrestrial worlds with moderately distant 
orbits, Farther out, two gas giants, called Werth and Kreshaw, 
revolve arcund Oberon, and two rocky worlds, Iris and Norn, 
mark the edge of the system. Both of these planets could be 
former moons of Werth or Kreshaw that escaped into indepen- 
dent, though unstable, orbits, 

Lison is the center of human interest in the Oberon system. 
A first glance at this planet, however, would make such a state- 
ment seem unlikely, as Lison's ecology is only slightly more 
hospitable than the ecology of Überon's molten worlds. Like 
most of the inner planets in this system, Lison has become 
дау locked due to the inexorable slowing of its rotation; thus, 
Oberon’s radiation constantly bombards one side of the planet, 
while the other side lives in perpetual darkness. 


History 


Exploitation appears throughout the entire recorded history of 
the Oberon system. Humans came here in order to strip valu- 
able metals from Oberon's planets and moons, In the process, 
they have made themselves slaves of the system's economics. 

Rigunmor records, made public during the Second Galactic 
War, reveal that a group of independent scientists aboard the re- 
search vessel Cyclops were the first to visit the Oberon system. 
Reconstructed logbooks tell the story of a group of young re- 
searchers exploring this area of space in 2323. Apparently, 
these scientists wanted to make precise measurements of Tita- 
nia's outer corona and use the data to further their academic ca- 
reers, The curious explorers soon became sidetracked and 
stopped to map out the details of the entire system. 

What they found on Lison changed this system forever. 
After only 16 hours of surveying the surface, scientists discov- 
ered quantities of rhodium beneath the topsoil. Immediately 
upon making this discovery, the Cyclops departed for the Ten- 
dril system. Upon making starfall, they sent a message about 
their find to the Stellar Ring and immediately returned to 
Oberon. 

Unfortunately, an anonymous drivesat technician sold the 
information to another stellar nation. The greedy technician 
“erroneously” routed the researchers’ messages to the Aeneas, 


a Rigunmor battlecruiser patrolling the area. Three weeks 
later, the Aeneas arrived at Oberon and claimed the system. 
The Cyclops and its crew were never heard from again, and 
the Rigunmor Star Consortium explored Oberon and Lison. 


COLONIZATION 

Greed soon proved itself the most powerful force in the Oberan 
system. A fleet of twelve Rigunmor military vessels quickly as- 
sembled about the orange star. Within four months after the 
doomed Cyclops sent her message, the Rigunmor fleet had 
seized complete control of the system and instituted an imme- 
diate blockade: Foreign vessels were not permitted to enter the 
system. Meanwhile, high volumes of Rigunmor traffic, most of 
it shipping cargo, landed on Lison. 

Motivations of wealth and power made the work of setting 
up a mine on Lison pass by quickly—if not safely, 2519 saw 
the first rhodium mine begin production. In the haste sur- 
rounding the mine's construction, more than 1,000 technicians 
died in accidents, It is unclear whether those first miners were 
coerced, or if they volunteered for the task hoping to retire rich. 
Regardless, the long periods of work and substandard condi- 
lions bore a terrible cast in lives. The Rigunmors didn't finish 
construction of a functional colony with permanent living quer- 
ters until 2330. 

Leaders for the Rigunmor outpost soon found that the small 
population of miners on Lison severely limited production. By 
2334, more than a dozen fertile rhodium quarries sat quiet and 
unused. Fearing reprisals from the Star Consortium capitalists 
who wanted the mine to meet its projected rhodium output, 
Lison's governors struggled to increase the work force. Their 
first initiative offered bonuses and vacation time for the ‘pro- 
duction’ of children, and the plan met with a healthy amount of 
success. Still, a decade would pass before the Rigunmors could 
"harvest" a crop of humanity and put it to work in Lison's min- 
ing operations. 

Thus, they drew up a supplementary plan. In a brilliant fit 
of marketing, the Rigunmor governors hired publicists from the 
entertainment and political industries of the Stellar Ring. These 
professionals built Lison's now-famous image as a planet of 
opportunity, Throughout much of Old Space, Grid advertisers 
neglected to use pictures of Lison's ugly, cratered surface or 
dark subterranean shafts. Instead, they displayed images of 
miners working short days for excellent pay. Higunmor vessels 
had to make many trips to collect the thousands of volunteers 
desperate for a chance to make their fortunes. The population 
of Lison soon swelled to a million underpaid, overworked sen- 
tients of mixed species and nationalities. The Higunmor re- 
cruiters were well paid for each volunteer they brought to 
Lison. At best, they were liars and con artists; at worst, they 
conscripted citizens of all nationalities in the dark of night 
Nothing stood in the way of their greed. 


THe Seconp Gatactic WAR 


The Lisons’ experiences during GW2 were unique within the 
Verge. Unlike many of its neighbors, the Oberon system never 
truly experienced the Long Silence. Of course, the Rigunmor 
Star Consortium became just as entrenched in the intergalactic 
war as any of the stellar nations. Unlike most empires with 
Verge colonies, however, the Rigunmors thought their Verge 


asset too valuable to lose. Rigunmor warships, growing fewer 
in number, continued to patrol the system and protect Lison's 
resources, 


Rigunmor history texts express surprise and disgust at ће ac- 
tions of the colonists on Lison during GW2. How many Verge 
worlds begged for their parent empires to care for them? How 
many were protected from invasion or piracy? How many 
worlds devolved into barbarism and savagery without sup- 
port? These are the questions Rigunmors ask when criticizing 
the Revolt of 2373. 

From the Lisons' point of view, the revolution seemed in- 
evitable. More than 90% of the population had relocated to 
Lison under false pretenses (or were the children of those who 
had), and their loyalty to the Rigunmor government simply 
didn’t exist. Despite the riches in Lison’s crust, its miners saw 
very litle of its wealth, and their working conditions remained 
intolerable. Stories of cave-ins and losses in the thousands cir- 
culated despite official denials of any accidents. The presence 
of a strong military force was the only factor that held the 
planet together. 

During the war, the local Rigunmor fleet started to run short 
on both ships and personnel. They couldn't replace ships, but 
personnel was another matter; Lison boasted a large, if un- 
trained, population. In 2354, Guilder Canary opened his pro- 
fectorate government to young locals, Eventually, the Lisons 


filled positions on military craft, tna. Canary did not live to re- 
gret his decision. 

Nineteen years later, imported Lisons numbered more than 
half of those under Canary's command. The miners had found 
an outlet for their seething anger and unfulfilled greed-namely, 
military life. It wasn't long before they used it, A miner's strike 
in the city of Tribon met with the typical response from Guilder 
Canary. He ordered the military to silence the "radicals" It re- 
fused. The resulting revolt wasn't bloodless, but it was brief. 

In 2375, the destruction of the drivesat at Kendai sealed the 
Rigunmor decision, cutting the Verge off from the rest of civi 
lized space for more than a century. 


The reaction of the Oberon system's inhabitants to news of the 
stellar nations’ return to the Verge varied widely. A few indi- 
viduals, still thinking of Lison as their prison, saw reunification 
as a blessing of the highest order. Many of these Vergers 
hitched a ride with the Monitor as it made its way back from 
the Hammer's Star system in 2497. Most of the Lisons, how- 
ever, were surprised by the Heturn; they had forgotten their 
sufferings under the Higunmor regime. One hundred and 
twenty-four years of independence had passed (more than the 
lifespan of an overworked colonist), and a generation of Lisons 
had grown old under the new democratic government. Despite 
a fine educational system, none of the Lison youth had per- 
sonal experiences of the horrible conditions in Lison's past. 


TABLE 513: OBERON SYSTEM 


Spenner 

Oberon 

Class 5 

G1 (0.26 g) 

R3 (61 rem/day) 

AQ (trace) 

PO (0021 atm) 

H4/H0 (-211° to 496°C) 


Mindara 
Oberon 

Class 5 
6100290) 

B3 (48 rem/day) 
AQ (trace) 

PO (0.044 atm) 


Class 3 

B1(0.23 g) 

R2 (14 rem/wk) 

Аз (C0) 

РІ (021 аш) 

НЗ/НО (-180° to B9°C) 


Class 5 

B4 (3.15 g) 
B4 (28 rem/hr) 
А1 (Н, He) 
Ро (gas giant) 
HO (-218°C) 
12.04 AU 
164,232 km 
46.70 years 
39.88 hours 
36° 

024 


H4/HU (-228° ta 436°C) 


Lison 

Oberon 

Class 3 

G3 (1.84 g) 

R2 (B rem/wk) 

AlN, 

P2 (1.06 atm) 

H4/HD (-190° to 290°C) 


Leen 

Oberon 

Class 2 

G2 (1.14 g) 

H1 (04 rem/yr) 


АЗ ) 
P3 ЕА 
H2 (10.2%) 
0.76 AU 
15,614 km 
270.5 days 
548 hours 
14° 

033 

2 


Werth 
Oberon 

Class 5 

G2 (0.88 g) 
НЗ (43 rem/day) 
A1 (E, He) 
P5 (gas giant) 
HO (283°C) 
18.88 AU 
64,432 km 
91.70 years 
8.31 hours 
98° 

0.17 


Tris 

Oberon 

Class 4 

GO (0.14 g) 
AS (82 rem/day) 
АО (trace) 

РО (0.08 atm) 
HO (-240°C) 
23,54 AU 
4842 km 
12788 years 
53.6 hours 
172° 

036 

0 


Oberon 

Class 4 

50 (0.08 g) 

R3 (78 rem/day) 


The Monitor spent only two weeks in the Oberon system in 
2497. During those days, emissaries from the Galactic Concord 
and various stellar nations made numerous trips to Lison. 
These emissaries brought with them examples of the newest 
fashions, products, and technologies that Lison had never seen. 
In fact, the Rigunmor delegation would often hand out samples 
of finely crafted materials at public demonstrations; these sam- 
ples quickly became a mark of status; desire for Old Space ob- 
jects waxed. The campaign to win over the Lisons seemed 
successful. 

Three days before the Monitor was scheduled to make star- 
fall, calls went out for an immediate referendum on reunifica- 
tion with the Rigunmor Star Consortium. Despite the vehement 
objections of many—mostly older—Lisons, polls indicated that 
more than 66% of Lison's population would vote for assimila- 
tion inta the Rigunmar Star Consortium. 


‘The night before the referendum, the Rigunmor representatives 
held a clandestine meeting aboard the Monitor. In this confer 
ence, the Guilders, desperate to return a profit, laid out a quick 
timetable for the restoration of Rigunmor rule on Lison. Plans 
were set out for the arrival of Higunmor military forces to pre- 
serve the “transition government’ The Higunmor delegates’ 
language revealed their true intentions, however. Sentiments 
such as "The servants of our Consortium could be troublesome 
if they resist us’ and "Unskilled labor is easy ta replace, and 
then we wouldn't have to worry about this litle democracy” 
were bandied about frequently. 

Unfortunately for the Rigunmors, some agency had bugged 
the meeting, To date, the details of the cover! operation remain 
a mystery. Ülficially, Lison's government claims nn knowledge 
of the incident. Perhaps independent Lisons were behind the 
operation. Other theories point to agents of another stellar na- 
tion interested in seeing a Rigunmor defeat. 

Whoever it was, they sent the recording to a Lison media 
service, Hemarkably, the journalist who received the tapes sent 
copies to President Kevik instead of broadcasting them. 


Acting under presidential orders, the media suppressed the 
Rigunmor tapes, and the referendum to join the Consortium 
passed, President Kevik said nothing to disturb the referendum, 
and instead made plans to nullify the decision without starting 
а war. Meanwhile, officials were sent to meet with the Rigun- 
mor delegates and discuss plans for a mutual future, 

President Kevik met with representatives of the Galactic 
Concord and several stellar nations over the next few days. 
During the assembly, Kevik drafted a document recognizing 
Lison independence, He expressed interest in integrating Lison 
into a stellar nation within а few years. Seeing both an oppor- 
tunity for profit and a chance to wound the Rigunrnors, the stel- 
lar nations agreed to recognize Lison’s independence. Ава 
final step, the delegates drew up a plan for a Galactic Concord 
base in the Oberon system. 

Two hours before the Monitors starfall, the United Lison 
government broadcast the Rigunmor tapes over the planet and 
the system. The Lison populace was, to say the least, shocked 
that their recent allies demonstrated such a low opinion of their 
newest citizens. The Rigunmors’ low opinions of Lison govern- 
ment severely damaged their cause, and the Lison government 
annulled the referendum for reunification. An hour later, the 
Galactic Concord, the Ürlamu Тһеосгасу; and Insight led the 
twelve stellar nations in a simultaneous announcement recog- 
nizing Lison’s right to independence. 


The return of the stellar nations to the Verge has had a drastic 
effect on the order and stability of the Oberon system—as it has 
everywhere in the Verge. Already encumbered by overcrówi- 
ing, industrial pollution, and a capricious political system, the 
people of Lison must confront issues of integration and assim- 
ilation into the whole of a galaxy and its nations. 


Liscn's government reflects the simplicity of a human dream 
and the complexity of the realities of human interaction. After 
the revolt in 2373, the Lisons—like many people in the pasi- 
attempted to construct a completely democratic society. This 
technodemocracy, as they now call their political system, con- 
sists of an elected president, who controls the daily operations 
of the United Lison, and the citizens themselves, who form the 
only lawmaking body of the state Elected senators serve only 
to inform the public and advocate a position, but any citizen can 
propose a piece of legislation. When enough sponsors have 
been found, the entire citizenry votes on the legislation. 
History has proven that a completely democratic govern- 
ment eventually disintegrates into chaos or unites under a sin- 
gle dictator—or both. Teetering between both extremes, the 
United Lison State (ULS) has survived for more than a се 
tury-though challenges still remain. While the Lisons possess 
an almost fanatic nationalism and pride in their form of gor- 
ernment, their system is highly reactive and is subject to fre- 
quent ‘mood swings’ For exemple, a single mining accident 
brings forth dozens of proposals for increased regulation, and 
a single hostile encounter with a foreign power brings out de- 
clarations of war within minutes. This political structure is in- 
herently unstable, and it falls to the president to balance and 
moderate public opinion with good sense. 
Corruption remains another constant problem. The system 


depends on fast and accurate technology to gather each citi- 
zen's vote. Parties both domestic and foreign have infiltrated 
the United Lison State's mainframes in the past to alter the re- 
sults of an election. 


Under Kevik's administration, the state has remained relatively 
placid. Economic conditions have generally improved, and until 
recently the Lisons have had no real threats; they even view 
the pirates of Oberon as a part of their system rather than an 
external threat. However, Kevik’s moderate position has come 
under fire from both sides of the assimilation debate—espe- 
cially as the stellar nations move in to the system. Some citi- 
zens, even after the Higunmor experiences, desire а quick 
reintegration with a stellar nation; other xenophobes would go 
to war with them all. In his eight years as president, Kevik has 
gathered more political weight and power than any of his pre- 
decessors. Now it will largely fall to him to keep the United 
Lison State intact. 

‘The various stellar nations have also had mixed reactions 
to the political system of the ULS. ‘An interesting experiment" 


| was the most common remark heard from interstellar travel- 


ers. Others noted that such a system of government was 
‘doomed to fail’ 


The young Galactic Concord has found the Oberon system a 
good location to exercise its authority. Here, ties to stellar 
nations have largely dissolved, and the primary planet has 
grown independent. Yet, the system's resources attract ће in- 
terest of the greedy nations, and it is the Cancord's role to en- 
sure that small differences in opinion do not grow into open 
conflict that could spread out of the system. 

Concord Ambassador Cynthia Veil laid out her plan for the 
system soon after her arrival on the Monitor. Her first step was 
to categorize the United Lison State as officially independent. 
The ULS completed that step on its own, thanks to some deft 
political maneuvering. The next step, now under way, is the 
forging of formal diplomatic ties with the Lisons. The Concord, 
the Orlamu Theocracy, the Solar Union, and the Hatire Com- 
munity have led the way by opening the first embassies in the 
lison capital of Tribon. 

Veil sees the Concord’s involvement with the Lisons as nec- 
essary for their successful reintegration with the rest of the 
Stellar Hing. She believes that the Lisons’ wealth will eventu- 
ally force them to join themselves to a stellar nation. The con- 
slant onslaught of pirates and scavengers—not to mention the 
interference of the stellar nations themselves—will soon force 
this realization on the Lisons. 


The stellar nations are more than aware of Veil's position on 
Oberon’s future. Most of them can admit that the presence af a 
single strong stellar nation would work best for the future of 
he system; once established, it is unlikely that even the most 
aggressive of the stellar powers would provoke open hostilities 


| iver a single planet. With the exception of the Rigunmars—who 


птен that they have always owned the system-fhe stellar 
tations have supported Veil's plan to reintegrate the Lisons. Of 
turse, all of the nations are taking steps to ensure that they 
will be the ones to shepherd the Lisons. 


MicHaet КЕК 
PRESIDENT OF UNITED Lison 


Level 14 human Diplomat (Tech Op) 
STR (0) INT 10 (0) 
DEX 10 (0) WIL 12 (+1) 
CON B PEH 13 
Durability: B/8/4/4 Action check: 12+/11/5/2 
Move: sprint 18, run 12, walk 4 #Actions: 2 
Reaction score: Ordinary/2. Last resorts: 3 
Perk: Fortitude? 

! Kevik receives a —1 bonus to all Stamina~endurance checks. 
Attacks 


11тт сһ pistol 11/5/2 d4+2w/d6+2w/d4+1m НЇ/П 


Defenses 
CF short coat; 84-1 (LI), d4—1 (HI), 26-3 (En) 


Skills 

Modern [10)-pistol [11], rifle [11]; Vehicle Operation [8]; 
Stamina [8]-endurance (10); Business [10]-corparate (16), 
ilicit [12]; Knowledge [10]-camputer [11], deduce [14] lan- 
guage: Standard [15], Verge system: Oberon [13]; System 
Operation [10]-engineering; Technical Science [10|—mining 
operations [14]; Administration [12]-dureaucracy [15]. 
management [15]; Awareness [12]-perception [13]; Re- 
solve [12]-mental [14]; Culture [13]-diplomacy [14] Inter- 
action [13]-bargain [15], charm [15], intimidate [14]; 
Leadership [13]-command [14], inspire [18]. 


Once a successful free trader, Michael Hevik is the first man 
since the creation of the United Lison State ta hold the pres- 
idency for more than two consecutive years. He is now in 
his eighth year as chief executive, Although some see his 
penchant for speaking honestly and bluntly as a weakness, 
his ability to form coalitions and broad bases of support is 
matchless. Kevik is generally well liked by his constituents, 
and his personal magnetism and good nature have made 
others reluctant to oppose him. 

What most people don't know is that Michael bears a 
deep-seated grudge against the Higunmor Star Consortium 
for thelr actions during the Return, Hurniliating them during 
the final stages of the referendum simply wasn't enough for 
President Kevik. He wants to hurt them. 

Kevik is fully aware of Concord Ambassador Veil's desire 
to have the United Lison State become officially connected to 
a Stellar nation. Though he publicly shouts dawn any men- 
tion of stellar nation affiliation, Kevik has privately estab- 
lished a small coterie of high-ranking Lison officials and 
business leaders who are eager to add the wealth and tech- 
nology nf a stellar nation to their own. Kevik takes great 
pains to keep the existence of this secret ‘cabinet’ hidden 
from Ambassador Veil, and sa far has been successful in this 
regard. 

If the ULS joins a stellar nation, it will be one af Kevik's 
choosing. Although the Qrlamus, the Solar Union, and the 
Hatires have all made overtures to Lison, President Kevik 
has been subtly playing each against the other In addition, 
he has sent cut several attachés to the Nariac Domain. It is 
his ultimate goal to join with the Nariacs and complete his re- 
venge upon the Rigunmor Star Consortium. 


PauL NEXTLER 
COMMISSIONER, UNITED Lison MINING 


Level 8 human Tech 

STR 11 (+1) INT 12 +1) 
DEX 10 (0 WIL 10 (0) 
CON 10 ТЕН В 

Durability: 10/10/5/5 Action check: 13+/12/5/3 


Move: sprint 20, run 12, walk 4 
Reaction score: Ordinary/2 


#Actions: 2 
Last resorts; 1 


Attacks 
Unarmed-brew] 12/6/3 d4+1s/d4+2s/d4+3s — LU/U 


Defenses 
Battle vest: d6-3 (LI), 46-2 (HD, d4-2 (En) 


Skills 

Athletics [9]; Unarmed [10]-braw! [12]; Modern Hanged 
Weapons [10]; Vehicle [10]-/and [11], Stamina [10]-en- 
durance [1 1], resist pain [11]; Business [12]-carparate [15], 
illicit [13], Knowledge [12]- computer [13], language: Stan- 
dard [15] Verge system: Oberon [15]; Law (12); System 
Operation [12]; Administration [10]-Bureaucracy [11], 
management [12]; Awareness [10]; Street Smart [10] 
criminal [12] knowledge [12]; Deception [8]-bluff [9]. In- 
teraction |B]-bribe [10] charm [11] Leadership [B]. 


Cyber Gear 

Cyberlimb (Good, 13 STH in left arm): Adjust all Strength- 
based skill checks and damage when Nextler uses his left 
arm, 


Nextler walks the line between an engineer and politician. 
Three decades ago, a mining accident at station K24A4 left. 
him the only survivor of his team. After his injuries healed, 
Nextler became a spokesman for government supervision of 
the mine sites, While his call for increased regulation an- 
gered many of the avaricious, independent miners who 
‘were trying to get rich quick, those Lisons who had been 
miners all their lives echoed Nextler's demands. In this way, 
Paul Nextler unwittingly began his political career. He has 
recently been elected to the office of Commissioner—and 
now supervises the regulating body that his campaigning 
helped to create. 

Nextler is a hard-talking man who always stands hy his 
principles. His unwillingness to yield in the face of opposition 
has earned him much support, but it has also made him 
many enemies. Despite being in what some would consider 
a precarious political situation, Nexller takes his duties as 
Commissioner very seriously, and he works tirelessly to de- 
fend the rights of United Lison miners, 

Though he publicly supports President Keviks actions 
and policies, Nexiler doesn't completely trust ће former free 
trader, The Commissioner believes that Kevik uses the harsh 
realities of life as a ULS miner as a political football. While 
Nexler is willing to accept the President's stamp of approval 
on legislation favorable to the miners as individuals and ULS 
as a group, he suspects that Kevik would sacrifice the good 
of miners everywhere for political expediency, However, 
Kevik’s popularity with the general public has convinced 
Nextler to keep his opinions to himself. 


^C 


The Orlamus approach this problem simply. Since Veil 
places great stock in the ability of the Lisons to determine their 
own destiny, the Theocracy has laid out an offer for the Lisons 
that allows them great freedom. To date, this proposal includes 
domestic independence, an archbishopric, and monetary assis- 
tance. The Orlamu reputation for tolerance has won them sup- 
port on Lison. Kevik has authorized the construction of an 
Orlamist temple in Tribon. 

The Solar Union and Insight have followed the Orlamu ex- 
ample. To all appearances, a bidding war has developed as the 
three empires court the support of the Lisons and their presi- 
dent Unfortunately, once the ‘deal is done,” the Lisons must 
trust their new parent to keep up its promises. 

VoidCorp, on the other hand, plans to use a stick 
rather than a carrot The stellar corporation has added 
to the tension in the system by quietly conducting its own cam- 
paign of piracy on Lison's rhodium-burdened cargo vessels. 
Because VoidCorp’s privateers don't bear any markings, offi- 
cials haven't found any evidence of their involvement. In ad- 
dition to piracy, VoidCorp has tampered with the 
mainframes that electronically count the young technodemoc- 
гасуѕ votes. Finally, the stellar corporation has begun con- 
struction of a planetside installation on the unclaimed planet of 
Leen. With VoidCarp's significant resources behind the pro- 
ject, the United Lison State stands an excellent chance of los- 
ing a future asset. 

The Star Consortium’s presence in the system has remained 
remarkably inconspicuous, but most Lisons remain vigilant 
against any activity—especially petty revenge. So far, the 
Bigunmors have avaided such actions. They cannet have ther 
image so tarnished, lest others idly mock them. 


Fortune has smiled on the Lisons. Their planet has a resource 
valuable enough to attract the interest of the stellar nations. Be- 
cause of this, the mainstay of the economy revolves around the 
planet's conditions rather than its citizens. 


The primary industry of Lison is not mining, but survival. 
More than half of the economy is devoted to keeping its peo- 
ple alive on an unfriendly planet. Thus, most of Lison’s popu- 
lation lives underground. Government offices must constantly 
track the state of the subterranean atmosphere and send 
quick-response teams to repair the damage done by wayward 
mining or survey teams. High pay is necessary to lure sut- 
cessful oxygen runners, hardy workers who make trips to the 
planet's surface for needed oxygen, to continue in their per- 
ilous occupation. In addition, industrial heaters must warm 
Lison's cities, and government-run gardens fight a constant 
battle to reduce the amount of food imported from neighbor- 
ing star systems. 


Since survival consumes Lison's energies, it falls to the 
rhodium mines to fuel not only the planets mass reactors, but 
also its economic structures. As the prices of rhodium rise and 
fall on the galactic market, so da the fortunes of a United Lison. 
This vulnerability to economic warfare and price-fixing by has- | 
tile states has not gone unnoticed by Kevik or any of the Lisons 
leaders, 


Mining procedures are fairly simple. Typically, teams of a 
dozen miners dig out sizable cavities of rock, seal the recesses, 
and fill them with breathable air. For the next several days, 
Oxygen runners add more and more air as the miners exca- 
vate rubble in pursuit of rhodium veins. These veins are very 
thin and small, requiring precise measurements to pinpoint the 
location of the heavy metal. A good haul consists of 10 kilo- 
grams of unprocessed rhodium ore. 

The market value of this purified rhodium would support 
the team members and their families for an Earth year, but 
mining teams only receive a percentage of the market price. 
Distributors and refiners must first clear a profit, and the gov- 
ernment assesses a percentage, too. Most teams have spon- 
‘sors who fund their transportation, equipment, and licensing; of 
course these sponsors demand commissions for their efforts. 
All told, the best a mining team can hope to receive is 10% af 
market price. Thus, many of the more avaricious miners turn 
to illegal mining to make additional money, Otherwise, the stan- 
dard work month for legal miners on Lison consists of two 
week-long trips inta the deep mines. 

Each month, government surveyors constantly scan the 
planet and release information on good areas for future expe- 
ditions. Information on just how much rhodium is left in the 
planet's crust remains a closely guarded secret. Only President 
Kevik and Mining Commissioner Nextler possess truly accurate 
figures, Scientists place the lifetime of Lison's rhodium mines 
at anywhere from 30 to SOO years. 


Prior to 2497, Lisons sold rhodium exclusively to other systems 
in the Verge. In fact, the United Lison government sold rhodium 
at highly discounted prices, and succeeded in luring merchants 
to the Oberon system. On their way through, of course, these 
merchants sold various goods and supplies. 

Today, the Lison government continues its practice of offer- 
ing low rhodium prices to independent vessels. Nevertheless, 
the presence of the stellar nations has radically changed the 
nature of this business. Any of the stellar nations could pur- 
chase Lison's rhodium production for an entire year—and sev- 
eral of them would like to do so. Kevik will not be tempted into 
tying Lison's consumer market to a single stellar nation, how- 
ever. If the Thuldan Empire, for instance, were the only buyer 
of Lison products, the Thuldans could start dictating terms. So 
the Lison government continues to encourage independent 
commerce. 

All of this will change on the day that the ULS elects to tie 
its destiny with one of the twelve stellar nations. 


F 


Piracy in the Oberon system is so prevalent that it has evolved 
into a form of business. In fact, many of the pirates have ties 
to local merchants. Some of the pirates are former miners who 
gave up on the rhodium business, and others have families on 
lison itself. Only the most extreme of these outlaws engages in 
acts of wanton violence. 

Instead, most vessels caught by pirates find themselves 
subject to the Kind Tax. Named for the pirates’ current leader, 
the tax demands 20% of the ship's cargo as a standard fee. 
Most Lisons accept these pirates as an unfortunate fact of life. 
Some even view piracy as a sort of game, the goal of which is 
to make a rhodium run out of the system without being caught 
by the net of pirates near Hux and Werth. On the other hand, 


Tuomas Kind 
Pirate CHIEFTAIN 


Level 12 human Free Agent 

STH 3 (0) INT 10 (0) 
DEX 11 (+1) WIL 12 (+1) 
CON 10 PER 11 

Durability; 10/10/5 Action check: 13--/12/6/8 
‘Move: sprint 20, run 12, walk 4 Actions; 2 
Reaction score: Ordinary/2 Last resorts: 2 


Perks: Heightened Ability [Тү Danger Sense! 
T Kind receives а -2 bonus to all Awareness-perception checks. 


Attacks 

Unarmed 10/5/2 d4s/d4+1s/d4+2s 11/0 

15mm sabot pistol 14/7/3 2d4w/2d4+1w/d4+3m НИО 

Chainsword? 12/6/3 d8+1w/d8+2w/d4+1m En/0 
2 +d4 base situation die 


Defenses 
CF long coat: d4 (LI), d4 (HI), d8-2 (En) 


Skills 

Armor Operation [9]; Athletics [9]; Melee (9|-pawered [12]; 
Unarmed Attack [10]; Modern [11)-р/510/ [14]; Vehicle 
[11]-space [13]; Stamina [10]-endurance [11], resist pain 
[11]; Business (9|-illicit [13]; Knowledge [10]-computer 
[11], language: Standard {13}, Verge system: Oberon [13]; 
Law [10]; Security [10]; System Operation [10]; Tactics 
(10]-space [11]; Awareness [12}-perception [14]; Resolve 
[12]; Street Smart (12]-criminal [16]; Interaction [11]-4n- 
timidate [14], Leadership [11]. 


A dealer in rhodium, illegal software, and second gensra- 
tion cyberware, Thomas Kind acknowledges no one as his 
master. Here in the Oberon system, he is pretty much left tn 
himself, and he prefers to style himself as a businessman 
and entrepreneur rather than a thief or pirate. 

Kind has frequent conferences with President Bevik, and 
an odd sort of friendship has grown between them. Thomas 
Kind, in addition to being a freebooter and rogue, is also a 
registered, voting United Lison citizen. However, his genteel, 
exterior conceals the behavior of a known extortionist, thief, 
and murderer, To Kind, such conduct is a prerequisite for 
realistically and successfully doing business їп his field. 

President Kevik recently approached Kind and advanced 
the idea of creating a formal alliance with the Nariac Domain. 
The pirate chieftain hasn't offered an opinion either way—he 
is still running the numbers and weighing the benefits. Its 
clear that being affiliated with the Nariacs would allow Kind 
access to newer (and thus more profitable) cyberware, but 
he's not sure he's willing to risk the interference of a stellar 
nation in his business affairs. On the other hand, the Nariacs 
could offer a great deal of leverage against VoidCorp’s out- 
posts on Hux. Or, as another option, Kind could sell his 
knowledge about President evik's plans to the Higunmurs 
for a hefty price. 

Only time will tell which path he will take. One thing is for 
sure: As is typical of pirates (and most other people, for that 
matter), whichever route Kind chooses will he the ane that 
offers him the greatest advantage. If it happens to be good 
for Lison as well, that would be a convenient fringe benefit. 


Hux 
* Oberon 


Mindara 
Spenner 


none of the Arrivers has such a cavalier attitude. In fact, the 
Galactic Concord believes that it must eliminate the pirates. 

The leader of the buccaneers, Thomas Kind, saves most of 
his venom for those stellar nations trying to gain a foothold in 
the Oberon system. While President Kevik may have acceded 
to the deal granting VoidCorp access to Hux, Kind views it as 
“claim jumping” For decades, the pirates and independent 
traders—most of whom paid tribute to Kind’s organization—had 
sole use of Hux. Although the concentration of rhodium does: 
n't compare to that on Lison, enterprising merchants can still 
clear a profit here. Thus, the pirates have just ahout declared 
war оп VoidCorp in this system. 

Out here on the Verge, the pirates probably have the edge: 
They have more vessels in the local area, short supply lines, 
and the ability to react quickly. Ultimately, one has to question 
whether President Kevik was devious enough to bring this about 
intentionally. VoidCorp has made official protests to the United 
Lison government, but since President Kevik discovered Void- 
Corp's involvement in electoral tampering, his attempts to rein 
in Кіп corsairs have grown more and more halfhearted. 


Already tidally locked by Oberon, Spenner will fall into the 
star's corona in only a few blinks of the astronomical clack—at 
least several hundred thousand years. With each passing year, 
the planet creeps a few kilometers closer to oblivion. 

Few will mourn its loss. Spenner’s conditions are extreme; 
with no atmosphere to moderate Oberon’s radiation, the sun- 
ward side of Spenner bakes with intolerable heat. The dark 


side of the planet is actually quite cold. The planet itself hi 
valuable resources; its small supply of heavy metals mi 
mining expeditions unlikely. Last year, StarMech constructed a 
research base on Spenner to study Überon's magnetic fields 
and unusual solar storms. The base was established near the 
terminator between the dark and light sides of the planet. 


Mindara is Spenner's twin. Conditions on its surface are 
slightly more mild than on Spenner—though it's still devoid of 
life. Mindara's barren, cratered surface has yet to attract 
enough interest to warrant a base. However, the original 
Rigunmor government took advantage of Mindara's location ta 
construct a large orbiting refueling hase. The station collected 
significant amounts of solar energy and easily gathered hydro- 
gen from the solar winds that Oberon directs at Mindara. Dur- 
ing GW2, the station fell out of use and is now abandoned. 


If Lison is the king of the Oberon system, then Leen is its crown 
prince and heir apparent. The rhodium mines on Lison m 
it the political and economic center of the system. However, the 
tide will slowly turn. Lison's population continues to swell, and 
its ability to support human life is negligible. Artificially gener- 
ated food products and underground farming have their limits 
More important, one day the mines on Lison will run dry, and 
there will be no reason to stay. That's when all eyes will turn 
toward Leen. 


Thanks to the gravitational influence of its two moons, 
Leen is unique among the inner planets of this system. Unlike 
Spenner, Mindara, and Lison, Leen is not tidally locked; the 
planet's rotation and atmosphere evenly distribute Oberon's 
radiation. Ironically, the extremely high concentration of oxy- 
gen-which makes up 30% of the atmosphere-presents an 
obstacle to comfortable human living on Leen. However, some 
smaller life forms already dwell on the planet, and its seas 
teem with organisms. 

‘The ULS began sketching out plans for Leen more than a 
decade ago. Dozens of research ships have surveyed the third 
planet. Given Lison's wealth, terraforming the planet is pos- 
sible: The addition of enormous amounts of hydrogen will re- 
duce Leen's oxygen gas into harmless rain. Unfortunately, 
Lison didn't complete its long-term plans before the arrival of 
the stellar nations. Several stellar nations have released satel- 
lites over Leen, and their plan to found colonies and bases 
there is clear. If the United Lison State loses the race for Leen, 
its future could be held hostage. 


TRINKET AND BAUBLE 


‘Trinket and its sister Bauble are barren, cold, and airless 
moons one-tenth the size of Lison and one-fifth the mass of 
Leen, The ULS constructed a base on Trinket and uses it for 
observing conditions on Lison. 

Once the center of rule for the old Rigunmor government, 
Bauble’ has become synonymous with ‘tyrant’ in the Lison 
vocabulary. Alter the revolt, Lisons looted the Rigunmor settle 
ment and left it behind as a monument. Until recently, only cu- 
rious tourists and historians visited Bauble. Lately, scientists on 
‘Trinket have reported energy readings and unmarked vessels 
on the surface of the moon. 


Lison 


If greed were good, Lison would be heaven. Here the lust for 
wealth spawned a Rigunmor colony, which spread its disease 
in order to lure thousands of desperate souls. Even I was daz- 
dled by the famous rhodium vaults. During my stay, the Con- 
sortium tried several times to arrange debilitating “accidents” 
for me. The Rigunmor government doesn’t want the rumors of 
slave labor on Lison confirmed by reporters like me. Either 
that, or they were looking for another worker. 

-Cook's Guide to Open Space, Val. 13 (2364) 


Rhodium is used as the primary active enamel in mass reac- 
tors. Neutron bombardment of dark matter causes rhodium 
shielding to break into technetium, which suffers quickened nu- 
dear decay in the reactor. Thus, not only is rhodium rare and 
necessary in dark matter reactors, but its shield element dete- 
tiorates, requiring frequent replacement of rhodium. 

Singing the praises of an inert metal may sound senseless, 
but poets in Old Space laud rhodium as much as primitive so- 
cieties on Earth spoke af gold. The need for rhodium has made 
it a secondary currency; in fact, it has value in places where 
the Concord dollar may not. Without the rhodium, it is doubtful 
that anyone would choose to live on Lison. 


CLIMATE 


lisan's climate is too cold, its atmosphere too dangerous, and 
is heavy elements too radioactive. The surface of Lison is a 
hopeless wasteland, half-frozen and half-boiling, and its air 


Flag of the United Lison State 


consists almost entirely of nitrogen. Оп dayside, Oberon’s rays 
maintain a temperature well over the boiling point of water; 
thus, water on Lison's dayside is scarce, as it quickly boils 
away. On nightside, mercury thermometers freeze and burst, 
and oxygen condenses to form a pale blue ocean. This ocean 
of liquid oxygen is the primary source for breath- 
able air on Lison. Even though every effort is made to re- 
cycle air on Lison's colonies, the natural escape of gases 
demands the settlements constantly replenish their artificial at- 
mospheres. City governments pay exorbitant prices for enter- 
prising individuals to travel out to the nightside and collect 
liters of oxygen. Unfortunately, cold temperatures, radiation, 
and high wind claim about one-third of these oxygen expedi- 
tions. For this reason, United Lison uses convicted criminals to 
supplement the pool of workers willing to take the trip. 


GrotocicAL History 


The planets harsh environment is famous, and every Lison 
could reiterate the dangers of living on a planet torn apart by 
both superhot and supercold environments. However, Lison 
may have once supported life, as it wasn't always tidally locked. 
Over a billion years ago, it probably had a nitrogen-oxygen at- 
mosphere much like Earth's. But as the rotation of the planet 
slowly came to a halt, the nightside of the planet grew colder. 
More and more of the atmosphere condensed and fell to the 
surface as rain. As the moderating influences of its atmosphere 
waned, the process accelerated. Eventually, pure oxygen fell 
from the atmosphere. If any creatures had actually lived on the 
planet during this time period, they would have died. 

Опсе Lison's planetary evolution became common knowl- 
edge, several archaeological expeditions searched for signs of 
“pratide’ (before the planet was tidally locked) life. Despite a 
variety of interesting finds, scientists haven't discovered any- 
thing conclusive to date. In addition to scientific missions, many 
settlers on Lison's surface have reported alien sightings of all 
sorts. However, objective recording equipment has never cap- 
tured an image of these aliens. 


FLORA AND FAUNA 


There have heen few discoveries of native flora or fauna on 
Lison—though scientists have found fossils that they believe to 
be millions, or even billions, of year old. To many, the existence 
of these fossils confirms that the surface of Lison was once 
habitable 

Today, the most common form of life on the planet is the 
algae kept in the urban centers to recycle oxygen. Pools of 
algae are common everywhere, and each family and residence 
must care for a tank. These algae supplement the Lison diet 


Life on the surface is limited ta a small number of settlements 
strung out on the terminator between nightside and dayside. 
Locked in a perpetual sunset, these scattered and disorganized 
little colonies find themselves exposed to extremes of wind and 
radiation even though the temperature is moderate. Within 
their shielded domiciles, Lisons seldom remove their e-suits; 
sudden exposure to the conditions outside is a death sentence. 
These so-called ‘topsiders’ represent less than 5% of the 
planet's population. 

Thus, life on the surface is the exception rather than the 
rule, and popular opinion holds that surface dwellers don’t op- 
erate on full thrusters. The bulk of Lison society thrives in vast 
cities, miles beneath the crust's exterior. These cities are former 


LISON POPULATION 
116,611,042 StENTIENTS 


Human 84 
Orion 
Thuldan 
Orlamu f 3 
Rigunmor — 78. 0 
Solar 20 0 
VoidCorp X 0% 
с і 3 д 
Alien 
5 6 
27 Weren S3 


mining camps that have had their centers enlarged and 
cleared. Protected from the climate's madness, the subter- 
ranean Lisons lead normal lives. Visitors used to the open 
reaches of space typically find conditions underground harsh 
and oppressive. Native Lisons, however, have adapted to the 
conditions. The domed citie 
abitable world: Breathak 
and artificial light is abundant. In imitation of a blosp! tai- 
lored gardens and processing plants provide food sources and 
means of recycling oxygen. Housing, always 
panding cities, remains crowded and inconvenient. 

Where once the Rigunmor leadership paid little heed to t 
maintenance of comfortable (or even за! 
the miners, the United Lis ale hi orked hard to 
for the safety of its citizens. A series of government programs 
has ensured that life beneath Lison’s surface is not life in a 
tomb, 

Extending away from the core of these cities are kilometers 
of weblike caverns that twist in every direction, Lison miners 
have drilled most of the shafts, but a few of the caverns predate 
human presence on planet. On occasion, mining partis 
pursuit of rhodium strike one of these old caverns, Although 
they appear natural and weathered, their existence ne 
rhodium deposits remains suspicious. Many Lisons point to tl 
pirate Kind and his crew as the likely creators of those tunnels 

Many of the caverns reach up to the surface. Airlocks seal 
these shafts against the loss of their em 
checkpoints to control the 
Incidents of crime and oxyg 
ce of armed sentinels at each of the airlo 
Air Guard, as they are called, contains some of Lison's best 
armed and highly trained military personnel. In the event that 


a 


an enemy takes control of an airlock, the Air Guard can deto- 
nate explosives to destroy the surrounding tunnel. The Guard 
has carried out this final defense eight times in its history. 


In addition to caverns, mines stretch away from the cities in al- 
| most every direction. The working environment in Lison's 
mines has improved with each passing year, but they remain 
unpleasant. Cave-ins, suffocation, and worker riots claim more 
than 100 lives in the mines each month. Still, the ULS is en- 
tirely dependent on the rhodium trade, and the flow of rhodium 
must continue, Nearly one-half of Lison's population takes di- 
rect part in this mining, and even more wark in some way to 
support the rhodium industry. Today, the miners are organized 
into independent teams licensed by the United Lison govern- 
ment; each team's pay is based on the amount of rhodium that 
It mines, Word of a good vein of ore brings dozens of teams to 
the scene; thus, teams don't generally talk t2 one another about 
business, Unauthorized mining is illegal, dangerous, and un 
fortunately common, Anyone caught mining illegally suffers 
permanent reassignment to oxygen-running teams. 

With greed and demands for greater efficiency pushing 
them onward, many miners opt for cybernetic enhancements. 
Artificial lungs, genetically tailored eyes, and replacement 
limbs seem almost common in the city of Tribon. Black mar- 
kets dealing in rhodium and cyberware have joined forces, 
producing a vast network of illegal trade, 


The city of Tribon possesses the largest population in this sys- 
tem, Almost 60 million Lisons call the 300 square kilometers 
af multilevel passages home. Within the crowded metropolis, 
citizens must walk to their destinations. The city allowed per- 
sonal vehicles at one time, but the rising population of Tribon 
outpaced the city's expansion; there simply isn’t room for such 
vehicles, 

Tribon sits beneath Lison's terminator, between nightside 
and dayside. lis depth of 7 kilometers ensures that harmful ra- 
diation and winds do not plague the Tribonites. Fortunately, the 
Lion population has developed a remarkable resistance to 
claustrophobia; visitors are not so unaffected. 

The High Roed of Triban forms the most common route into 
the city. Only the High Road can support interstellar cargo traf- 
fic. This traffic must travel down into Lison's crust, making its 
way through a maze of tunnels and a series of protected air- 
locks. Extremely large vessels cannot navigate this route and 
must offload their cargo on the surface, where Lison vessels 
stand ready to deliver the cargo to Tribon. 

The government-owned Ortis Refinery, and most of Lison's 
industry, stands near Tribon’s upper side and the High Road. 
Thus, Tribonites have access to interstellar transports for 
rhodium shipping and goods from outside the Oberon system. 

The Ortis Refinery is the primary processing plant for all of 
the rhodium ore legally extracted from the planet. Nearby, sev- 
eral buildings monitor Tribon’s air levels and recycle air, as 
needed. Given the Lisons’ dependence on technology to create 
and maintain their artificial world, a certain paranoia has de- 
veloped around the oxygen recyclers. Doomsayers fear that 
these machines will fail or suffer sabotage. 

Besides serving as the economic center of activity for the 
planet, Tribon is the capital of Lison. The president lives and 
works in a series of buildings collectively called the Lower Hall. 
From here, Kevik carries out his duties. Well guarded against 


TURIN 215ЕЕ 
CoroNtt, LisoN AIR GUARD 
Level 9 mechalus Combat Spec 
STR 10 (0) INT 10 (0) 
DEX 13 (+2) WiL 8 (0) 
CON 10 PER 10 
Durability: 10/10/5/5. Action check: 15+-/14/7/3 
Move: sprint 22, run 14, walk 4 #Actions: 2 
Reaction score: Ordinary/2. Last resorts: 0 
Attacks- 
Unarmed 10/5/2 d4s/d4+1s/d4+25 1/0 


Quantum ril! 15/8/4 d4+3w/d6+4w/d6+1m En/0 
1 -d8 base situation die. 


Defenses 
Powered attack armar: d6+1 (LI), d8--2 (HI), d6+1 (En) 


Skills 
Armor [10)-powered [12]; Athletics [10]; Unarmed Attack 
[10]; Modern [13]-pistal (14), rifle [15]; Vehicle Operation 
[18]; Stamina [10]-endurance /11) resist pain [11]; Com- 
puter Science" (10); Knowledge [10]-computer [11], lan- 
guage: Mechalus [15], language: Standard [11], Verge 
system: Oberon [15], System Operation [10], Tactics 
{10)-infantry [12]. vehicle [11], Administration [8]; Aware- 
ness [9|-perception [10], Resolve |9]; Interaction [10]-in- 
ümidate Cu Leadership [10|-command [13]. 

Zisel receives а —1 bonus when using Computer Science. 
skills-pravided he can merge with the computer (this process takes. 
опе round), 


Cyber Gear 
NUack; enhance program (-1 bonus to all Modern Ranged 
Weapons skill chacks), 


The appointment of Turin Zisef as leader of the Air Guard 
came as no real surprise. Zisef had served most of his mil- 
itary career under Kevik’s leadership, and he shows the 
current president fierce loyalty. Most recently, Kevik and 
Zisef have met to discuss the reinforcement of the presi- 
dent's personal security force with Air Guard troops. 

Turin is a military officer of the first order, highly disci- 
plined and a formidable tactician. Though his number-one 
concern is the president's safety, Turin believes that he has a 
duty to protect all of Lison. As a result, he demands a great 
deal from his troops and does not rest until every soldier can 
‘meet his standards. Turin’s devotion to the Air Guard is re- 
turned a hundredfold by the women and men who serva 
"under his command. 

Recently, Turin has uncovered several plots to assassi- 
nate President Kevik, but all rooted in radical Verge sepa- 
Tatist groups protesting the Concord’s presence in the Oberon 
system. What worries him more, however, is the presence of 
highly placed government officials who may have more on 
their minds than simply beating Bevik in an election, Al- 
ready, Turin has compiled a lisi of possible traitors to the 
cause of a free United Lison State—including Commissioner 
Paul Nextler. What he does with that list remains to be seen. 
Certainly if Kevik were to die prematurely, the colonel’s po- 
sition and popularity might allow him to seize control. 


intrusion, Lower Hall was built on the city’s bottom edge, away 
from most of the exiting tunnels. Lower Hall's neighbor is the 
‘Tower of Equality. The Tower transmits information to all of 
Lison's citizens, allowing them to communicate freely with one 
another and with government representatives. It also houses 
most of the state's recognized media. 


RAPHAL 


Raphal's 300,000 inhabitants have surrendered to corruption 
and illegal practices. While ULS authorities officially control the 
city, a collection of competing gangs and criminal organizations 
represent the greatest source of power. All of the gangs owe 
some kind of allegiance to Thomas Kind’s pirate organization 

Raphal is located on the opposite side of the planet, along 
the terminator, from Tribon. Generally, the city contains many 
of the same structures and features as Tribon—including a pub- 
lic hall, a refinery, a hospital, and numerous gaming and drink- 
ing establishments. The cost of goods is generally higher and 
the standard of living lower than in Tribon. 


THe Grip 


The Lisans do not have a complete Grid system; instead, they 
make use of high-frequency carrier waves to communicate 
with one another over the surface of the planet. It is through 
this more primitive network that the Lisons stay abreast of 
news and cast votes on the day's referendums and proposed 
legislation. Ironically, this archaic system has made it more dif- 
ficult for outsiders such as VoidCorp to tamper with the 
Lison's technodemacracy. 


Hux 


Like Leen, the tiny planet Hux is not tidally locked. Still, Hux's 
distance from Oberon has chilled its surface into a dry, arctic 
environment. Explorers have discovered trace amounts of 
thodium on Hux, but nowhere near an amount comparable to 
that found on Lison. Neither the old Rigunmor custodians nor 
the current United Lison governments saw any need to develop 
Hux's resources. 

For years, independent miners and pirates visited this un- 
guarded planet. They dropped explosives to strike its surface 
and dig up rhodium. Today, VoidCorp has negotiated a contract 
with the Galactic Concord and United Lison to cultivate Hux. In 
return, the Lisons gain access to more advanced technologies. 
The blast-mining system for extracting materials has changed 
litle. VoidCorp satellites fire drilling beams from orbit into the 
surface, and then mining vessels descend to sift through the 
rubble. 


KRESHAW 


Kreshaw possesses a prodigious size and mass for a Jovian 
world; it is slightly larger than Jupiter in the Sol system. Kre- 
shaw's gases are fairly common, but its extremely fast rotation 
is quite unusual. In fact, Kreshaw spins about its axis every 
three hours. As a result, the planet's shape has become oval, 
with matter bunching at the center away from the poles. 


KresHaw’s Moons 


Kreshaw’s gravity field is unpredictable and destructive. The 
ring system about the gas giant is sparse, and only three tiny 


A3 


moons—Hachle, Tin, and Jess—have survived. Exact predictions 
of the moons’ orbits have proven erroneous, yet scientists do 
not seem eager to study the area further, Even the stellar 
nations have yet to advance a claim. Nevertheless, traffic in this 
area of the outer system remains relatively high, leading many 
to believe that a group of independent settlers has established 
some sort of outpost. Given the volume of smuggling in the sys- 
tem, many believe that an organization of pirates has estab- 
lished itself on Tin or Jess. 


WERTH 


Classified as а sub—Jovian world, Werth is the outermost planet 
in the Überon system. It has received little attention to date, and 
scientists have yet to visit most of its moons. Interestingly 
enough, Werth has collected neon in large proportions. During 
frequent electrical storms, the planet will flare up, its brilliance 
escalating by several orders of magnitude. This gas giant has 
a bright green color, and much of its light reflects into its ring 
systern-especially during electrical storms. 

The Orlamu Theocracy has opened negotiations with the 
United Lison State and the Galactic Concord to secure rights to 
Werth and its moons. President Kevik demonstrated initial re- 
luctance, however, stating the need for staged development. In 
the past few months, the Orlamu negotiators have sweetened 
the deal, offering Lison the option of entering the Theocracy as 
a client nation. This would allow Lison to call upon the Theac- 
racy for assistance in time of need. Under this provision, the 
United Lison State would maintain an independent military 
force that would receive significant financial support from the 
Orlamus. і 

Kevik has yet to answer this most recent Тһеосгасу pro- 
posal, Many Lisons wonder why the Theocracy finds Werth so 
valuable; others believe that the Orlamus simply want to hurt 
their old wartime enemies, the Rigunmors. 


WerRTH’s Moons 


Five moons orbit Werth—though none of them are habitable. 
The closest moon, Hymn, has a diameter of over 100 kilome- 
ters and is the only one of Werth's satellites with an atmos- 
phere. In fact, Hymn’s atmosphere of nitrogen, nitrous oxide 
and neon is so thick that no one has yet seen its surface. How- 
ever, radar probes report a mountainous surface underneath 
its cavering. 


Iris has litle to draw mining prospectors, but the ULS took a 
passionate interest in the litle planet shortly after 2497. In two 
years, settlers have established a small domed city an Iris 
cratered surface. One hundred scientists, each with military 
training, live in this dome. The station's purpose is simple: А 
acts as an early warning system against incoming ships—es- 
pecially Rigunmor ones. 


This planetoid of iron and silicon escaped Kreshaw’s orbit a 
few thousand years ago, but Norn's eccentric orbit will guide it 
to smash into its former parent in 2503. Whispered rumors tell 
of a hidden pirate base on this small planet, but no one has 
been able to confirm this. 


KRELLA Dosit 
SENATOR, TRIBON DisTRICT 
Level 8 weren Diplomat (Combat Spec) 
STR 14 (+2) INT 11 (+1) 
DEX 7 (0) WIL 10 (0) 
CON 11 PER 12. 
Durability: 16/16/8/8 Action check: 11+/10/5/2 
Move: sprint 18, run 12, walk 4 +#Actions: 2 
Reaction scare: Ordinary/2 Last resorts: 3 


Perk: Filthy Rich Flaw: Obsessed (Extreme) 


Attacks 
Unarmed—power 18/9/4 d4+2w/d4+4w/d4+2m Ш/П 


Defenses 
Armor: none (LI), none (HI), none (En) 


Skills 

Armor Operation [14]; Athletics [14]; Unarmed |14|-power 
[18]; Stamina |11]-endurance! [12]; Business [11]; Knowl- 
edge (10]-computer [12]. language: Standard /14) lan- 
guage: Weren [12] Verge system: Oberon [14]; Law; 
System Operation (11]; Technical [11]-mining operations 
[11]; Administration [10]-management [14]; Awareness 
[11]-perception [13]; Resolve [12]-mental [14]; Culture 
(13]-diplomacy (14); Deception (12); Interaction [12]-bar- 
gain (14), charm [13], intimidate [15]; Leadership [12)- 
command [14]. 

1 Apply a —1 bonus to all Stamina- endurance skill checks, 


Gear 
Formal clothing, cellular phone, computer gauntlet, skycar. 


Dne of United Lison's 27 senators, Dosit views it as her per- 
sonal responsibility to defend her planet from all harmful 
forces. Her zealousness іп protecting the status quo has 
made it more and more difficult for her to gain the support 
of the citizenry since the return of the stellar nations. Dosit 
often finds herself relying on her sheer physical presence to 
bully others into supporting her positions. Still, as leader of 
a faction that would like to avoid all contact with the return- 
ing stellar nations, Dosit enjoys a healthy popularity: 

Krella strongly objects to what she perceives as President 
Kevik's pandering to the wishes of the stellar nations—espe- 
cially the Galactic Concord. Though she officially denounces 
acts of violence against representatives of the stellar nations, 
Krella hes received several secret invitations from radical 
groups such as Concord Free Now-invitations that she is 
having a harder and harder time refusing, 

The senator gruff personality and fierce temper make 
friendships difficult for her to maintain. In her years of ser- 
vice ta the ULS, she has grown accustomed to personal sali- 
tude and a lack of social activity. Still, she enjoys the 
company of other like-minded individuals and generally 
grants warm receptions to those who work toward a com- 
pletely independent Lison. She has no reservations about 
displaying her scorn for those who welcome reunification 
with any stellar power. 

Firella practices her martial arts frequently; she has re- 
fused to employ bodyguard despite several threats on her 
life. 


The Oberon system has gained a sense of its own potential in 
recent years, and public confidence is riding high in the wake 
of the embarrassment of the mighty Rigunmor empire. Many 
bold petitions for legislation circulate in coffeehouses, bars, and 
closed meetings among the military and political classes. 


SHIPMENT Lost 

A shipment from Lison heading to the StarMech Collective on 
the heavy freighter SMS Matador never arrived at Tendril; in- 
stead, an emergency signal beacon was discovered near the 
gas giant Werth. The empty hulk is currently in a decaying orbit 
around the planet. The White Comet freight consortium is look- 
ing for a salvage crew to repair and return the hulk, and it hes 
offered a $100,000 reward for information leading to the ar- 
rest or destruction of the pirates responsible. 


\TES OF LARE WAR 


Magnor Pendrill, the self-declared ‘Admiral of the Hux Defense 
League," has led the third in a series of raids against VoidCom 
shipping and mining installations in the outer belts of the 
Oberon system. Praclaiming that the "Independent Union of Hur’ 
has authorized the use of lethal force, Pendrill put all VoidCom 
shipping in the region on notice. VoidCorp media representz- 
tives had no comment, but a shipping officer indicated he ex- 
pects no further disruptions. 

Insurance rates insystem have doubled as a result of the 
news, and several shipping companies are hiring escorts to 
protect their vessels. 


IES OF GRID ATTACKS 


ULS gridpilots have traced a number of recent attacks on the 
electoral Grid to shadows spun from Karnath. The sophistication 
and widespread damage to the ULS electoral and bureaucratic 
mainframes indicates that the attacks were presumably orches- 
trated by mercenary mechalus gridpilots brought in from the 
Stellar Ring by the Higunmor Star Consortium. The damage 
could have been much worse, but an unknown group of blaz- 
ing orange Grid shadows drove away the attackers. While ULS 
investigations continue with the assistance of Concord Adminis- 
trator gridpilots, no details are being released to the public. 


HEROES OF OBERON 
The residents of the Oberon system have lost the Higunmor lust 
for making profits at any price. The miners who survived the 
grueling labor of their Rigunmor ‘masters’ have given rise to a 
sophisticated and tough new generation. Any native of this sys- 
tem gains a +1 increase to his Will Ability Scare. 


CSV Bodkin (PCS 3931), 


ut 


Length: 45.5 meters 
Beam: 44 meters 

Mass: 1,120 metric tons 
Crew: 12 enlisted/3 officers 


Bridge 
Captain's Cabin 
Officers’ Cabin 
Crew Quarters 
Weapons Compartments 
Mess Decks 
Galley 
Crew Berthing Compartment 
Computer Compartment 

10. Main Engineering 

11. Airlocks 

12. Auxiliary Machinery Rooms 


Concord Blade-class Scout 
Compartments: 6 

Dur: 3 Command Point-defense gun (1/1) 
Maneuver Rating: -1 Good computer core (2/0) 
Ace: 3 Mpp Multiband radar (0/0) 
Cruise Speed: 2 AU/hour EM detector (0/0) 
Berthing: 12 Radio transceiver (0/1 
Armament: 2 mass cannons Reentry capsule (0/0) 


Range 5/10/15 Mm) , ) 
d6+2s/d6+1w/d6+3w (Ш (pA) a Mm pasear) anb 
Defenses: Point-defense gun Airlock (0/0 
Armor: Moderate neutronite (3 dur) 5-7. fuxliary Mass reactor А 
| d6+1 (LD, d6+1 HI) d6 (En)  Autosupport (0/2) 
| Computer: Good computer core, Gand navigation 8-10 Auxiliary 2 Mass reactor (2/0) 
| and sensors dedicated computers Airlock (1/0) 


Engines: Induction engine 11-14 Weapons Mass cannon (2/3) 
Power: 2 mass reactors rated for Mass cannon (2/3) 


atoiak of 15 power fautore 15-20 Crew Crew quarters (2/0) 
UU" 5 light-years per starfall $ 


Compartment Systems (Dur/Pow) 


The story of Hammer's Star is a tale of woe still in the making. 
From its initial discovery by Borealin explorers to the aban- 
donment and ultimate destruction of its Borealin colony, Ham- 
теге Star is a system whose tragic history unfolds with the 
blood of innocents. 

The Hammer's Star system contains a young, yellow 85 
star and four planets. Eruelt, the farthest planetary body, is lit- 
lle more than an asteroid captured by the star's gravity. Iniad, 
orbiting closer to the yellow star, is a gas giant that ranks 
among the largest planets in existence, If Iniad's size were to 
double, the planet could almost classify as a star. Iniad's grav- 
ity well is responsible for the destruction of two planets, their 
wreckage has formed asteroid belts on both sides of the gas 
giant. The larger Vicek Belt lies farther out in the system be- 
yond Iniad, while the less populous Hevik Belt is closer in. 

Platon, the third planet of this system, is a small gas giant 
that must forever fight the solar winds of Hammer's Star to 
preserve its thick cloak of helium and hydrogen. In addition, 
Platon possesses one of the more interesting satellites in the 
system. Its third moon, Arist, has equatorial temperatures av- 
eraging -50°C. Thus, it can serve as a haven—albeit a chilly 
one—for life. 

Spes, the closest planet to Hammer's Star, has attracted the 
most interest to the system's visitors. Spes's stellar positioning 
and moderate climate make it an ideal sanctuary for sentient 
life, and it was to this planet that the first Borealin explorers 
came. 

Despite its obvious importance, Hammer's Star isn't truly 
the primary stellar object in this system. Nearly 323 AU from 
Hammer's Star lies a black hole called the Pit. The gravitational 
power of this black hole traps Hammer's Star and its planets 
in long, winding orbits that last thousands of years. 


HISTORY 


Uncovering the events of Hammer's Star's past has been the 
objective of the Galactic Concord and the stellar nations since 
they returned to the Verge. For the most part, this has proven 
to be a simple operation; until 2489, the system's inhabitants 
kept exhaustive records. The mystery remains, however, as to 
what exactly happened in Hammer's Star during that last 
year—and what is happening now. 


EXPLORATION 


Verge exploration reached its peak by the end of the 2330s 
and started to decline. After only two and a half decades, the 
great expansion of the Interbellum was ending. In short, the 
time had come for the stellar nations ta stockpile their re- 
sources for war, and none of them could afford to waste the 
time, effort, or driveships to explore the unknown reaches of 
space. 

For the independent explorers who made their living 
through contracted investigation of the Verge and other fron- 
tiers, it was the end of an era. Spes Research Association 
(SRA) was one such organization of trailblazers. The SRA had 
already sent out a dozen expeditions into the Verge—including 
an expedition that discovered and explored the Hathorn star 
system for the stellar nation Utopia Now. By 2339, exploration 
had slowed so much that the SRA was forced to solicit funding 
from all of the 24 nations then in existence. Even though the 


Pit lay only 35 light-years from ће БАА last exploration of 
Hathorn, Utopia Now and the other stellar nations declined any 
support. Prospects looked grim for the SHA. 

Of course, not everyone saw the coming conflict as clearly, 
The Borealis Republic continued to fund explorations into the 
unknown, heedless of what violence ће future would bring. lt 
might be more accurate to say that the Republic, still celebrat- 
ing its revolution and rebirth, stubbornly refused to lock ahead 
and see the possibility of a Second Galactic War. 

Still, securing a grant from the Borealis Republic was no 
eesy task. Dozens of corporations and hundreds of private in- 
dividuals were competing and soliciting for shrinking research 
budgets. The Spes Association offered numerous incentives to 
its funding sources—including an offer to berth representatives 
of each supporting stellar nation on board its Orlamu-built ves- 
sel, the Lightbringer, so that they could witness the SHA ex- 
plorations firsthand. The SRA also surrendered part of its 
"traditional" rights to name planets and moons discovered dur- 
ing the journey, Ultimately, these offers didn't secure the funds 
necessary for the expedition, and in 2340 the Spes Association 
cobbled together a desperate, final proposal to split the funding 
equally between the Ürlamu Theocracy and the Borealis Re- 
public. Both nations agreed. 

Joined with their national observers, ће SRA's expedition 
left the Stellar Ring and arrived in Tendril to begin its explo- 
rations. А 10-system tour at the distant edge of the Verge led 
the Lightbringer on a meandering course right toward its sin- 
gular goal- the Pit. In February 2341, with rumors of an in- 
terstellar war chasing them all the way, the multinational force 
arrived in the Hammer's Star system and discovered its four 
planets. The Spes Research Association, as leader of the expe 
dition, named the first planet, which was also the ninth and last 
Class 1 world discovered in the Verge. The world, called Spes, 
was an Earthlike planet home to abundant single-celled life. 
The Orlamus and Borealins on board the Lightbringer chris- 
tened the other three planets and the system’s asteroid belts. 

Trouble occurred not long after. The Borealin contingent 
wanted to spend months devoted to the investigation of Spes, 
as it promised its own unique discoveries and wonders, The 
Borealins also wanted to enjoy planetary living after enduring 
months of cramped conditions on the Lightbringer. The Orla- 
mus, meanwhile, demanded that the expedition’s leaders press 
on to the Pit, which was the reason that the Theocracy agreed 
to fund the effort in the first place. The black hole, with its ac- 
cretion disk easily visible from Spes orhit, produced energy in 
frequencies that no one had predicted, and the curious Orlamus 
wanted answers. 

The crew of the Lightbringer decided to split their efforts. 
The Borealins and a few SHA officers remained on Spes with 
some shuttles to continue their work, while the Orlamus trav- 
eled to a point not far from the Pit. Fifteen days later, the Bo- 
realins on the planet received a radio signal from the Pit The 
communications officer of the Lightbringer reported that the 
ship had been damaged and couldn't escape the singularitys 
gravity well. A month passed on Spes before the supplies of 
food and water ran cut. Unfortunately for the Borealins, Spes 
required some terraforming before it could produce food edi- 
ble to humans. The Borealins surmised that the black holes 
tidal forces destroyed the Lightbringer when the vessel ap- 
proached too close to the Pit, and they included this informa- 
tion in their planetary logs. Without food they could safely eat, 


| the planet-bound expedition didn't expect to survive for long 
They were right. 


Six months later, Borealin craft came to the Hammer's Star 
system to investigate the disappearance of the Lighthringer and 
its Borealin observers. On the surface of Spes, they found the 
remains of 19 Borealins and twelve SHA employees. The re- 
covery team was torn between the excitement of finding a hab- 
itable world and grief over the loss of their citizens. They left 
the Borealin camp behind as a monument and a marker to in- 
dicate a Borealin claim to Spes. 

A year later, in August 2342, Borealin colonists descended 
| to the surface of Spes. Whereas before the Borealin govern- 
ment was ambivalent about participating in the Spes voyage, 
now they praised its success. The Republic spared no expense 
to assist in the development of its new Verge colony—as it was 
built on the only habitable world in the region. Moreover, once 
| Borealin leadership realized that war was imminent, Spes rep- 
resented a sanctuary for them in case the Republic foundered. 

The careful colonization plan occurred in several steps. 
First, the Republic's planetary engineers excised a mild con- 
centration of harmful gases from Spes's atmosphere. Once they 
cleared the air, the colonists established a city-named Silver 
| Bell for the shape of the mountainous plateau on which it 
rested-and burned out the native flora and fauna. The Bore- 
alins were in too much of a hurry to consider a more time-con- 
suming integration. 

Silver Bell rose in record time. Its engineers designed the 
city as a stronghold. Mountains cloaked the settlement on three 
sides, and its single land-based approach involved a steep 
grade easily monitored and protected. The Spes colony could- 
n't completely protect itself from space-based attacks, but pow- 
erful orbital defense satellites provided it with a level of 
protection that few Verge colonies could match. In addition, tun- 
nels dug deep into the mountainside provided a haven 3 kilo- 
meters beneath the surface in the event of attack. In its first 
four years, the fortified walls of Silver Bell were torn down 
twice to allow for additional growth. Almost 300,000 Borealins 
emigrated to the edge of human space. By 2345, the Spes 
colony looked safer than the Stellar Ring. 

One of the last gifts of the Borealis Republic arrived in Dc- 
tober 2345, less than six months before the Mutant Uprising 
would incite the Second Galactic War. Even as the Borealis Re- 


Taste $14: HAMMER's STAR SYSTEM 


Spes Platon. Arist Iniad Bruelt 
Primary Hammer's Star Hammer's Star Platon Hammer's Star Hammer's Star 
Planetary Class Class 1 Class 5 52 Class 5 Class 4 
Gravity G2 (1.21 g) G3 (1.30 g) (0.81 g) G4 (3.40 g) G1 (0.21 g) 
Radiation R1 (0.08 rem/yr) R2 (8 rem/wk) 3 (17 rem/wk)  R3(77rem/day) ВЗ (5 rem/day) 
Atmosphere A2 (№, 03) A1 (H,, He) A2 N, D.) A1 (H,, He) AD (trace) 
Pressure P3 (1.13 atm) P5 (gas giant) P2 (0.35 atm) PS (gas giant) PO (0.003 atm] 
Heat H2 (283^ С) H1(-104.8* Г) H1 (-671° C) HO (-1872* C) НО (-233.7° С) 
Orbital Distance 0.88 AU 42 AU 1,121,000 km 6.20 AU 31.08 AU 
Diameter 11, 640 km 43,400 km 9640 km 250,800 km 2,802 km 
Year 3177 days 651.3 days (37.18 days) 18.27 years 182.58 years 
Day 18.06 hours 4B.22 hours 18.0 hours 12.88 hours 6.4 days 
Axial Tilt 14° zit 14.1° g 25° 
Density 1.21 0.38 1.04 
# Satellites 2 B 0 


public reluctantly girded itself for маг, it hoped ta preserve 
contact with its distant city. So, at great expense, the Republic 
constructed a drivespace communication relay in orbit around 
Spes. Coupled with the relays in the Aegis and Tendril systems, 
the drivesats of Hammer's Star gave hope to both the Borealins 
in the Stellar Ring and those оп Spes. The colony could still 
reach out to its distant parent in the event of trouble, and the 
Republic could listen comfortably to the growing success of its 
faraway colony even as war threatened the Stellar Ring. 


Even as Borealin replenishment vessels grew fewer in number 
through the latter half of the 2340s, the drivesat served its pur- 
pose. In the Hammer's Star system, the inhabitants of Silver 
Bell were almost self-sufficient. The first crap harvests, facili- 
tated by the Borealins’ success at adapting and engineering 
well-known flora and fauna for healthy, stable growth on Spes, 
were an unparalleled success. Trade with nearby star systems, 
utilizing the colonists’ few driveships, secured what few re- 
sources the colony didn't have. 

In 2351, the failure of the drivesat relay in the Tendril sys- 
tem cut the link between the Verge and the Stellar Ring. At first, 
the colony didn’t feel any measurable result from the loss of 
communications. The Borealins could still contact the Aegis 
system, and its colonists reported that everything was fine. 

Spes continued to grow and develop, thanks to a continued 
influx of refugees from other Verge systems and beyond. The 
leaders of the Silver Bell colony allowed these immigrants to 
build their own settlements on Spes or to join the established 
city. In either case, new colonists had to obey Borealin laws. 
Many of these newcomers sought a place of refuge as the Long 
Silence brought out the worst features of humanity, Thraugh- 
out the Verge—especially at the loneliest and farthest corner of 
the frontier-crime and piracy spread like cancer. Several 
criminal groups established homes on Arist or the Vicek Bell, 
and the planetary defenses orbiting Spes repelled attacks on a 
weekly basis. Underpopulated Spes presented a ripe target. 

Hopes on Spes were further raised with the appearance of 
a Borealin battlecruiser in 2359. Jangir Batra, captain of the 
Abstraction, reported thet his vessel had been routed during a 
conflict with the combined forces of the Thuldans and Hatires. 
Cut off deep within enemy territory, the Abstraction had spent 
a year navigating the “front” of the war as it made its way to 
Hammer's Star. What Captain Batra and his crew refused to 


speak about was their cowardice, The first few conflicts with 
fhe Thuldans had gone badly, and rather than watch the Re- 
public become the latest victim of the Thuldan war machine, 
Batra fled from the fight and the Stellar Ring. 

‘To the ignorant citizens of Spes, the Abstraction represented 
a champion. The single battlecruiser bolstered the planet's de- 
fenses considerably, and its 25-light-year range, previously 
only matched by bulk freighters, promised an improvement in 
sale trade with the rest of the Verge. 


STRUGGLE 


Unfortunately, the Abstraction ranks as one of the last good 
things to happen to the Hammer's Star system. Dark times had 
come to the Verge, and even the noble battlecruiser couldn't 
protect Spes. Word came of a civil war in the Algemron sys- 
tem, previously a trading partner with the Borealins of Spes. In 
addition, colonies throughout the frontier were failing, as Spes 
traders discovered to their dismay. The smaller colonies, 
among which Spes grouped itself, were especially vulnerable. 
Some fell apart from within, while foreign nations and powers 
attacked others. The Second Galactic War spread death to 
many systems in the Verge. 

In 2367, the denizens of Tendril repaired their drivesat, and 
the citizens of the Verge could once again reach out to the Stel- 
lar Ring. Word came of the great alliances of the war, and 
many new combats arose in the Verge to reflect the war be- 
yond. Since the stellar nations couldn't turn aside from their 
war to support the Verge settlements, the contact did litle to 
improve affairs. 

For Spes, the restoration of contact came at а terrible price, 
‘The leaders of the Borealis Republic denounced Captain Batra 
and the Abstraction's crew. The response to this news divided 
the Spes colonists. In the eight years since Batra's arrival, 
many had learned of the real circumstances of the battle- 
eruiser’s flight from the Stellar Ring. However, the Abstractinn's 
contributions to the defense of Hammer's Star—even if moti- 
vated by guill-had won them allies. Others pointed to the 
crew's outright cowardice and wondered aloud how long the 
colony could trust the Abstraction if it was so willing їп aban- 
don its obligations. Under orders from leaders on Sapphire, 
Borealin officers on Spes ordered the arrest of Captain Batra 
and his commanding officers. After а brief exchange of batter- 
ies, the Abstraction vanished into drivespace, never to return. 

‘The subsequent weakening of Spes defenses did nothing to 
make the passage of years easy on the Barealins. Despite a 
fertile environment and a lush planet on which to expand, the 
population of Spes stabilized at just over one million inhahi- 
tants. Under the constant threat of attack from pirates and for- 
eign nations, the stubborn guardians of Silver Bell did their best 
to survive. 

As the decades rolled by, the colonists on Spes changed. 
Because of the constant stress of pirale attacks, they couldn't 
spare the time or effort for philosophical discussion. In fact, the 
insulated colony developed a system of thought much like the 
College of Justice Ethics that developed in the Republic toward. 
the end of the Second Galactic War. This system presented a 
simpler view of the universe, one in which the survival of the 
community became paramount. It was a significant develop- 
ment for a society that prized the precise considerations and 
beliefs of the individual above all else. Ironically, while the 
philosophical movement on Spes wouldn't save its creators, it 
would eventually influence the Borealis Republic. 
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SKIRMISH 


Just as rumors trickled into the Verge concerning the end of the 
Second Galactic War, the colony's situation clearly took a turn 
for the worse. Throughout the Long Silence, the incursions of 
pirates and criminals into the system had been а cause of con- 
cern and occasional despair for the citizens of the Spes colony. 
Eventually, they had to abandon their attempts to control the 
star system and focused instead on safeguarding Spes itself. By 
2480, almost half the resources of the planet were devoted to 
defense. 

The frequency and threat of these pirate attacks grew. In 
addition, the depredations of time began to take their toll on the 
colony, Most of the Spes vessels—the few that had survived- 
dated back to before the Second Galactic War. The Borealins on 
Spes couldn't afford to purchase replacement vessels, and the 
older vessels started to break down. A similar fate claimed the 
orbital defense satellites around Spes, Logs of communication 
between Silver Bell and the smaller settlements on Spes also 
indicate that many of the towns on Spes's surface collapsed. 

In 2486, a sweeping force of privateers and bandits as- 
saulted Spes. This assault was unique in a number of ways 
"Typically, raiders attacking Spes would descend to the planet 
and its communities as soon as possible, with the intent of seiz- 
ing as many valuables as they could. During this raid, however, 
the bandits operated with mare focus and determination than 
ever before. An estimated three dozen unidentified vessels un- 
dertook a planned tactical effort to strip the Spes colony of its 
defenses, None of the rogue ships surrendered or fled; they 
fought until destroyed by the stalwart Borealin resistance. As à 
result, few clues were left to reveal the mastermind behind the 
assault 


DISTRESS 

Fate never gave the Borealins of Spes an opportunity to com- 
ment on this event. Three years later, in May of 2489, Spes 
faced an incredibly coordinated attack from an unknown force. 
Within a few hours, the perimeter defenses around Spes were 
neutralized, and the colony's military satellites were annihi- 
lated. The few remaining spaceworthy Borealin vessels de- 
fended their home, only to fall beneath the fury of their 
unknown attackers, 

Un May 3, swarms of unidentified craft descended into Spes 
atmosphere and began to destroy the surface settlements sys- 
tematically. These foreign ships refused to communicate, even 
to respond іо the Barealins' surrender. Desperately, the Bore- 
alins sent out a message via their drivesats still in orbit. Its con- 
tent only reached the interstellar community seven years later 


Borealis colony Silver Bell in Hammer's Star, calling any 
FreeSpace Alliance vessel... We are under attack Ву... Be- 
peat, the colony is under heavy attack by unknown forces. Send 
help. Repeat send help. Its May 3, 2489, We need help, damn 
it! Please— 


1МРАСТ 
The distress message represents the last recorded action of the 
Spes colonists. Evidence later unearthed on the planet reveals 
that the Borealins fled to avoid their attackers. The most popu- 
lar destinations, indicated by the highest concentration of re- 
covered bones, were the caves in the mountain surrounding 
Silver Bell. 


After analyzing the data, scientists naw conclude that a me- 
teor probably struck Spes on the same day that the distress call 
went out. Information about the episode strongly suggests that 
the asteroid collision was more than coincidental, as the impact 
occurred in the midst of an attack by an unknown hostile force. 
In addition, examination of the crater site reveals that the as- 
teraid's velocity reached close to 0.01c—more than 10 million 
kilometers per hour. The likelihood of а free asteroid from the 
Үсек Beli-the asteroid’s assumed point of origin-reaching 
such a speed naturally is infinitesimal. Finally, there's the pre- 
tise point af impact The asteroid landed squarely in the cen- 
ter of the plateau on which the city of Silver Bell rested. With 
is incredible size and speed, its violent landing created an ex- 
plosion equal to millions of kilograms of dynamite, Even the 
funnels beneath Silver Bell couldn't protect the colonists; they 
died instantly. 

Only a month after the attack, ships from other Verge sys: 
tems came to Hammers Star, investigating the site of the dis- 
tress call that Aegis continued to receive. They found Spes a 
smoldering planet of ashes and the city of Silver Bell nothing 
more than a crater that radiated heat, As for the smaller 
settlements, energy-weapon bombardment from air and 
space left them in ruins. Broken, unburied bodies littered the 
towns. From the wreckage of buildings and fortifications, it 
appeared that the invaders landed on the planet's surface to 
complete their devastation. Unfortunately, they left nothing 
behind to identify themselves, and the only remnant of Spes 
culture was the drivespace communication relay and its or- 
biting drivesats. 

For the rest of 2488, systems as far away as Aegis tensed 
and shored up their defenses. Even the warring planets of the 
Algemron system took a moment to stockpile defenses rather 


than consume them. No one could be sure where the attackers 
of Spes would strike next, much less predict what motivated 
them. Speculation aver the origin of the assault took the Verge 
by storm. Hammer's Star had been one of the most well-de- 
fended planets on the frontier, and even distant Tendril felt a 
momentary chill. 

As the next decade passed, the people of the Verge put 
aside their fears of another attack and went about the business 
of living. Some concluded that pirates, fighting long and hard 
with the Borealins of Spes, finally put an end ta the war. Others 
speculated that the Thuldans of Alitar, or some other enemy of 
the Borealins back in the Stellar Ring, obliterated Silver Bell. 
What no one could explain was the ease with which the at- 
tackers overwhelmed Spes's fortifications and the dearth of any 
clues to their identity. 

Within a short time, the pirates and criminals that the Bo- 
realins had once chased away came back to the system, set- 
ting up bases of operation on both Spes and the moons and 
asteroids of Hammer's Star. Nevertheless, daring ships would 
make runs tu Spes's surface over the next few years and re- 
trieve pieces of wreckage. More than a few of these intrepid 
explorers didn't return from Hammer's Star, and such tests of 
bravery soon diminished in popularity. 


Un November 11, 2496, the Concord’s reconstruction of the 
Kendai relay at the edge of the Stellar Ring allowed the stellar 
nations to hear Spes's cry for help. While its attempts to reply 
directly to the Silver Bell colony didn't meet with success, the 
Concord received information from the denizens of Bluefall and 
Alaundril, who updated them on the current situation as it was 


known and confirmed that the aggressors of Hammer's Star re- 
mained unidentified. In response, the Concord mobilized a task 
force over the next several months, but the Galactic Consulate 
didn't consider the situation-ar perhaps the Verge-serious 
enough to merit an emergency deployment 

‘Two months later, the Monitors task force meandered its 
way though the most populated and important Verge systems, 
stopping along the way to allow diplomats and delegates from 
the Stellar Ring to visit their lost colonies. As the Concord did- 
n't want to take risks with either the first mission tn the fron- 
tier or its prized fortress ships, they sent three dreadnoughts, 
two carriers, 21 cruisers, and numerous vessels of frigate 
class and smaller to escort the Monitor. With such a presence, 
it was certain that neither pirate, criminal, nor military force 
would offer a significant threat, 
The Monitor emerged from drivespace in the Hammer's 
Star system on March 23. It didn't find anything on Spes, and 
it only logged a few pirate bands in the rest of the system. After 
patrolling Hammer's Star for less than a month, the Monitor left 
the system and wandered back to Tendril and the Stellar Ring. 
In its place, however, the Galactic Concord left behind the 
dreadnought Vition, one light carrier, the Jnamorata, a battle- 
cruiser, four heavy cruisers, and a reinforced division of Con- 
cord Marines (the Sanguine Outriders of the 145th). The 
recolonization of Spes and the Harnmer's Star system began 
under their protective shield 


Topay 


With the return of Borealins and the entry of the Galactic Con- 
cord, life in the Hammer's Star system begins anew. Of all of 
the diverse interests that the Concord has developed within the 
Verge's confines, Hammer's Star is the highest priority. 
Through the fortified defense of this system, the Concord hopes 
to render both the Verge and the entire Stellar Ring safe. 

The Treaty of Concord gave the Galactic Concord respon- 
sibility for the entirety of Open Space. Despite the number of 
planets and star systems claimed by individual stellar 
nations, the Concord’s control includes the length of the 
Verge. It has the right to recognize a stellar nation's author 
ity over a specific site, preserve it as a Concord protectorate, 
ar register a colony's independence. In the Hammer's Star 
system, the Concord has chosen to preserve its right to ad- 
minister the system, As a result, almost 100,000 Concordans 
now live in the system. They're divided among the Concord 
Administrators and citizens in Terminal, the Concord's new 
town on Spes, marine fortifications on several of the planets, 
moons, and asteroids, and the many starships that the Con- 
cord has assigned. 

Given the volatile nature of the star system—and the fact that 
the Concord is providing what amounts to free protection—the 
Borealis Republic has never voiced an objection to the Con- 
cnrd's decision. Yet it hasn't abandoned the system, either. In 
fact, the Republic still mourns the fate of the Borealins of Spes 
alongside those citizens killed in the Second Galactic War. Now, 
the Borealins act to preserve the inheritance that their lost 
Borealin brothers and sisters left behind. Beginning in August 
2497, Borealin ships joined the Concord military craft already 
in the system. A few of the craft reinforced the already 
impressive defense of the system. Most, however, carried 
colonists and the means to guarantee the development of a 
new Borealin city on the surface of Spes 

The arrival of hundreds of Borealin vessels and thousands 
of Borealin colonists to Spes has gone a long way toward en- 
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suring that when (er if) the Concordans hand over control of 
the system, they'll give it to the Republic. In the meantime, the 
presence of both powers here on the frontier almost guaran- 
tees the safety of trade in the system. In fact, an econamy has 
already grown around the Horealin and Concordan cities on 
Spes 

Interestingly enough, both Borealins and Concordans have 
discovered that their mass transceivers and mass detectors 
don’t function within the confines of the Hammer's Star system. 
Although scientists have postulated that the system's proximity 
їп а black hole might cause such a phenomenon, no one knows 
for sure. Radio- and laser-based comm systems normally func- 
tion within Hammer's Star, however. 


PUNISHMENT 


Many people have formed theories to explain the devastation 
of Spes. Among the most popular is one that postulates the 
existence of an alliance between the various pirates and 
brigands-many of whom were found in the star system 
when the Monitor returned. Star Force Vice Admiral Adri- 
anus Raastad, the senior Concord officer in the system, has 
declined to support any hypothesis or accusation. Neverthe- 
less, he’s made it one of his personal missions to eradicate 
the pirate threat. 

This mission began almost immediately after the Concord 
arrived within the system. First, Haastad offered a general 
amnesty for criminals who agreed to come forward and pro- 
vide valuable information about the Hammer's Star system or 
the events of its past. As few accepted, Admiral Raastad's next 
step involved the direct use of force. First, he cleared Spes and 
the moons of Platon of all pirates. As Raastad ordered the И- 
tion deeper into the system, however, he encountered a stiff- 
ening resistance, While no pirate ship or collection of ships 
could match his firepower, they managed to evade the harry- 
ing action of his fleet and return another day. Currently, Наав- 
tad believes that Spes, Platon, and the Revik Belt are free of 
pirates, Iniad and the Vicek Belt are projects of a more ongo- 
ing nature, Several bands of pirates have dug into the outer as- 
teraid belt with an illogical stubbornness. 


THE SECOND ASSAULT 


In February 2501, the defenders of Hammer's Star earned 
their hazard pay. While Admiral Haastad's fleet patrolled the 
system in hopes of locating a concentration of pirate activity, 
Concord sensors detected the movement of 19 unidentified 
frigate-sized vessels moving quickly into the Hammer's Star 
system, on a course for Spes. While the Vition was on the other 
side of the star system, the Concord’s light carrier Jnamorata 
and a battlecruiser engaged their induction engines and moved 
to intercept at full speed. The two fleets met near the Rakke as- 
teroid in the Vicek Belt. 

Upon approach, the Concord vessels discovered ships of 
alien construction. Telescoping sensors revealed ships pow: 
ered with drives of unknown energy signatures. All communi 
cation attempts failed, and the enemy opened the Battle of 
Rakke with a barrage of energy weapons, 

It was a terrific conflict, and indubitably a learning experi- 
ence for both sides. Fortunately for Star Force, their larger 
ships overpowered the smaller alien vessels. Eventually, the 
salvos from the light-carrier fighters and the battlecruiser shat- 
tered the alien ships. Unfortunately for the Concord Marines in 
their base on the asteroid below, the alien spaceships outnum- 
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bered Star Force more than two to one, Three alien craft 
slipped through the lines of battle and descended to the surface 
of Rakke. 

The second half of the Battle of Rakke pitted human infantry 
against alien infantry. The craft landed close to the marine in- 
lation on Rakke. As most of the base's systems weren't ap 
erational, the fight boiled down to a clash of troops and small 
arms on the asteroid’s cratered surface. Only a small number 
of Marir irvived. 

Despite this tragic loss, the Concord gleaned a number of 

facts from the battle. First, they were able to name thei 
he klicks. The alien corpses left behind formed the first part of 
ће Concord’s examination. While Star Force reported to its re- 
gret that none of the enemy ships survived, they could at least 
review the battle logs to discover more information about these 
aliens. 
Most important, the Concord discovered that this external 
cies possessed technology roughly equal to that of hurnan 
iy. Since the aliens didn't originate from the Hammer's Star 
system, they must have access to drivespace or other faster- 
lhan-light travel. It was a new kind of first contact. 

While no one could be sure that the klicks deserved blame 

the destruction of the first eee Star colony, they 
icky became the scapegoat of cl 
As a response to the incident, the Concord further upgraded 
‘tifications an Spes and in the rest of the system. A battle 
г was sent out to the Verge in order to repli the one 
‘hat limped to Tendril's shipyards for repairs. Finally, the Con- 
tord renewed its commitment to patrol the length of the Vei 
ing two dreadnoughts to the 
the power to traverse the distanci 
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Defense of Hammer's Star is defense of humanity. 


Vice Admiral Adrianus Raasted, 2501 


Haastad dictates Force—and 


nus the Concard’s—policy in 


Hammer's Star. In the years since 2497, the system has trans- 
formed itself. What was once a desolate and unpopulated 
п the most intense concentration 


wasteland has become ho 
of military force outside of the Stellar Ring. Even Aegis cannot 
equal the strength that the Concord has invested here. 

In the months since the Battle of Rakke, six confirmed at 
tacks by klicks have threatened Concord, Borealin, and inde- 
pendent outposts. As long as the klicks remain active in this 
system, the Concord will continue to devote resources here: 
but will it be enough? 

Unlike several Verge governments, the Galactic Concord 
has adopted a policy of active defense. As of yet, the Concord 
hasn't had the time or resources to begin the construction of a 
number of well-fortified bases or fortifications within the con 
fines of the star system. Moreover, fixed orbital defenses have 
already failed the system once. So, the Concord has placed a 
strong mobile force to secure the system. Alter dispersing 
lightly fortified bases throughout the system, Star Force and the 
Concord Marines are ready to move and reinforce defenses 
wherever necessary 

The first step in the Concord’s defensive plan involves de- 
tection of the klicks. To this end, Star Force has scattered nu 
merous sensors, probes, and satellites throughout ће s 
in order to monitor all activity in Hammer's Star. The inabil 
to use mass detectors within Hammer's Star severely weakens 
their efforts, however. The weakest sections of this sensor net 
exist in the Vicek Belt and the depths of the solar system 


ADMIRAL ADRIANUS RAASTAD 
Star Force Vice ADMIRAL 


Level 15 human Diplomat (Tech Op) 
STA 7 (0) INT 12 (+1) 
DEX 9 (0) WIL 14 (+2) 
CON 10 PER 10 


Action check: 12+/11/5/2 
ЖАсіопв: 3 
Last resorts; 2 


Durability: 10/10/5/5 
Move: sprint 16, run 10, walk 4 
Reaction score: Ordinary/2 


Attacks 
Unarmed 7/8/A dds/d4--1s/d4--2s w/o 
15mm sabot pistol 10/5/2 2d4w/2d4+1w/d4+3m HI/O 


Defenses 
CF long coat; d4 (LI), d4 (HI), 46-2 (En) 


Skills 

Athletics [7]; Unarmed Attack [7]; Modern [8]-pistol (10); 
Vehicle [S]-space [13]; Stamina (9)-endurance [10]; 
Knowledge |12]-computer [13], language: Standard [15], 
System [12]-sensors [13], weapons [15], Tactics (12]- 
space [20]; Administration [14]; Awareness [14]; Resolve 
[14]; Culture [10)-diplamacy /12], etiquette: Borealin [11], 
Interaction [11]; Leadership [10|-command [18], inspire 
[18]. 


The years have not been kind to this 190-year old veteran. 
Today, Haastad is a humbled figure, much reduced by the 
ravages of time. Even the best gene therapy hasn't pre 
vented his posture from stooping, his skin from wrinkling 
and his immune system from weakening: Professionally, he 
stands at the surnmit of an extraordinary career. [Ince an 
enlisted seaman in the Solar Union's navy, Raastad served 
his nation with distinction throughout the Second Galactic 
War, In the meantime, he becarne an officer, a captain, and 
ultimately a respected leader. 

When the Treaty of Concord brought the specter of re 
tirement close, Raastad offered his services to the Galactic 
Concord. Once the Concord accepted his application, he 
joined Star Force in 2472 and played a significant role in 
transforming the group from an idealistic concept to a re- 
spected military force 

This work eventually became mundane to the wer hero, 
and after the Hammer's Star message arrived in the Stellar 
Ring, Raastad found а new war in which to fight Haastad's 
critics claim he's simply a bloodthirsty, inflexible butcher, not 
a visionary military leader, 

The Hammer's Star system may well represent the 
greatest challenge that the fading hero has ever faced, and 
no one knows whether the veteran of the Second Galactic 
War can lead Star Force effectively. The lack of a significant 
victory against the klicks to date, coupled with the continued 
pestilence of smugglers and pirates in the system, has led 
many to question the true extent of Haastad’s courage and 
ability. 

Raastad offers no response to his critics, preferring to let 
his successes speak for themselves and to let bis shortcom- 
ings go unacknowledged. In person, the admiral is cold, effi- 
cient, and highly demanding—though he does genuinely care 
about the men and women under his command. 


beyond it. The sensor network itself is subject to occasional at- 
tack and destruction, and upgrading it is a project that con- 
sumes Concord engineers and resources. 

Once the Concord detects a potential threat to the system, it 
falls to Star Force and the Concord Marines to act. However, 
more frequently then they might wish, the marines and Star 
Force find themselves adopting defensive postures as the klicks 
attack their bases. Until the Concord better understands the 
klicks, Star Force will never gain any ground in this system. 


Although no one can deny that Galactic Concord forces form 
the center of Hammer's Star defenses, ће Borealin people 
don't just stand by and watch. In fact, the Republic has posted 
members of the Borealin Defensive Guard (BDG) to the system. 
This move has also neutralized any allegations of favoritism or 
weakness against the Republic and the Concord. 

Although the Republic doesn't divide its military into spe- 
cialized naval and planetary actions, its main strength lies in its 
infantry, broken down into legions. Each Horealin legion con- 
sists of about 1,000 sentients, The most powerful Borealin ship 
in the system is the Conviction, a heavy cruiser. It spends most 
of its time in orbit around Spes. A dozen smaller military ships 
bear the Borealin flag. To date, they've seen little action against 
either klick or human opponents. 


Star Force has counted on its strategic superiority to turn the 
tide in the Hammer's Star's conflicts. First, Star Force enjoys the 
advantage of fighting on its “home court’ The various pilots 
and commanders in Star Force know the ins and outs of this 
system. 

Unfortunately, the events of the last year have gone a long 
way toward humbling Star Force. It's true that Star Farce, bal- 
stered by its many military assets, can declare near-complete 
security in Hammer Star's inner system, As for the rest of the 
system, however, Star Force dominance remains tenuous at 
best-despite the "victory" at Rakke. Iniad's more distant orbit 
has made it the field for three conflicts, each af which were 


CSV VirioN (BBD 674) 


The second of the Concord’s new Academy-class battleships, 
the Vition is the centerpiece of the Concord fleet based in 
Hammer's Star. It carries a complement of 3,950 Star Force 
personnel, plus an integral Marine battalion of more than 
1,000 soldiers. The Vition is the most formidable vessel cur 
rently stationed in the Verge; its main armament of 20 Mk 
IX fusion beams and its heavy neutronite armor far outclass 
any other ship in the vicinity. The Vition carries a small scout 
and strike squadron of 20 Meteor aerospace fighters and 10 
Devastator attack craft in its hangar bays. Like most capital 
ships, the Vition can carry a number of smaller vessels 
through drivespace, and its docking clamps can accommo 
date four destroyer-sized ships and ten smaller vessels. Its 
hangar bays 

The Academy-class ships are considered to be slow and 
slightly undergunned in comparison to other dreadnoughts 
currently in production, but they make up for it with first 
class protection and damage control systems, 
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CSV Vition (BBD 674) 


Length: 808.5 meters 

Beam: 231 meters 

Mass; 2,448,360 metric tons 

Drive Rating: 32.5 light-years/starfall 

Acceleration: 8,800 kph/sec 

Crew: 3,650 enlisted/300 officers 

Troops: 1,015 enlisted/44 officers 

Main Armament: 20 Mk IX Heavy Fusion Beams (5 x 4) 
Secondary Armament: 54 Ty 4 Mass Cannon (18 x 3) 
Tertiary Armament: 80 N303 X-Ray Laser Cannon (20 x 4) 
Main Armor Belt: 2.19 m cast neutronite alloy 

Secondary Armor Protection: 0.55 m neutronite alloy 
Small Craft: 20 aerospace fighters, 10 strike craft, 2 gigs, 2 repair boats 


Gun Turret 


draws. As for the Vicek Belt, Star Force rarely sends ships out 
there alone, and it makes no promises about its ability to pro- 
lect merchant or mining traffic. The system is simply too big, 
offering too many convenient hiding places for the klicks and 
the pirates who still prey upon Hammer's Star shipping. 
Star Force has assigned almost 200 vessels to meet this chal- 
lenge. Thirty-one of these vessels are capital class, and the total 
armada includes the Vition, the flagship of Star Force in this sys- 
tem, and the light carrier Jnamoraia, prized for its ability to pro- 
ject force and complete reconnaissance missions that ће Vition's 
brute power can't match. The rest of the fleet leaders are divided 
into a battlecruiser, four heavy cruisers, six light cruisers, nine 
destroyers, and six frigates, The remaining Star Force vessels 
are smaller craft manned by 50 or fewer crewmates. 
Admiral Raastad has divided the Hammer's Star fleet into 
two principal task groups and a dispersed vanguard cluster. The 
Vitian task group—composed of the dreadnought, two heavy 
cruisers, two light cruisers, three destroyers, and more than а 
dozen corvettes and escorts—maintains a position in the inner 
system. The Jnamorata task group represents the sword to the 
Vition group's shield. In addition to the Shining Sabers 
squadron, a battlecruiser, two light cruisers, four destroyers, 
and a dozen corvettes join the light carrier on its patrols. The 
rest of the fleet waits for assignments while docked at space sta- 
tions, patrols the system, or undergoes minor repairs and refits. 


Superior training and frequent drills make the Concord 
Marines one of the most potent infantry groups in the galaxy. 
The Concord has sent its best marine divisions into the Verge, 
hoping that this will make the difference in battle. However, 
these marines face significant challenges in the Verge—not the 
least of which is actually detecting the klicks’ next attack. Of 
course, is Star Force's job to find the enemy and deliver a 
payload of Concord Marines ready and willing to spread klick 
entrails all over the star system. Therefore, it's no surprise to 
the marines, or their leader Adjutant General Lois Strongbow 
(Hf/Concord/DCS-10), that they find themselves strung out оп 
remote bases with help hours away. 

Relegated to fighting a campaign based on strategic posi- 
tion, the Concord Marines take the brunt of an attack when the 
klicks appear on the scene. That's no surprise, given Raastad's 
strategy of placing marines in far-flung forts to test the Con- 
cord’s control of Hammer's Star. In effect, the admiral uses 
these soldiers as bait. 

‘The Concord Marines still talk about their only offensive ac- 
tion to date. A month after the Battle of Rakke, a Star Force 
scout uncovered a garrison of klicks on an asteroid in the 
Vicek Belt. After consulting with Haastad, General Strongbow 
assigned the 3rd battalion of the 1st Regiment to wipe out the 
kicks and seize their base. Major Anika Іѕакоуіс (Hf/Con- 
cord/DCS-7) gathered 500 marines aboard a Star Force heavy 
cruiser for transport. Raastad decided the risk in lives was well 
worth the opportunity to seize what could be the klicks' head- 
quarters. The marines captured the base and destroyed the 
klick forces there. While the operation hasn't caused a signifi- 
cant decrease in klick activity, it has boosted morale. Despite 
the loss of 3396 of the assault troops, the marines know that 
they can beat the klicks in combat. 

Adjutant General Strongbow has more than 25,000 soldiers 
in the 145th division under her command, They're divided 
into five regiments af roughly equal size, each led respectively 
by Colonel Taro Petrik (Hm/Concord/DCS-8), Colonel Colin 


McGillivray (Hm/Concord/C5-10), Colonel Utilien (Sf/Concord/ 
DFA-9), Colonel Tamara Vellas (Hí/Concord/DC5-7), and Lt. 
Colonel Helio de Freitas (Hm/Concord/DMW-5). 


The Mercury Company has earned a reputation for being the 
hard edge of the marine vanguard. In its two years of service 
in Hammer's Star, Mercury Company has distinguished itself 
for its consistently high level of readiness and its valor in com- 
bat. After the Battle of Rakke, this company spearheaded the 
3rd Battalion’s assault on a klick asteroid base. Ironically, Mer- 
cury Company suffered some of the lightest casualties of any 
assigned to that fight. Some of this good fortune can be attrib- 
uted to the nature of the fight; the klicks spread out and struck 
out randomly at the invaders. To Mercury Company, their high 
survival rate is a source of pride. Clearly, they're the best. 

Mercury Company spends most of its time aboard Vallis 
Station, the Concord's orbiting satellite base above Spes. There, 
the company is near the center the action and can respond to 
a threat anywhere in the system. Since Vallis Station is alsa 
home to a drivespace relay and a communications hub within 
the system itself, Mercury Company is one of the best informed 
units. At a moment's notice, the company must be prepared to 
climb in the /nnsbruck, a frigate that is usually its transport, or 
any other ship. As such, much of the Company's crew carries 
only essential gear-such as 11mm charge rifles and ceram- 
etal armor. 

Captain Armand d'Estrees (Hm/Concord/DCS-8) has 
served as Mercury Company's commander since 2495. One of 
the first Concordans to command the marines, d'Estrees was 
10 years old when his Austrin parents became Concord cii- 
zens. After completing his compulsory education, d'Estrees ba- 
came one of the first graduates of the marines’ elite Coughlin 
Academy, and subsequently one of the first graduates of its of- 
ficer training program. Captain d'Estrees has proven himself a 
more than capable commander, and he has earned the respect 
of the marines who serve under him. 


Mercury Company 
AVAILABLE Data 


Chain of Command 

Commander-in-Chief Chancellor Tor Rustoski 
General General Bien Trinh 

145th Division Adjutant General Strongbow 
1st Hegiment Colonel Taro Petrik 

3rd Battalion Major Anika Isakovic 


Company Commander 
Command Platoon 


Captain Armand d'Estrees 
Lieutenant David Lieberman 


Ist Platoon Lieutenant Thomas Hale 
2nd Platoon Lieutenant Marta Kael 
rd Platoon Lieutenant Telpha Hil 
Personnel 

Fraal 2 (2 male) 

Human 123 (75 male, 48 female) 
Mechalus 1 (1 female 

Sesheyan 1 (1 female 

Tsa 3 (2 male, 1 female) 
Weren 6 (2 male, 4 female) 


Despite its name, Command Platoon doesn’t typically lead the 
marine charge. The 22 sentients of the Command Platoon func- 
tion as the company heads and station chiefs, carefully ob- 
serving and directing the actions of the combat platoons. This 
platoon typically takes position behind the other platoons dur- 
ing battle. It's the duty of Lieutenant David Lieberman (Hm/ 
Concord/DCS-5) to ensure that Captain d'Estrees has both in- 
formation from the field with which to make good decisions 
and clear lines of communication through which he can relay 
his orders, In point of fact, Lieberman performs the role of 
dEstrees’s second-in-command and adviser. 

‘The final duty of the Command Platoon is to serve as Cap- 
tain d'Estrees's personal guard, ensuring the security of both 
the captain and his headquarters. The rear of Mercury Com- 
pany isn't far from the fight, and the Command Platoon re- 
ceives its share of the action. 


CoNconp Marine, Ist PLATOON 


Level 1 human Combat Spec 

‘STH 11 (+1) INT 3 (0) 

DEX 11 (+) WIL S (0) 

CON 11 PERS 

Durability: 11/11/8/8 Action check: 14+/13/6/3 
Move: sprint 22, run 14, walk 4 #Actions: 2 
Reaction score: Ordinary/2 Last resorts: 1 


Attacks 
lnarmed-power 12/6/3 d4+1s/d4+2s/d4+3s — LU/U 
11mm ch rifle  14/7/3 d&lw/d&-Káw/d&--1m HI/U 


Defenses 
Cerametal armor: d6+1 (LI), d8+1 (HT, d6 (En) 


Skills 

Armor [11]-combat [12]; Athletics [11]; Unarmed [11]- 
power [12]; Modera [11]-rifie [14]; Vehicle Operation [13]; 
Stamina [12]-endurance [13], Knowledge |11]-first aid 
112], language: Standard [14], Awareness [8] perception 
120], Resolve [8], Interaction [8] 


Gear 

11mm charge rifle; 9mm charge pistol; combat knife; cera- 
metal armor; backpack; comm gear; first aid kit; imaging 
goggles; soft e-suit; trauma pack. 


This information describes a standard Concord Marine pri- 
vate assigned to Mercury Company's 1st Platoon. However, 
it can serve as a model for any marine in service. Individ- 
ual variation is common. Corporals may possess somewhat 
more advanced skills—including the basics of tactics and 
leadership. In addition, one or two members of each squad 
form a substitute for artillery; protected in recon body tanks, 
these artillerisis arm themselves with heavy machine guns 
and bantam launchers that can take down any fortified tar- 
get. Others may carry quantum rifles. At least one soldier in 
each squad is a Tech Op, with the knowledge and equipment 
to function as a paramedic. Finally, about one-quarter of 
Mercury Company consists of nonprofessionals, soldiers 
that don’t have the stock to meet heroic standards, 


Luis SANVICTORES 
PLATOON SERGEANT 


Level 24 human Combat Spec 

STR 12 (+1) INTS (0) 
DEX 18 (+2) WIL (0) 
CON 12 


PERS 
Durability: 12/12/6/6 Action check: 17+/16/8/4' 
Move: sprint 24, run 16, walk 6 #Actions; 3 
Reaction score: Good/3 Last resorts: 1 
Perks: Danger Sense*, Good Luck”, Tough as Nails 

1 Use a —d4 hase situation die for Sanyictores's action checks, 

2 Apply a -2 bonus to all Awareness-intuitinn skill checks. 

З Опсе per scene Sanvictores can make a Good Luck perk check 
and receive a varying bonus (-1/-2/-3 depending upon his suc- 
cess) to his next action. Marginal success indicates Bad Luck; he 
suffers a +3 penalty to his next action, 


Attacks 

Unarmed-power 16/8/4 d6+1s/d5+3s/d4+1w — LI/U 

limm ch rifet 20/11/5 d6+1w/d6+3w/d6+1m HI/O 
‘Use a —d4 base situation die for skill checks. 


Defenses 
Cerametal armor; d&--1 (Ш), d8+1 (HI), d (En) 


Skills 

Armor [12]-combat [18] power [14], Athletics |12]-throw 
[14]; Heavy |12]-direct [14], Unarmed |12]-pawer [18]; 
Acrobatics [13]-dodge [17]; zera-g training [14]; Modern 
[13]-гїйе (20); Vehicle Operation [13]; Stamina [12]-en- 
durance [16], resist pain [16]; ¥nowledge |11]-computer 
[12], frst aid (12), language: Standard [14], System Opera- 
tion [10]; Tactics [9]-infantry [14]; Awareness (9]—infuition’ 
[12]. perception [12], Investigate [3]-search [12], Resolve 
[8] mental [11], physical [14]; Teach (8]-Combat Spec [12]; 
Deception [8]-gamble [12], Interaction [8]-intimidate [12]; 
Leadership [9]-command [12]. 


Gear 
11mm charge rifle; 8mm charge pistol; combat knife; cera- 
metal armor; backpack; comm gear; deck of cards; first вій 
kit; imaging goggles; sensor gauntlet; soft e-suit; trauma 
pack. 


Sergeant Luis "Sweet" Sanvictores has many things їп com- 
mon with Captain d'Estrees: They both immigrated to the 
Concord with their families in 2472; they graduated to- 
gether; and they've served together several times. Unlike his 
friend, however, Sanvictores has never pursued an officer's 
command in the marines. Instead, he has sought combat 
duty wherever he could find it. Serving every significant 
skirmish and peacekeeping action in the last decade has 
made Luis one of the most accomplished Concordan sol- 
diers in the Concord's short history. Today, Sanvictores often 
discusses strategy with Captain d'Estrees—even if the cap- 
tain’s lieutenant isn't always present. 

Of course, Sanvictores didn't earn his reputation or his 
position by sucking up to officers. Truth be told, he’s one of 
the most difficult men to work under. This is especially true 
now that combat action has become a regular activity for 
Mercury Company. He expects his troops to he at their best 

at all times. 


THomas HALE 
LIEUTENANT, Ist PLATOON 


STR 9 +1) INT 11 [H1 
DEX 10 (0) WIL 10 (0) 
CON 10 PER 11 


Action check: 12+/11 
#Actions; 2 
Last resorts; 2 


Durability: 10/10/5/5 
Move: sprint 18, run 14, walk 4 
Reaction score: Ordinary/2 
Perk: Heightened Ability (PER 


Attacks 

Unarmed-power 12/6/3 d4s/d4+1s/d4+2s LIO 
11mm chrifle 14/7/3 d6+1w/d6+Sw/d6+-1m НИО 
Defenses 


Cerametal armor: d6--1 (LI), 48--1 (HT), 46 (En) 


Skills 
Armor [8]- combat [10]; Athletics [8]; Unarmed [$|-power 
[12], Modern [10]-riffe /74/, Vehicle Operation [10]; Move- 
ment [10]; Stamina (10|~endurance 11]; Knowledge (11) 

computer [12], language: Galactic Standard (14) language: 
Orion /14], System Operation [10]; Tactics |11]-infantry. 
[14]; Administration [10]; Awareness [10]-perception [11], 
Interaction [11]; Leadership [11}-command [13], 


Gear 

11mm charge rifle, Эпип charge pistol; cambat knife; cera 
metal armor; backpack; comm gear; first aid kit; imaging 
goggles; microcomputer; soft e-suit; trauma pack. 


‘The younger son of Senator Bruce Hale of the Orlon League, 
Thomas disappointed father and nation when he joined the 
Concord Marines in 2496, soon after he came of age, At 21 
he's the youngest lieutenant in Mercury Company and one 
of the youngest in service. In some measure, his rise can he 
attributed to his family’s good name and reputation. How- 
ever, his lineage creates ils own problems and advantages. 
Mach is expected of him, but he can also enjoy some of the 
advantages of fame. He is oken invited to special Concord 
social events and meetings that most low-ranking officers 
can only dream of. Hale himself attributes his success to the 
military academies he attended while in his teens. 

Yet celebrity doesn't win battles, and it doesn’t appear that 
Thomas Hale will ever have the opportunity to take alter his 
interstellar playboy of a father. Hale takes his commission 
very seriously, and he's made the fight against the klicks a 
persanal one. During the last battle, Hale's conduct earned 
him the Silver Cross for valor. Indeed, his reputation here is 
only increased by the willingness of others to carry word of 
his success back to the Stellar Bing. 

As to where ambition and destiny will lead him, Hale has 
said little; it's not known whether he wants to make a career 
of the military, or if it's only a precursor to political office in 
the Concord. One thing Is for sure: Hale's current achieve- 
ments will spread the fame ol his family name even farther 
throughout the galaxy. 

The younger Hale is even-tempered and charismatic, a 
natural leader. In conversation, he olten puts people at ease 
and seems genuinely interested in olhers’ points of view. 


The 1st Platoon is the first group of marines to enter any fray. 
In March 2501, the marines of Mercury Company's 1st Platoon 
stormed into a klick base, destroying everything in their wake. 
The Company's newest corporal, Norman ‘Sticks’ Ophir (Hm 
Concord/CS-5), planted Mercury Company's standard into the 
cold ground of the asteroid and made himself the rallying point 
against the klick counterattack. 

1st Platnon's lieutenant is Thomas Hale. Luis Sanvictares, 
the veteran platoon sergeant, does his best to shepherd the lat- 
est officer under his care. Like all of Mercury Company's pla- 
toons, 1st Platoon is composed of four squads: Alpha, Beta, 
Gamma, and Delta. A squad sergeant, assisted by two corpo- 
tals, leads each squad. Six privates serve in each of the 
squads, as well. 1st Platoon includes а fraal, two weren, anda 
{sa among its numbers. 


2nd Platoon performs a near identical function to 1st Platoon. 
Its sometimes known as right flank for its standard position 
relative to the 1st. The 2nd Platoon trains just as hard, and the 
real difference between the two platoons is simply their lead- 
ers. Unlike 1st Platoon, 2nd has a veteran leader in Lieutenant 
Marta Kael (Hf/Coneord/DCS-8), and a younger, still- training 
platoon sergeant, Oscar Saywell (Hm/Concord/CS-4). Their 
operational differences aside, 2nd and 1st platoons manage to 
preserve a healthy competitiveness while off the battlefield and 
a fine sense of teamwork when the klicks storm in. 


The left flank, or Srd Platoon, of Mercury Company {5 no 
weaker than either of the others. Indeed, the 3rd Platoon has 
historically possessed a number of close-combat marine spe- 
cialists, Sometimes, 1st and 3rd platoons have exchanged po- 
sitions when it became clear that chainswords and pulse 
batons were more appropriate to the battle. 

Lieutenant Telpha Ril (Mf/Concord/CS-6) is fairly unique in 
the corps. She's left behind the typical revulsion against com- 
bat and war that her species feels in order to join the Concord 
Marines. Something of an outcast among her own kind, Ril i 
the only mechalus in the 145th Division. 


Despite the presence of a foreign threat, human governments 
and the species they have encountered still find time to strug- 
gle against each other. As the Hammer's Star system falls 
under the direct contral of the Galactic Concord, standard pro 
cedure would call for the appointment of a Concord governor 
to take office here. Normally, this governor would administer 
and coordinate the actions of the system's inhabitants accord- 
ing to Concord law. 

Such an assignment has never occurred. It's partially a re, 
sult of the unique nature of the system; there are few issues 
that require a governor's attention. The Borealins go about a 
calm and steady recolonization of Spes, and the military forces 
of the Concord see to their own needs as they attempt to fight 
the klicks and the pirates. 


Despite its significant presence in Hammer's Star, the Star 
Force armada represents only a minute percentage of the Con- 
cord's total military assets. Similarly, months often pass with- 


out the system being mentioned on the floor of the Galactic 

Consulate. Put simply, the Concord has its hands full keeping 

the stellar nations away from each other's throats back in the 

Stellar Ring. Thus, the first goal of the Concord in this system, 

as it must be throughout the Verge, is to minimize incidents. 

Most members of the Galactic Consulate have convinced them- 

selves that the problems of Hammer's Star are just too far 

away to concern them. They're also confident that Admiral 

Haastad's forces can contain any actual threats. 

Meanwhile, the single greatest deterrent to placing a gover- 
nor in Hammer's Star is Vice Admiral Raastad himself. Raastad 
has absolutely no interest in sharing his authority with Concord 
civilian authority in the system. He's manipulated his contacts in 
the Galactic Consulate, as well as the laws of the Concord itself, 

| їп order to prevent such a thing from happening. Publicly, he's 
gone as far as addressing the citizens of Spes and various Con- 
| cord bases, stating his opposition openly. As it stands, he's the 
| military dictator of the star system. Although no state of war has 
| ever been declared against the klicks—perhaps because no one 
| knows how to communicate it to them—Raastad controls the 
Í system as if he wields all the powers of martial law. 
| Functionally, he is the highest-ranking military officer within 
| the system and one of the five highest in the Verge. While he 
must consult with Adjutant General Strongbow on matters that 
involve the Concord Marines, he can command any of the hun- 
dreds of thousands of soldiers in the system. Fortunately, Raas- 
lad has taken his commission seriously. He's more interested 
in producing victories than micromanaging either Concordans 
or Borealins. As long as everyone “does his or her duty,” Raas- 
tad is a tolerable commander. In time of conflict, however, his 
orders can seem harsh, even ruthless. 

Raastad recognizes the need to delegate responsibility—es: 
pecially when it comes to controlling the thousands of civilians 
who live in the system. The Concord Administrators, led locally 
by System Administrator Marissa Rolin (Hi/Concord/DFA-6), 
provide a sense of comfort and familiarity. As long as Rolin 
keeps the populace in order and relatively happy, Haastad al- 
lows her to administer justice as she sees lit. 


BOREALIN DEMOCRACY 


With the Borealin capital of Sapphire more than 1,000 light- 
years away by ship and almost two weeks by drivesat relay, 
the Borealins on Spes unquestionably form their stellar nation's 
most distant community, Yet the Borealins living in their new 
homes on Spes remain citizens of the Hepublic, bound by its 
laws and customs. 

Even more important to this new Borealin colony has been 
the absence of the rigid structure usually reinforced by the Col- 
} leges of Philosophy. In the Stellar Hing, the colleges play vital 
functions as they ordain their stellar nation’s leaders with titles 
of Philosopher and Grand Philosopher. Here on Spes, however, 
almost all of the colonists were simple Students and Lecturers. 
Since no formal college has established a base on the planet, 
the colony's leadership formed in a vacuum of power. Ulti- 
mately, after much private consideration and weeks of public 
debate, the Borealins suspended the rules and chose a Dean 
and a council of Professors by public election. They held the 
first election in 2498 

ls an unprecedented threat to the status quo; no Borealin 
has ever received such honored titles of academia without sanc- 
fon from the Colleges of Philosophy. In response, both the Col- 
lege of Justice Ethics and the College of Unism sent respected 
guest Lecturers to bring Spes back into line. The Unists, the old- 


est and most traditional Borealins, have barely managed to con- 
tain expressions of outrage at the colonists’ audacity. Both Col- 
leges have erected branch campuses in Silver Bell. 


STELLAR NATIONS 


Between the Galactic Concord, the Borealins, and the numerous 
aggressors, the Hammer's Star system doesn’t have much to 
offer other stellar nations. Spes is a promising and still largely 
undeveloped world, but the forces arrayed to protect it-as well 
as the Borealin claims to ownership—have discouraged any se- 
rious national settlement programs. A few stellar nations have 
made an effort to open small businesses and trading opportu- 
nities in the system, despite the risks. Far most, it's a long-term 
invesment. Having a foothold in the Hammer's Star system, 
however small, could prove useful as humanity expands far- 
ther into unknown space. 

There's another, more immediate reason to keep a few loyal 
citizens in the Hammer's Star system. While the Concord can 
claim that it's here to protect agains! pirates and unknown alien 
threats, no stellar nation wants to be surprised by a sudden 
repositioning of Star Force and the Concord Marines. Of all the 
stellar nations, VoidCorp has voiced the loudest objections to 
“this unnecessary concentration of offensive military assets” 

Despite their protests, VoidCorp traders and freighters are 
among the most numerous visitors to the system. Perhaps 
they're driven by the demands of their corporate directors, but 
these traders often venture out to the distant points of the Vicek 
Belt to make deals with independent miners and settlers. Void- 
Corp has enjoyed good fortune. While a few ships have fallen 
to attack from pirates, VoidCorp has lost the fewest vessels, 


‘The planet that drew so much interest, and recently so much 
conflict, is a fairly young world that never had the chance to 
develop much of an active biosphere; while plants of various 
orders are common, multicellular animal life has yet to appear 
naturally. Due to the intrusion of humans and other sentients, 
it's not likely that Spes will ever do so. 

The planet contains three large continents and numerous 
smaller islands, The largest continent, Utrecht, joins two land- 
massas subducted by two tectonic plates. Two mountain chains 
cross the continent, which is otherwise dominated by short 
stretches of grassland and an ever-growing desert. Corinth, the 
largest settlement on the continent, has fewer than 3,000 Bo- 
realins within its walls. 

Hegel, on the opposite side of Spes, is the second largest 
continent. 105 also largely undeveloped. No significant town or 
city exists on this continent, and only a few hundred rugged 
settlers live here. Hegel features the thickest vegetation on 
Spes, with forests and jungles along both of its coastlines. A 
mountain range near its eastern shore showcases the planet's 
talles! peaks. Only skycars and spaceships have scaled these 
mountains. 

Mabillion, the smallest continent, has seen the most activity. 
The Borealins built three cities here. The primary city is, of 
course, the reconstructed community of Silver Bell, built in the 
astersid’s crater. Construction continues over the remains of the 
city, and the area now boasts more than 50,000 Borealins. Just 
over the mountains to the west of Silver Bell is the newest 
urban area, called Alcazar. Alcazar is the primary Concord 
military installation on the surface of Spes and the permanent 
residence of some 20,000 sentients—including citizens, military 


officers, and enlisted personnel. Finally, the city of Whitehead 
dates most of its buildings from prior to the return of ће stel- 
lar nations. The Borealins and independents living in White- 
head had an easy time of it; cleaning and rebuilding have 
proven easier than starting anew. 

All told, Spes is still a virgin world, with many regions that 
have never known the trod of human foot. Exploring its surface 
is one of the few leisures that off-duty Borealins and Concor- 
dans enjoy. 


All is not well on this virgin paradise, however. According to 
Borealin records, Spes's average temperature reported in the 
years from 2351 until 2488 was a relatively chilly 6.9°C— 
almost 10 degrees Centigrade below the average experienced 
on Earth. But today, the average temperature is 29.3°C, Is an 
incredible shift. In the four years since the Concord returned in 
2497, the temperature has risen an impressive 9.4°C. In 2500, 
the planet warmed by more than 3°. 

All of this change is producing incredible effects. Where 
ance the polar ice caps stretched down а few hundred kilome- 
ters north of Silver Bell, today they sit more than 2,000 kilo- 
meters away, In addition, temperatures on the equator can 
easily exceed 45° C. Its this rise in temperature that is directly 
responsible for the existence and growth of Spes's deserts and 
more arid geography. The planets climate isn't accepting all 
these changes happily; storms and unpredictable weather pat- 
terns are worse than ever. 

What's causing the climatic shift? The planet's orbit is stable, 
and su is the solar radiation emitted from Hammer's Star. How- 
ever, Spes's atmosphere is changing rapidly. As the planet 
began to heat slowly, gases were released into the upper at 
mosphere, in turn trapping more heat, Its all leading Spes into 
a runaway cycle that could potentially lead it down the Venu- 
sian cycle of planetary evolution, 

The timing of these changes leads Borealin scientists to con- 
clude that it must be tied into the asteroid impact in 2489. 


The Borealins aren't going to surrender Spes to runaway 
greenhousing without a fight. Ever since they began resetlling, 
they've been determined to stem the rise in temperature before 
it becomes impossible to control. Of course, this isn't the first 
time that scientists have used terraforming principles to cool a 
planet. It isn't even the first time that terraforming technologies 
have been brought to bear on degenerating worlds, 

The Borealins plan on using Solar terraforming. Thousands 
of engineers and laborers are currently building atmospheric 
reprocessors. Unfortunately, terraforming is usually an opera- 
tion that takes decades, ог even a century, The Borealins don't 
have the time to wail for such mild change; in a decade, much 
of Spes could be uninhabitable 

The challenges confronting this effort have much more to 
do with local conditions than theoretical planetology, however. 
Resources are scarce within the system, and given the pres- 
ence of pirates and klicks, the viability of supply convoys is 
never certain. Thus, the terraforming industry has enslaved the 
economy of Spes. Grants from the Borealis Hepublic and the 
Galactic Concord fund terraforming efforts—as well as the sup- 
port operations that keep them running. In 2500, the temper- 
ature rose slightly less than predicted, leading many to hope 
that their efforts are succeeding. 


Spes POPULATION 


313,707 SENTIENTS 
Human 88% 
Orion 1% Austrin эй 
Thuldan 1% Nariac 0% 
Orlamu 1% Insight 0% 
Rigunmer 0% Наше 0% 
Solar 0% Borealin 42% 
VoinConr 1% StarMech 0% 
Concord 42% Independent 7% 
Alien 12% 
1% Tsa 4% 
Mechalus — 896 Weren 82% 
Fraal 7% 


Besides the standard scattered atmospheric reprocessor 
stations on Spes, scientists have proposed more radical plans 
to drop the surface temperature. The most popular of these in- 
clude detonating atomic weapons on the surface; these 
weapons should spew enough heavy, opaque dust to reduce 
the amount of energy received from Hammer's Star. 


Private enterprise, always looking for an opportunity to get in- 
volved in government contracting, hasn't ignored the ter- 
raforming effort. In 2498, the Boman Corp, an independent 
corporation with headquarters in Austrin-Ontis Unlimited, suc- 
cessfully bid for the rights to operate and coordinate the ter- 
raforming stations on the unpopulated Hagel continent. 

This Austrin-Üntis corporation, better known as a military 
arms supplier, won the contract by submitting the lowest bid t» 
the local Borealin government. In truth, the risks involved in 
working in both the Verge and the Hammer's Star system led 
the Borealins to believe that they would have to pay a con- 
tractor extraordinary sums. Compared to other bidders, the 
Boman Corp's bid was ridiculously low. Yet in the last three 
years, they've proven incredibly dedicated to the project, pro- 
ducing more than a dozen active repracessors on Hegel's coast 
and interior. In addition, the Boman Corp has minimized its use 
of unmanned or robotic stations; more than 13,000 Austrins 
now live on Spes. 

At first, the Borealins were afraid of the appearance of so 
many well-armed and well-trained Austrins. They were simply 
ignorant of the Austrins’ heroic motivations until only a few 
months ago, when a rogue klick vessel penetrated a distracted 
Star Force defense group and made its way toward Spes. With- 
out waiting for a call for help, the Austrins leapt to the offen- 
sive, When asked afterward, Austrin engineers responded with 
surprise at the Borealin interviews. “That's why we're here-to 
fight them bastard spiders," said one. "You think we really care 
about terraforming? You didn't think we came here to fight you 
weak-kneed academics, do you?” 


Once a city resting atop a mountainous plateau, Silver Bell now 
sits in an asteroid crater. It remains the most populous settle- 
ment on Spes, with 56,000 registered citizens—though its not a 
large colony even by Verge standards. 

For the Horealins, Silver Bell represents renewal and re- 
birth. Thus, many of the Republic's hes! and brightest come 
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here, trying to make a name for themselves in a new era of 
philosophy and contemplative thought. In less than four years, 
the Silver Bell colonists have demonstrated remarkable inde 
pendence. This energy and vigor are a source of pride to the 
Philosophers of the Republic an Sapphire, However, the will- 
ingness of Spes theorists to break from their colleges’ traditions 
source of concern for more traditional-minded Borealins. 
While the storms of conflict and war rage outside their univer- 
sity walls, the Borealins spend their time in contemplation, re- 
search, and debate-like Borealins everywhere. Unlike 
traditional Borealins, however, the Spes colonists no longer re 
strict themselves to the use of convoluted references and ar- 
cane styles of debate; these younger Borealins are filled with a 
adrenaline that's almost unheard of. In fact, they've 
College of Justice Ethics desire to protect the liberty 
of Borealins as far as they can. 

In 2488, the citizens of Silver Bell elected Hanna Palmquist 
(Hf/Borealin/NP), an undoctored Student, to the position of 
Dean and leader of the city. Electing a Dean by popular vote 
was an unprecedented step in Borealin political thinking, In re. 
ion, the Republic sent two visiting Professors to Spes, hop- 
ing to bring Silver Bell back in line with the rest of mainstream 
Borealin culture. Ironically, the Borealins’ choice of Anthony 
Darrokin (Hm/Borealin/DFA-4), Professor of Justice Ethics, 
proved a terrible mistake. After conversations with a number 
of his clone brothers, Darrokin ‘converted’ to the new ways of 
Spes, taking his college's local support with him. 

The colonists finished rebuilding the Branch College of Jus. 
tice Ethics before any other city structure. As the first building 
was completed, it became the municipal and philosophical cen- 
ter of Silver Bell. The youngest of the twelve colleges, the Jus- 
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lice Ethics branch has proven the most willing tn accept radi: 
cal new lines of thought and philosophy—even ones that would 
brand it as an apostate in the rest of Borealin culture. 

The Branch College of Unism, constructed a year ago on the 
edge of th І e Republic's answer to this radical 
way of thinking. The Unist tradition is the aldest and most pow 
erful within the Republic. The gavernment-funded effort, led by 
irate Lecturer Clea Hitiro (Hi/Borealin/NP) hopes to mend Sil 
ver Bell's growing rift with Sapphire. Hitiro and her followers 
constantly try to reverse the philosophical direction in which 
the colony is moving. 

As the largest population center in the system, Silver Bell 
5 also become a center of local economic activity. Most of the 

5 s have built their head 


quarters within the city’s v 


ALCAZAR 


While Star Force concentrates its strength aboard the Vition, the 
Jnamorata, and Vallis Station, the Concord Marines erect plan- 
etside bases and fortifications, Located just over the Howdovm 
Mountains from Silver Bell, A! г occupies twice as much 
space and contains half as many o nts as Spes's main city. 
Defensive pillboxes and fortif s encircle the base and take 
up most of the room. Bunkers and armored rally points also 
exist throughout Alcazar. Alcazar has a substantial amount of 
ground-based offensive assets—including plasma cannon batter 
ies, surface-to-air missile racks, tactical nuclear weapons, and 
mass-reaction bombs. Several dozen skytanks and gravity-pro- 
pelled dronefighters round out Alcazar's military hardware. 

The Conc divides the base into three sections: The 


bureaucrats—including Concord Administration—reside in the 
southwest sector, the Concord Marines take the northeast and 
southeast sectors, and Star Force claims the northwest sector 
of the base. Marissa Rolin, the ranking Concord Administrator 
in the system, has the authority to dispense legal rulings and 
execute justice. In addition, a dozen Administrators answer di- 
rectly to her—although they spend only a fraction of their time 
in the base, Mostly, these administrators travel across Spes or 
to other star systems that lack direct contact with the Concord. 

The housing, training, and entertainment facilities of the and 
and 3rd regiments of the Concord Marines occupy the south- 
east sector of the base. Off-duty marines often lounge about this 
area, making it difficult to organize. The marines’ administra- 
tion, weapons, storage, and repair facilities take up the north- 
east sector. 

A landing strip allows ships of corvette size and srnaller to 
land within the city—although theoretically even the Viton 
could land in the grasslands outside of Alcazar proper. Star 
Force uses Alcazar as a secondary base of operations; it also 
serves as a repair yard for damaged military vessels 

For all this regimented military order, rumors mention two 
underground organizations within the base. The first under- 
ground community in Alcazar has ties tn the pirates of the sys- 
tem; these independent raiders and criminal gangs have done 
their best to infiltrate Alcazar whenever possible. Arms smug- 
gling seems to be their chief goal, but these groups also have 
a strategic interest in anticipating Concord military movements 
and objectives. Unfortunately, many of the military personnel in 
Alcazar have demonstrated a willingness to look the other way 
where petty crime is concerned, comforting themselves with 
minor gratuities as long as it doesn't interfere with their major 
abjective—fighting klicks. 

The second underground organization concerns the mining 
operations dug deep into the planet's sail before construction 
on Alcazar began. It's said that within those buried vaults lie 
the bodies of vanquished klicks. If the tales are true, more than 
100 klick corpses lie beneath Alcazar, all of them being stud- 
ied by military scientists and xenobiclogists. Another version of 
the story holds that Star Force engineers are examining a cap- 
tured klick attack ship—most say from the Battle of Hakke—be- 
neath the surface of the base. Whatever is going on, access to 
the subterranean levels of Alcazar is nearly impossible to se- 
cure—especially since Concord officials deny their existence. 


FiDES AND CHARITAS 


Two significant natural satellites orbit Spes. Both satellites con- 
fain insufficient atmospheres for colonization, and the Borealins 
have never warmed to the prospect of domed settlements be- 
cause of the clase proximity of a Class 1 planet. In the last year, 
however, the Borealins on Spes surprised everyone by an- 
nouncing plans ta construct a large enclosed city on Fides. The 
City, named Refuge, will serve as a rallying point for the Spes 
populace should the terraforming of Spes fail. The project 
should take more than a decade to complete. 

Fides appears to be the result of an ancient collision with 
Spes; its geological composition is a precise match for that of 
its planet. Charitas, the smaller moon by far, is simply an ex- 
ceptional asteroid. 


VALLIS ORBITAL STATION 


For eight years, no one set foot upon this deserted station. Many 
Borealins felt that it suffered from a curse, as if the colonists 


who died defending Vallis still haunted the station. Surprisingly, 
Vallis Station endured those years without maintenance or refit- 
ting, high praise for the Borealins who constructed it. 

‘Today Vallis Station serves the needs of the Concord and its 

Star Force-even though the Borealins retain legal ownership. 
The Concord brought Vallis back into operation soon after the 
Monitor arrived, and it now is a crucial link in the communi- 
cations and defense network of the Verge. Vallis sells its com- 
munication services to anyone. The station can send messages 
to Aegis, whose commsats route the signals to Tendril. The 
Tendril drivesat relays route these messages to the Stellar Ring 
or contract ships to carry them to a nearby star system. 
The Concord Communications Commission (CCC) has of- 
fices aboard Vallis. Here, CCC does more than simply adminis- 
trate; it controls the communication system directly, If anything 
seriously threatens the Hammer's Star system (such as the 
klicks), Vallis would function as the crucial link to the full might 
of the Concord military. As such, the station is one of the best 
defended points in the system. The Vition, in orbit around Spes, 
is never more than an hour or two from Vallis Station. Locally, 
Vallis counts on its escort of one cruiser and five corvettes to 
protect it from attack. This escort has proven more than 
enough to ward off ambushes from Hammer's Star's more am- 
bitious renegades. 

Newcomers to the system are immediately directed to Val- 
lis Station. Once they've docked, they receive a briefing from 
Concord personne! about the risks of doing business in the sys- 
tern. The Concord can't promise safety—although it tries its best. 
Despite the somewhat grim warnings, visitors will find Vallis 
Station a friendly, if somewhat stark, residence. 

Vallis also serves as a repair shipyard for both military 
and civilian craft. However, Star Force has misgivings about 
tying so many critical functions to a single station; no matter 
how determined its defenders, Vallis Station could suffer great 
damage, thereby compromising the operations of the Galactic 
Concord. Admiral Raastad didn't have to push too hard before 
visiting Concord Undersecretary Michael Thayne (head of the 
Committee on Verge Integration) allotted funding (ог a second 
space station. Construction will begin in orbit around the gas 
giant Platon before the end of 2501. The Concord denied Ad- 
miral Haastad's request for a drivespace communication relay 
for the second station, however, deeming it an unnecessary 
expense. 


PLATON 


Platon, like Spes, resembles a blue world when viewed from 
space, However, this gas giant's color comes from the high vol- 
ume of methane in its upper atmosphere. Like all gas giants, 
Platon is an inhospitable stellar body that attracts only the 
avaricious or foolish. Enterprising companies could easily col- 
lect and sell methane gas, but there aren't any major industrial 
facilities on the planet; smaller organizations and business con- 
cerns do mast of the work here. 


Arist 


Arist is the third and largest of Platon’s moons. Unlike its sis- 
ter satellites, this cold moon possesses a breathable atmos- 
phere—although at a pressure of only one-third of a standard 
atmosphere, it's not especially hospitable. Arist's frosty tem- 
perature represents another obstacle to human settlement. In 
fact, non-domed settlements can only exist along the moon's 
equator, where temperatures average —41°C. 


ARIST SENTIENT POPULATION 
13,291 SENTIENTS 


Human 56% 
Orion 0% Austrin 1% 
Thuldan 0% Магас 0% 
Orlarou 2% Tnsight 0% 
Rigunmor 0% Hatire 0% 
Solar 2% Borealin 7% 
VoidCorp — 196 StarMech 0% 
4% Independent 8306 
Меп 44% 
Sesheyan 0% Тѕа 3% 
Mechalus 3% Weren 9296 
Fraal 2% 


Both weren and independent human colonies exist on Arist; 
they endure the extremes of cold in order to preserve their ab- 
solute freedom. For the weren, who fled the harsh servitude of 
VoidCorp, is an opportunity to live together, sharing their cul- 
ture as it exists on Kurg, without surrendering the advances of 
Gravity Age technology. For their human neighbors, Arist rep- 
resents a chance at a new life. Some af these colonists are buc- 
caneers and other miscreants who put aside their reckless 
lives in order to settle down. Dthers became lust during the 
time between the destruction of Silver Bell and the return of the 
stellar nations. This heterogeneous collection of humanity 
shares only one of two traits: the tenacity to make a new life 
on Arist, or the inability to leave the moon itself 


At 3.2 AU from Hammer's Star, the Hevik Belt is the smaller of 
the two asteroid rings located in the system. It is neither espe- 
cially dense nor interesting; therefore, it doesn’t receive much 
attention from the stellar nations. Of course, its planetoids do 
offer a prize of metals and minerals easily accessed by any 
space vessel or excavation team. 

Psyche, the largest of the belt's asteroids, has a diameter of 
815 km and serves as home to more than a dozen mining 
teams that relish the relative safety of the system's inner belt. 


Iniad stands as a pale red titan, twice the size of Sal's Jupiter. 
During the planet's first few million years, it radiated with a dull 
brown light, the product of slow fusion within its core. Today, 
these fires have burned out and left behind a very heavy ball 
of gas. 

Шай is a planet that demands respect to this day. lts grav- 
itational well is enormous, and it most likely created both the 
Vicek and Revik belts. 


A total of 21 moons circle the gas giant. Most of them are fea- 
tureless rocks of iron, covered with wholly uninteresting 
craters. However, the events that usually occur on these moons 
have captured everyone's interest. 

Occasionally, unregistered vessels descend into the inner 
system. At least one klick outpost has been found within the 


Tievik Belt, and pirate vessels often sneak through defense 
perimeters while masquerading as simple freighters, But it's at 
Iniad's moons and beyond in the Vicek belt that the Concord 
usually fights its battles with criminals and aliens alike. 


The Concord’s policy toward the dense and chaotic Vicek Belt 
changes daily. It's clear that Star Force would like to put an end 
to the menace that lurks within the swirling planetoids 10.4 AU 
from the system's star; it's equally clear just how difficult a task 
Star Force has set for itself. Millions of distinct asteroids lie 
within this wide belt, and thousands of these asteroids display 
energy signatures. Some energy signatures stem from the pi- 
rate bands that use the Vicek Belt as a base of operations, and 
others come from innocent independent miners. However, klick 
fighters often emerge from unknown places within the belt 
Star Force and the Concord Marines must fight a holding ac- 
tion until they gain more information about the klicks and their 
ultimate plans. 


The tiny planetoid Bruelt lies at the farthest reaches of the sys 
tern. While a modern induction engine starship could reach the 
distant planet in a day, there's little incentive to do so. Ancient 
surveys and newer Concord ones, taken upon the Monitor's ar- 
rival, indicate that the rock doesn’t possess anything of value. 


Contrary to many people's fears, the gravitational pull of the Pit 
has had little effect on the Hammer's Star system, since its 
more than a hundred billion kilometers away. 

Millions of years ago, the black hole passed near enough to 
the Hammer's Star system to capture its star in a long, ellipt- 
cal orbit. Back then, the black hole would have been a brilliant 
thing to see, flashing with explosions of light and energy as it 
consumed the occasional comet and rogue asteroid from the 
outer parts of the system. 

Today, the Pit is almost always invisible. Occasionally, it 
demonstrates its power when it pulls in some stellar debris, 
and once every few months its gravity disturbs comets in Ham- 
mer's Star's Oort cloud, sending them spiraling off into inter- 
stellar space or into the heart of the system, For the most par, 
though, the Pit is ignored by humanity. 


The Hammer's Star system is an area of space rife with con- 
flict and tension. Like much of the Verge, this system's dangers 
attracts many of the bravest (and most foolish) sentients in the 
known galaxy. Only a very small percentage of these heroes 
emerge from Hammer's Star unscathed. 


Recently, Concord scientists detected an aberration in the Pits 
projected orbit The black hole must have had contact with an- 
other phenomena of sufficient force to disturb its normally im- 
placable course. As soon as the scientists completed their 
analysis, they informed Star Force of their findings. As a result, 
the Concord has doubled its watchfulness in the system, Many 
military strategists fear that this latest event points to some new 


weapon designed by the klicks; Star Force has sent two dread- 
noughts to investigate. 


Recent skirmishes with the klicks have ended badly for Star 
Force, so badly, in fact, that many officers believe that some- 
one in Star Force is feeding information to the klicks. How else 
to explain the fact that klick forces have easily outmaneuvered 
both Star Force task groups and countered several ground- 
based assaults. Concord military officials are very concerned, 
and rumor has it that the Concord has dispatched several coun- 
terintelligence groups to the Hammer's Star system. 


Borealin heroes native to Hammer's Star don't suffer from the 
Oblivious flaw, The history of combat and tension within the 
system has caused them to remain ever-vigilant. Whether 
scanning for klick warships or corsair vessels, the Borealins 
must concentrate on their survival, 


‘The klicks are an alien species that present an actual threat to 
humanity, Their unbridled aggression and ferocity represent a 
new experience for the humans and their allied species. Thank- 
fully, the stellar nations have only encountered the klicks in the 
distant Hammer's Star system, where the determined actions of 
the Galactic Concord hold them back—at least for now. 


Description: Klicks resemble arachnids; six multi-jointed legs 
propel their wedge-shaped bodies. Each of these legs ends in 
wickedly pointed pincers. A klick’s wedge-shaped body mea- 
sures about 2 meters long and about 1 meter thick at its widest 
point. It's covered with smooth, chitinous armor across its top, 
and plates of the same material protect its belly. Only the crea- 
tures bulbous sensory organs lie exposed. These organs cover 
a large globular mass that descends beneath the thinner, for- 
ward portion of its body. Two forelimbs reach out from beside 
these sensory organs. The pincers at the end of these limbs are 
more dexterous than those attached to the legs and can manip 
ulate weapons ar technology. 

The Concord Marines dubbed these aliens "klicks" hased on 
the disturbing sounds they make. The creatures produce a num- 
ber of eerie and irritating clicking sounds that assault human 
ears. When they scuttle along a hard surface, the klicks’ pointed 
pincers rap against the floor. When agitated or excited, they tap 
the smaller branch of their pincers against the longer portion, 
creating an ominous melody. It's these clicking sounds that the 
Concord Marines have come to dread. 


Encounter: Klicks possess a high degree of intelligence, demon- 
strated primarily by their cooperation and teamwork. The use of 
technology—both starships and their “blacklaser energy 
weapors-confirms an applied intelligence af some kind. Concord 


Weapons Skill Ас Md 
Blacklaser pistol Modern-pisto -1 F 
Blacklaser rifle Modern-rife -1 B/A 


Modem-SMG 0 F/B/A 


Kuck WEAPONS 


‘Type Damage 

En/U d4+2w/d6+2w/d4m 4 10. — +3 
EnO d6+2w/db+2w/d4+2m 5 
EnO dé--lw/d&*3w/d4-m 4 


scientists have been unable to decipher their language-if indeed 
the series of clicks and sounds really is a language. In addition, 
scientists know nothing about klick social structure or origin. Re- 
searchers have classified klicks as external-that is, they are not 
native to the Hammer's Star system or any other charted systern. 
Klick teams make excellent use of ambushes. They olten at- 
tack in greater numbers, swarming quickly over small groups, 
and they fight savagely, without taking prisoners. Klicks are ex- 
tremely resistant to glancing blows and stun damage. In addi- 
tion, captured klicks quickly die. 


Киск Attack SHIP 


Compartments: 8 Durability: 40 
Maneuver Hating: 0 Acc: 2 Mpp 
Cruising Speed: 2 AU/hour Berthing: 24 


Armament; 2 particle beams Hange 6/12/18 Mm. 
d6+3s/d4+1m/d4+3m En (8/A 
Defenses: Jammer, damage contro! {Good} 
Armor; Moderate [unknown] (4 dur) 
d6+1 (LU, d6+1 (HI), d6+2 (En) 
Computer: Marginal computer core 
Engines: Induction engine 
Fower: 2 grav-fusion cells rated at 20 power factors 
Drive: None 


Roll Compt Systems (Dur/Pow) Dur 
— M 1 Grav-fusion cel (5/*)  10/10/5 
1-2 Mass detectar (1/1) B/B/4 
‘Multiband radar (0/0) 
Spectroanalyzer (1/1) 
Badio transceiver (0/1) 
Damage control (Good) (2/2) 
Jemmer (0/1) 
Airlock (0/0) 
Marginal computer core (0/0) 
34 Engineering 2 Induction engine (8/6) 12/12/56 
5-6 — Awdliary Grav-fusion cell (5/*) 10/10/5 
Autosupport (0/2) 
7-8 Cargo Fuel tank (2/0) 4/4/2. 
10-12 Crew Crew quarters (4/0) 8/8/4 
13-16 Weapons 1 Turret: particle beam (5/5)10/10/5 


17-20 Weapons 2. Turret: particle beam (5/5)10/10/5 


Th date, klick vessels have appeared in as many as four 
variants—including scouts, cutters, attack vessels, and 
frigates. According to Star Force rumor, long-range scouts 
in the depth of the system may have encountered “more sig- 
nificant vessels? 

Flick system operators have average scores of 12 in Ve- 
hicle Operation—space, Technical Science—repair, and all 
System Operation specialty skills, Like the klick warriors, 
these klicks have action check scores of 12. 


Humans have encountered klicks throughout the Hammer's 
Star system—including the V elt, cn many of the cuter 
moons, and, according to rumor, once on Spes itself. These 
aliens travel in fast spacefaring vessels made up of a black, 
unidentified mat Asa whole, these vessels are of unknown 
design—though some claim that they can enter drivespace and 
carry particle beams and other weapons of mass destruction. 
However, most encounters with klick ships end quickly; klick 
vessels favor hit-and-run tactics that don't leave the Concord 
Star Force time to respond 

Опе aspect of klick encounters that scientists have yet to di 
ument fully is the weakness that washes over humans and 
other aliens when in close proximity to these aliens, All major 


For this reason, marines prefer іо Бае klic) 
whenever pnssihle. 


Hahitat/Saciety: Little is known about klick society; despite 
the many stories sweeping the Verge, only a few humans have 
actually encountered them. Humanity does know that these 
aliens are learless, well-organized aggressors. When encoun- 
tered on a planetary surface, consists of no 
fewer than six individuals, The largest klick war party thus far 
recorded consisted of 120 creatures that ambushed Concord 
Marines. After this battle, the klicks destroyed their own dei 
making it hard for Concord scientists to study this unknown 
species. 

Though many people speculate that the insectlike klicks 
must have some sort of hive mind or group mentality, scientists 
argue that such an observation is probebly mistaken. Insects 
are a human analogue, they say, and their characteristics do not 
necessarily translate to alien species. 


Located about halfway between Tendril and Corrivale, Ignatius 
is home to the second Class 1 world in the Verge—the massive, 
hothouse ocean-planet known as Antigua. Although the Taurean 
Star Republic originally claimed this system, they never estab- 
lished permanent human settlements before the onset of the 
Second Galactic War. In fact, the Taureans quickly abandoned 
their tenuous holdings here as the war turned against them 
back in Old Space. Today, Ignatius stands as an unresolved 
claim waiting to be settled by the Galactic Court, 


History 


Ignatius was first charted by a joint Thuldan-Taurean expedition 
during March and April 2321. At the time, the two stellar 
nations often collaborated in diplomatic and scientific endeav- 
ors; the Taureans were natural allies for the Empire, and the 
corrupt Senators who ruled the Republic eagerly took Thuldan 
money and arms in exchange for their friendship. Already in- 
volved in other settlement efforts in the Verge, the Thuldans 
ceded the rights to develop Antigua to the Taurean Star Repub- 
lic in exchange for a full alliance and the right to place military 
bases in the Ignatius system. 

The Taureans eagerly set about the process of establishing 
their own foothold in the Verge. In 2325, the first colonists 
landed on ће Iskandera Archipelago near Antigua’s equator. 
They were met with great violence by primitive natives of An- 
ligue who called themselves ke'kekt. Xenophobic and warlike, 
these powerful and supposedly slow-witted creatures delighted 
in wrecking colonial installations as quickly as the Taureans 
could build them, Over the course of 20 years, the Taurean con- 
struction efforts slowed to a crawl, as the Republic sent thou- 
sands of soldiers to deal with native insurrections. Despite the 
constant fighting, the Taureans secured the colony of Iskandera 
by the mid-2330s. 

When the war broke out in 2346, the Taureans entered the 
fight as allies of the Thuldan Empire, launching an attack 
against the Sultanate of Fomalhaut. It didn't work aut well. In- 
slead of the easy victories promised them by the Thuldan emis- 
saries, the Republic found itself fighting a tenacious and skillful 
adversary. In desperation, all Taurean military forces were re- 
called in 2348. At this time, large portions of Iskandera were 
overrun and looted by ke’kekt war bands, and the surviving 
colonists holed up in impregnable island-fortresses, waiting for 
help. 

Unfortunately, they didn’t receive any. In early 2349, forces 
of the Thuldan Empire invaded and occupied the collapsing Tau- 
rean Star Republic. By 2353, the Thuldans completely absorbed 
the Republic. The stranded Taurean settlers struggled to survive, 
eventually seeking arms and economic aid from neighboring 
colonies in the Tendril and Corrivale systems. During the Long 
Silence, several Alaundrin merchant families invested in Iskan- 
tera, reclaiming large portions of the old Taurean colony from 
the marauding ke'kekt. 

Today, Antigua is technically an independent colony under 
the protection of the Concord. In terms of economic and politi- 
cal affiliation, the small settlement of Iskandera is now an 
Alaundrin colony, as well as a trading post and way station for 
the few ships that come out this way. Its a quiet and isolated 
place, even by Verge standards. 


ANTIGUA 


Ignatius is home to a family of five planets and the usual debris 
of comets and asteroids, but Antigua (3/H1/A2/P3/He) is the 
only world of interest ta humans. Massive and hat by terrestrial 
standards, its gravity is twice Earth's, and its atmosphere is op- 
pressively thick. Antiqua's high gravity created much flatter 
landforms than those on Earth, and its oceans cover a corre- 
spondingly greater percentage of the planet-ahnu! 80%, in this 
сазе. 

With a metal-poor crust, hostile natives, and marginal con- 
ditions for human settlement, Antigua remains largely undevel- 
oped. The old Taurean ‘shoot-first" policies won humankind few 
friends among the native ke'kekt, and to this day the primitive 
species remains a constant threat to settlers and traders alike. 
Currently, the Concord oversees Antigua—although several 
Alaundrin families with financial interests in the planet would 
prefer to see it remain ungoverned and unregulated. 


THe Ke’Kext 


Antigua possesses a rich and complex biosphere centered on its 
extensive coastal regions and shallow sea floors. Numerous 
creatures dangerous to humanity inhabit Antiqua oceans—in- 
cluding giant urchins and powerlul sand rays. However, the 
ke'kekt remain ће most dangerous species of all. Hesembling 
the echinoderms (or starfish) of Earth's seas, the ke'kekt are an 
enormously strong, slow-moving species driven to destroy any- 
thing outside their own community. The ke'kekt are true am- 
phibians, at home in water and along coastlands. Land-dwelling 
ke'kekt are gradually adapting to the human presence on their 
world, but those living in the sea fiercely resist any contact with 
human "invaders" The Concord is now establishing a contact 
mission to evaluate the ke'kekt and open up friendly relations. 


IsKANDERA 


‘The original Taurean settlers founded their colony among the 
Iskandera islands for two reasons: The equatorial gravity is 
slightly more bearable than the gravity at higher latitudes, and 
the islands possess some of the best terrain available on the 
planet, Extending for thousands of kilometers across the face of 
Antigua's vast seas, only a few of the archipelago’s islands have 
been settled by humans. Most are wild, left to the ke'kekt and 
the tough, scrublike Antiguan jungle. 

‘The main colony is located at Cape Maris on Arandia, the 
larges! island in the chain. Cape Maris is home to about 1,000 
Antiguan settlers, and it serves as а trading post and port-of-call 
for passing vessels. 

Recently, a number of seaquakes and other geological 
events have shaken the fault lines near the island chain. Scien- 
tists are unsure of the cause of the increased geothermal activ- 
ity, but many colonists feel that the ke'kekt are somehow 
responsible. In fact, Antiguan colonists living in the Iskandera 
islands have begun to put pressure on those Concord officials 
trying to open up friendly relations with the native ke'kekt, Sim- 
ply pu; many of the colonists don't trust the ke'kekt and wish to 
prevent them from acquiring even the simplest items of ad- 
vanced technology. 


More than 30 light-years from the nearest major system, Kar- 
nath supports a family of thirteen planets-including the Class 1 
world of Bhruusil. This cold steppe-world is home to an intelli- 
gent race of grazers known as the bhruu, a highly socialized 
species just beginning to master the basics of human technol- 
ogy. Carefully avoiding any formal incorporation with their 
human neighbors, the bhruu are patiently studying humankind 
even as human scientists and sociologists are studying them. 
Once the property of VoidCorp, Karnath was secretly sub- 
verted during the Long Silence by Insight sympathizers and 
handed over to the new nation when Insight broke away from 
their corporate masters. Obviously, VoidCorp strenuously ob- 
jected to this development and demanded the return of Karnath 
and Bhruusil to its control. While 1t hasn't succeeded in reestab- 
lishing its foothold on Bhruusil, VoidCorp is very busy building 
mining posts and military bases on neighboring planets, 


History 


Although the Verge lay on the opposite side of human space 
from the bulk of their holdings, VoidCorp was intensely inter- 
ested in establishing a strong presence in the new frontier dur- 
ing the explorations following GW1. A VoidCorp exploitation 
learn surveyed Karnath in 2335 and secretly raported the dis- 
covery of a Class 1 world to their executives. VoidCorp dis- 
patched a contact team to Bhruusil in early 2337 in order to 
forge a binding contract with the bhruu. (This contract was sim- 
ilar to the one with which they'd ensnared the sesheyans.) 

The entrapment of the bhruu failed miserably. Before any 
chieftain agreed to sign a document binding all bhruu every- 
where, the bhruu herds met to discuss the offworlder proposal. 
In typical bhruu fashion, they returned to VoidCorp’s represen- 
tatives with a simple request: "Explain your legal system to us. 
Don't leave anything out! VoidCorp's contact and exploitation 
specialists resigned themselves to a much more involved nego- 
tiation process, while the corporate executives back in the Stel- 
lar Ring prepared a pacification contingency to dominate the 
bhruu through military means. 

The military expedition to Karnath was never launched. De- 
layed on three occasions by developments back in the Stellar 
Ring, the Tau Ceti incident pushed any military efforts in the 
Verge to the back burner. The Chief Executive of VoidCorp's new 
Karnath Development Division was ordered to continue negoti- 
ations and await further instructions, With none forthcoming, 
most of the VoidCorp personnel took ship and returned to Old 
Space in the 23505. 

In 2449, a VoidCorp base construction team and coloniza- 
tion division of 3,000 settlers arrived at Karnath without warn- 
ing. In the midst of the Long Silence, the hardened VoidCorp 
survivors still on the planet were surprised by the arrival of this 
new group. Over the next three years, they built the future plan- 
etary capital of Kansas Station in Bhruusil's temperate equator 
ial regions. But the new executives of the Karnath Development 
Division harbored an astonishing secret: They worked for In- 
sight, not VoidCorp. A year after Insight broke away from Void- 
Corp, the Karnath Development Division mysteriously followed 
them, leading some historians to speculate that Insight must 
have had some means of covert communication with the other- 
wise isolated Verge. No proof of this unknown communication 
channel has ever surfaced, and Insight refuses to comment on 
the question. 


BHRUUSIL 


Slightly larger and colder than Earth, Bhruusil (G2/H1/A2/P3/ 
H1-2) possesses a much more pronounced axial tilt and a 
smaller hydrographic percentage. Its a cooler, drier planet cir- 
cled by vast, arid plains through much of its temperate latitudes. 
Winters on these vast steppes are harsh in the extreme, with 
temperatures dropping as low as -70° ог -80° C during the 
coldest months. Most Insight settlers built their towns and home- 
steads well within the planet's so-called tropics, a region of tem- 
perate forests and grasslands much more comfortable for 
human habitation. 

Bhruusil is home to a rich and complex biosphere and a na- 
tive sentient race—the bhruu. When first contacted by humans, 
the bhruu had а nontechnological society, but after decades of 
working with Insight colonists, the bhruu have shifted to semi- 
permanent agricultural settlements and light industry. They lack 
the hands and expertise of human engineers, but they're learn- 
ing fast. In fact, a small number of bhruu have left Karnath al- 
together to learn more about the Verge and the vast expanse of 
human space. 

Insights Planetary Administrator is a driven man by the 
name of Heoren DeValk (Hm/Insight/DTO-6). Determined to es- 
tablish Bhruusil and ће bhruu as clients of Insight, he's press- 
ing the chieftains of the bhruu to accept more and more human 
guidance, So far, the bhruu have resisted his overtures with po- 
lite refusals. 


CHEERGHUN 


The next planet out from Bhruusil, Cheerghun (G2/R2/A3/P2/ 
H1) is the “roaming star” of the bhruu, lighting up the night sky 
of its sister planet. Cheerghun is a world of brilliant yellow and 
white deserts shrouded in a thin chlorine haze. Rich in miner- 
als, Cheerghun supports a fragile biosphere of Series Ш (chlo- 
rine-breathing) life. Humans require breathing masks and 
heated suits to survive in Cheerghun's splendid desolation. 

While VoidCorp failed to reclaim the Insight installations on 
Bhruusil, they still retained the development rights to the rest of 
the Karnath system. It was a slim wedge, hut it was enough 
Barred from direct action against Bhruusil (or any Insight terri- 
tory, for that matter), VoidCorp chose to develop everything else 
in the Kamath system that seemed worthwhile, and Cheerghun 
fit their bill perfectly. A mining property of considerable value, 
it also has the potential to become a Class 1 planet through ter- 
raforming—although this would destroy its chlorine-breathing 
lifeforms. 

Despite this, VoidCorp is proceeding with the initial ter- 
raforming efforts. Theyre developing a tailored microbe to fix 
atmospheric chlorine into salt; this will scrub the chlorine from 
the atmosphere. Next, they intend to process vast amounts of the 
planet's crust to release oxygen from the rocks. Finally, they will 
tow small, icy moons from the outer system into collisions with 
Cheerghun, restoring water to the desiccated planet. It's an am- 
bitious plan, and both Insight and the bhruu ambassadors are 
seeking ways to stop it, So far, the Concord has expressed no 
official opinion on the case, but those in the know are sure thal 
its sympathies lie with the existing lifeforms. 


Known as a navigational way point since the first Verge explo- 
rations, Terivine is a common rest stop for ships traveling be- 
tween Lucullus, Aegis, and Corrivale. It's a trinary system 
consisting of two G-class stars orbiting each other at a distance 
of only 0.8 AU, and a third K-class orange dwarf about 100 AU 
from the first two stars. Since Terivine A and B, the system's two 
yellow stars, prevented any kind of planetary formation at the 
center of Terivine, the area didn't receive much attention from 
explorers. Thousands of ships passed this way over the years, 
drifting through the silent system while their stardrives 
recharged for the next leg of their journey. 


Ten years ago, an Alaundrin freighter named the Desert Wind 
made an astrogational error of epic proportions: It missed the 
inner part of the Terivine system altogether. Arriving in the 
vicinity of Terivine C, the orange dwarf, the crewmen of the 
Desert Wind were astonished to discover a Class 1 world orbit- 
ing the third at a distance of only 0.3 AU (about 45 million kilo- 
meters), A small planet marked by dramatic cliffs and towering 
mountains, this world instantly attracted the attention of the 
Verge powers of Tendril, Aegis, Corrivale, and Oberon. The cap- 
tain of the Desert Wind named it Rivendale. 


Of all the Verge powers, only Alaundril in the Tendril system 
and the Regency of Bluefall in the Aegis system were able to 
establish colonies before the arrival of the Monitor. In 2492, 
Tendril and Aegis agreed to a 70-30 split of Hivendale (the only 
planet worth developing) in favor of Aegis. A small number of 
settlers arrived on Hivendale—mostly survey teams and scien- 
tists—to build the groundwork for Hivendale’s first colonies. 

The colonization of Hivendale ran into a complication in 
2494, however. A fraal scientist studying the native lifeforms of 
the planet discovered that a sentient species—the graceful riglia— 
already inhabited Rivendale. These avians eschewed any form 
of technology or artifice, relying entirely on the formidable pow- 
ers of their minds. The riglia resented the human incursion on 
their world. In response to their wishes, Alaundril and the Re- 
gency have throttled back the colonization program to a trickle 
while Regency scientists study the planet at greater length. 


Only about hali the size of Earth, Rivendale (61/R1/A2/P2/H2) 
exhibits classic low-gravity geographical features. Its mountains 
are enormous, separated hy seemingly bottomless rifts and 
canyons, and these canyons possess walls kilometers high. The 
planet itself has an unusually slow rotation (the effects of tidal 
braking from its parent sun), equaling about 7 standard days in 
length. This leads to extreme hot and cold weather alternating 
every week. Despite these drawbacks, Hivendale is a planet of 
spectacular beauty, a wild and unspoiled place that humans 
may doom by their presence. 

The largest human settlement on Bivendale is ће cliff-town 
of Sunbreak. Sitting in the cleft between two mountain peaks, 
this lofty aerie is almost 9,000 meters above sea level. Sun- 
break is the Hegency's colonial capital, but fewer than 2,000 
people inhabit the hase. A handful of homesteaders have es- 


tablished isolated farms on the nearby mountains, relying on 
condenser arrays for fresh water and careful terracing for level 
plots of ground. It’s said that the riglia are quite incensed by 
these homesteaders’ activities. 


Mantebron is a dying system and one of the loneliest outposts 
in human space. Three billion years ago, it was a G2 star quite 
like Sol. Currently, however, Mantebron is nearing the end of its 
main sequence. Within 20,000 to 50,000 years, Mantehron will 
exhaust its hydrogen fuel and enter its red-giant phase—incin- 
erating the inner planets of its system. A million or so years 
from now, Mantebron will nova. 

Eight planets orbit Mantebron—including the Earthlike desert 
world of High Mojave. Just as Mantebron has aged, so has High 
Mojave; over the course of geological time, its seas have van- 
ished, its atmosphere hes thinned, its rotation has slowed, and 
its tectonic activity has faded to a mere fraction of its former 
level. High Mojave is now more like Mars than Earth; ifs a cold 
and desiccated planet with an unbreathable atmosphere. How- 
ever, it's still close enough to ап Earthlike environment to attract 
a few especially tough settlers. 


History 


Mantebron was charted by an Orion survey mission in October 
2328 and quickly claimed by the League. While it was clear 
from the beginning thal long-term colonization presented a 
problem, many people decided that the impending destruction of 
the system was not a significant deterrent to colonization. After 
all, since recorded human history only encompasses 6,000 
years, who could care about something 20,000 or 30,000 
years in the future? High Mojave's Class 2 environment and 
physical remoteness served as more effective barriers ta colo- 
nization than its fading sun. 

The Orions who colonized High Mojave were the toughest 
and most independent type of settlers. They dispersed them- 
selves across the planet's arid surface, carving out a few hun- 
dred homesteads and farms in the dead plains and seabeds of 
the dust-wreathed world. The Colonial Charter, signed in 2339, 
reflected above all else the Orion respect for sel{-determination, 
minimalist government, and individual rights. By the outbreak of 
the Second Galactic War, High Mojave's capital and largest town 
was Olympus, a small trading post and landing field of only SOO 
residents. 

The years of the Long Silence were hard on the Mojavians. 
Not only were they forgotten by the Orion League, but they were 
virtually forgotten by their Verge neighbors, too. This isolation 
was not entirely a bad thing during the height of GW2 and the 
Long Silence. Unlike more populous or centrally located colo 
nies, Mantebron was largely overlooked by the corsairs who 
flourished during the absence of the stellar nations. The settlers’ 
main challenge came from a lack of materials and machinery 
they needed to survive and prosper in their new hore. 

When the Monitor arrived in 2497, Mantebron renewed its 
affiliation with the Orion League. No other stellar nations or 
Verge systems had serious interests here—until the revelation 
that the settlers of High Mojave had discovered the ruins of an 
ancient alien civilization during the Long Silence. Today several 
nations—including the Hatire Community and the Solar Union— 
agitate for Mantebron’s independence in the hope that they can 
claim primacy over the Precursor ruins on the planet 


THE PRECURSORS 


‘The galaxy is ancient beyond human reckoning. Billions of stars 
coalesced, ignited, warmed planets, and then died long before 
the rise of humankind. A handful of these dead stars and for- 
gotten worlds are home to the wreckage of civilizations van- 
ished for millions of years—the ruins of the assorted alien 
species collectively known as Precursars, 

By most estimates, the earliest Precursor races couldn't have 
evolved in the Milky Way galaxy until about one and a half bil- 
lion years ago; the first generation of stars created in the for- 
mation of the galaxy had almost none of the heavier elements 
necessary for life in their planetary systems. The earliest sec- 
ond-generation stars needed a couple of billion years for Earth- 
like planets to form from the primordial soup and develop 
intelligent life, On the other end of the scale, the most recent Pre- 
cursor races vanished or died out within 100,000 years. At 
most, the remains of perhaps five or six Precursor races have 
been discovered in all of human space; the Precursors of Man- 
tebron are locally known as the Glassmakers. 

‘The Glassmakers lived hundreds of millions of years ago, in 
the days when High Mojave still had seas and a full atmos- 
phere. Their ruins show a high level of silicon-based techno} 
ogy, but little metallurgy. Hundreds of xenoarcheologists are 
now studying the Glassmaker ruins across Mantebron, but re- 
sults have been disappointing so far-the Glassmaker ruins are 
just too old. 


THe DviNG PLANET 


Roughly 10,000 homesteaders inhabit the windswept wastes of 
High Mojave (G2/R2/A3/P1/H1). The typical homestead con- 
sists of a small family living in a habitat dome surrounded by 
hundreds of acres of moisture condensers and tough crops en- 
gineered to succeed in nitrate-depleted soils. Many are hun- 
dreds of kilometers from their nearest neighbors, self-sufficient 
for all but the most unusual supplies and commodities. People 
out here have a tough pioneer outlook and enjoy the isolation. 

High Mojave's revolution equals ten standard days in length, 
leading to long, cool days and bitterly cold nights. The thin a- 
mosphere doesn't hold heat well, and temperatures can drop cs 
low as -100° С by the end of the night. Its two moons, Salton 
and Baja, loom large in its skies, eventually falling inward with 
the eons-old decay of their orbits, However, colonial as- 
tranomers predict that neither will fall for at least 30,000 years 
or more, 

‘The leader of the High Mojave colony is Colonial Governor 
Giles Sandovar (Hm/Orion/NP). Sandovar is а new transplant 
from Old Space who wants to make up for lost time, He's intent. 
on bringing the light of 26th century Orion civilization to this 
cold and lonely backwater, an attitude that doesn’t endear him 
to the new Orion citizens under his rule. They'd just as soon be 
left alone, but they can’t be bothered to throw the governor out, 
either. Mostly, Sandovar is simply stymied ar ignored. 


An outlaw system that's preyed for decades on the shipping and 
outposts of the Verge, Ptolemy is the feudal fief of one ruthless 
man-Vardye Hellis. Heir to a dynasty of pirate lords, Lord Hellis 
((m/Ptolemy/DCS-15) is the unchallenged king of the system. 
He cornmands a pirate flotilla that terrorizes the coreward edge 
of the Verge to this day. Ruling from the storm-wracked world 
of Hurricane, Lord Hellis carefully seeks an Old-Space patron 
who will allow him to remain the uncontested master of 
Polemy. 


In 2329 an entrepreneurial firm by the name of Verge Explo- 
rations Inc. surveyed the Ptolemy system and sold the rights to 
the Nariac Domain. Although the Nariacs were much more in- 
terested in colonization efforts on their side of the Stellar Ring, 
the Central Committee decided to establish a foothold in the 
newly opened Verge. The Workers’ Colony of Ptolemy was es- 
tablished in the acrid wastes of Hurricane on January 7, 2336. 
The Nariacs quickly installed a small amount of terraforming 
machinery to speed the transition of Hurricane's atmosphere 
into a breathable one. 

Nariac support for the colony gradually tapered off as the 
Domain became embroiled in GW2, The news of VoidCarp’s vir- 
tual takeover of the Domain reached the Workers’ Colony early 
їп 2351, just before the Long Silence, The Nariacs of Ptolemy 
were outraged by the development in home politics, and they 
severed all ties to the Domain rather than become slaves of 
VoidCorp. The leading military officer of the colony, Colonel 
Barak Durenko, recognized his opportunity. Backed by his small 
but loyal security force, he seized power in 2355. 

Like many tyrants, Durenko soon learned that his citizens 
expected him to solve problems that were beyond his ability. By 
the early 2360s, the Hurricane colony teetered on the brink of 
collapse. Desperate for replacement parts and supplies, 
Durenko authorized a raid against nearby Lucullus. Hationaliz- 
ing that the Solar Union was the enemy of the Domain anyway, 
he refitted what was left of the Магіас Verge squadron and at- 
tacked. The raid proved highly successful, and Durenko began 
а campaign of out-and-out piracy against every system in the 
| vicinity. 

Colonel Durenko died in 2374 at the hands of an ambitious 
and charismatic underling, Cero Hellis. The leader of a pirate 
squadron, Hellis had built up a loyal following of increasingly 
ruthless and desperate men. Declaring himself Lord of Ptolemy, 
Hellis continued his raids. Winning a reputation as a corsair 


lord, he began to attract new followers, mostly captains and 
crewmen eager for plunder. When Hellis died in 2409, he 
passed the rule of Ptolemy to his son, Uric Hellis, who in turn 
passed his reign to Vardye Hellis in 2445, 

Vardye Hellis has faced only one serious challenge to his 
rule during his time as Lord. In 2466, Lord Hellis raided the 
newly established Hegency of Aegis. The Regency Navy fought 
off his corsair squadron, followed him back to Ptolemy and de- 
strayed his shipyards and fortifications. In the altermath of the 
disastrous raid, Vardye Hellis was forced to put down a wide- 
spread mutiny among his followers, but he survived the turmoil 
through the judicious application of force. 


Today, the Nariac roots of Ptolemy are all but forgotten; the en- 
tire system exists to support the ragtag pirate flotilla at Lord 
Helliss command. However, the defeat he suffered in 2466 
greatly weakened his military power, and despite 30 years of 
rebuilding, he lacks the ships and industrial base to mount a se 
rious attack on the major systems around him. Realizing that 
Ptolemy can't compete on its own meager resources, Lord Hellis 
is waiting to see which of the returning nations will make him 
the best offer. According to popular rumor, Hellis is dealing with 
VoidCorp, the Rigunmors, and the Thuldans in search of money, 
troops, and ships to renew his naval power. 


Ptolemy is а young, dim, and unremarkable KB star 16 seven 
planets include few resources deserving of commercial ex- 
ploitation. Its only world of note is Hurricane, a terrestrial planet 
only one billion years old. Hurricane (B2/R2/A3/P4/H3) 
seethes with volcanic activity, acidic seas full of organic chemi- 
cals, and a violent, toxic atmosphere. One day Hurricane may 
develop into a Class 1 world, but that day won't come for at 
least 100 million years. 

Hurricane has about 50,000 people, scattered across four 
major settlements, All of these settlements are domed towns 
surrounded by fields open to the atmosphere, as the planet's 
current atmosphere is nota barrier to plant respiration. Humans 
do require breathing masks and a self-contained air supply on 
the surface, however. The atmosphere itself is intolerably thick, 
hot, and humid. A century of terraforming is just now trans- 
forming Hurricane's atmosphere, and lightning-shattered down- 
pours cover about 45% of the globe around the clock. 

Given the uneven heating of volcanic activity, the lack of seas 
to store heat and stabilize climate patterns, and the rapid rota 
tion of this young and hot world, ferocious winds often scour 
Hurricane. In fact, its calmest days still give rise to screaming 
gales, and real storms can create winds of up to 300 kph. 
Human towns, structures, and farmlands are built low to the 
ground and in the lee of hills or ridges, but even these measures 
don't guarantee safety, Landing conditions for visiting spacecraft 
are dangerous at best, and often impossible—a factor that dis- 
suaded the Regency from invading Hurricane back in 2466. 

Hurricane's largest town is the pirate citadel of Groundfall, a 
rough and tumble port full of the worst the Verge has to offer, 
The Lord's Tower is the center of what passes for government 
in this system; Hellis's legbreakers guard the place against all 
intruders. 


COULOMB 


А red dwarf hovering near the limits of human exploration, 
Coulomb sits at the lower edge of a starless rift that reaches 
down from the edges of galactic space. Nearly one-quarter of 
the celestial sphere appears virtually empty from this lonely 
outpost. Coulomb is home to only one planet, Ohmel, and a 
small community of colonists from the Leodal States, a now-de- 
funct stellar nation. Most of the worlds once held by this nation 
have been incorporated into the Concord. Thus, Coulomb has 
become a Concord colony. 

Like its neighboring system of Mantebron, Coulomb is an old 
sun, and Ohmel is a planet past its prime. Explorers have dis- 
covered a handful of Precursor ruins buried in Ohmel’s frozen 
glaciers. Coulomb's ruins have aged poorly, however. Explorers 
have unearthed few archeological finds of note here. What's left 
of the Ohmel ruins strongly resembles the ruins of High Mojave, 
and it seems clear that the Glassmakers of Mantebron lived 
here, too. 


HisToRY 


During the years following the opening of the Verge, the Leodal 
States were too poor to engage in serious exploration or colo- 
nization Some of the leading citizens of the nation felt other- 
wise, though. In 2332, Lord Karim Ngongwe—a noble of the 
Leadal monarchy—personally financed and led an expedition to 
stake out a Leodal claim in the Verge. Lord Ngongwe's mission 
arrived at Coulomb in February 2334 after surveying dozens of 
other stars in the vicinity. 

Lord Ngongwe claimed Coulomb and returned to his home- 
world in order to raise funds for a colonization ship. In keeping 
with Leadal law, Ngongwe gained ownership over any planet 
whose colonization he financed. The troubled economy of the 
postwar States aided his efforts; millions of Leodans were out 
of work and looking for a chance to start fresh. Lord Ngongwe 
purchased a ship, the Hope, and oversaw the manning of the 
expedition and the purchase of the colony's equipment. He led 
the Hope back to Ohmel and established the Crown Colony of 
Coulomb in September 2337. 

Chmel was not ideal, but it had remnants af an ancient bio- 
sphere and plenty of room for a colony to grow. The Leodans 
quiely built a small but prosperous city in the twilight of their 
lonely world during the early 2340s, while war loomed on the 
harizon. 

Neither the Leodal States nor its colony fared well in the Sec- 
ond Galactic War. Cut off from any hope of resupply, the Crown 
Colony settlers fended off numerous corsair attacks and the oc- 
casional raid from their larger neighbors. The Ngongwe family, 
already political masters of the small settlement, continued to fi- 
nance Coulomb's development. They grew into a powerful 
Verge mercantile enterprise, eventually fielding a small flotilla 
of tradesmen in Algemron, Aegis, and Lucullus. By the end of 
the Long Silence, the Ngongwes literally owned Coulomb lock, 
stock, and barrel. 


Соџомв Торду 
The return of the Monitor heralded ће end of Coulomb's long 
isolation. As a Crown Colony of the long-dead Leodal States, 
Coulomb belonged to the nation that had inherited most of the 
old States—Concord Prime. The largest of the three sectors do- 
nated to create the Concord, Prime includes most of the old Leo- 


dal States within its territory. Its legally recognized as the suc- 
cessor state to the older nation, and now controls a handful of 
colonies such as Coulomb across known space. 

The Ngongwes recognized that the arrival of the Concord 
could break their hold on Coulomb, and they immediately peti- 
tioned to secede, hoping to retain their independence. The Con- 
cord is intent on keeping its claim at Coulomb and cleaning up 
the corrupt Ngongwe government. However, Austrin-Üntis has 
taken up the banner of Coulombian independence. This is à 
very unusual development, since Austrin-Üntis was principally 
responsible for the defeat of the Leodal States in GW2. Some 
Verge locals suspect that Austrin-Ontis is looking to pick up 
spoils of war from its victory in the conflict, while others say 
that the stellar corporation is trying to get even with the Con- 
cord for its interference in the Algernran system. In any event 
the Austrins are watching carefully to make sure that the Con- 
cord plays by the rules in its dealings with Coulomb. 

The Concord must deal with Lady Kira Ngongwe (Hi/ 
Coulomb/DFA-3) as an independent head of state, and Lady 
Kira is doing everything she can to make the Concord leave her 
alone, Beneath the Ngongwe aristocracy, thousands of comman 
Coulombians agitate vociferously for the end of the Ngongwe 
dynasty and reunification with the closest thing to their ald pa- 
tron stellar nation. The Coulombians are tired of pouring their 
money into Ngongwes coffers, and they're convinced that they'd 
be better off without their current government. Meanwhile, Aus- 
trin-Üntis mercenaries are appearing on Ohmel, helping Lady 
Ngongwe to keep her increasingly restive population under 
control. 


OHMEL 


The planet Ohmel (B1/H2/A2/P1/H1) is a world caught in its 
final ice age. The planet follows a highly elliptical orbit, coming 
as close as 0.4 AU to Coulomb at perihelion but drifting aut to 
a frigid 2.9 AU at aphelion. During its long sojourn away from 
Coulomb, Ohmel enters a deep freeze that lasts for three Earth 
years, As it approaches Coulomb again at perihelion, a shor! 
summer thaws the planet. During these months, Ühmel's sur- 
viving species rouse themselves for a burst of growth, life, re- 
production, and death. As the summer fails again, Ohmel’s 
simple plants and animals enter a hibernation far longer and 
deeper than anything known to Earth's creatures, During the 
summer, humans can walk on the surface of Ohmel with noth- 
ing more than a warm coat and a breathing mask, but the 
depths of winter actually condense part of the atmosphere onto 
the planet's surface. For most of the year, Coulombians live in 
domed habitats, supporting themselves with networks of surface 
greenhouses and subterranean hydroponic farms, 

The capital of Ohmel is the trade port of Charlotte. It is the 
largest settlement in Coulomb, with a population of 15,000 peo- 
ple. Most offworlders soon discover that Charlotte is nothing 
more than one big company store, a city in which every busi- 
ness is owned by a member of the Ngongwe family, 

А handful of other towns are scattered across Ohrel, rang 
ing in population from a few dozen to a thousand or more. The 
total population of Ohmel is about 40,000. 


Rinstoke is a small orange dwarf surrounded by six uninhabit- 
able planets. Is served as a navigational way point and neutral 
meeting ground in the Verge for years. While none of the sys- 
tem’s planets are tolerable to humans, the gas giant Caina sup- 
ports a huge moon system—including the ice moon of Hudson. 
This frozen world is home to an independent observatory, trad- 
ing post, and emergency repair station called Baffin Island. Rin- 
stake's location between Aegis, Oberon, and Algemron ensures 
a slow but steady stream of traffic from these metropolitan 
Verge systems. 


History 


Unlike many of the other systems in the Verge, Rinstoke is cur- 
rently unclaimed by any stellar nation. The old Orion colonial 
government of Eluefall built the Baffin Island station back in 
2415, and the Regency assumed sponsorship of the post when 
they took over the Aegis system. Faced with grawing population 
pressure at home, the Regency is aggressively investigating the 
potential for terraforming Hudson and settling the Hinstoke sys- 
tem as a fourth world (the colony of a colony of a colony of 
Earth) colony, Regency scientists have set up several permanent 
research posts in and around Baffin Island to study the moon's 
biosphere and conduct field tests of a number of different ter- 
raforming techniques. 

Beyond Hudson, Rinstoke is poor in strategic minerals and 
metals. Its only worthwhile resources are the CHON elements— 
carbon, hydrogen, oxygen, and nitrogen. These are valuable as 
sources of water, synthesized foods, and manufactured plastics, 
but they're also found in almost every star system. What Rin- 
stoke offers is a system in which these resources can be ex- 
ploited without undue space hazards or conflicting claims of 
ownership. 


THE Moons or CAINA 


Hinstoke and its six planets are unremarkable in most respects. 
its worlds include a pair of Class 3 desert planets, а Class 4 air- 
Jess world at the edge of the system, and two small gas giants. 
The gas giant Caina—the third of Hinstoke's planets-is an ex- 
ception. Iis vast moon system is one of the largest satellite com- 
plements charted to date. Eleven major moons (satellites more 
than 1,000 kilometers in diameter) and an estimated twenty- 
nine minor moons orbit Caina. 

The moons of Caina are divided into three general regions 
the inner moons, the middle moons, and the outer moons. The 
inner moons are five of Caina's largest satellites; three of these 
are sulfur-worlds marked by endless volcanic activity, and two 
are airless rocks. The middle moons include five major and six 
minor satellites. Hudson is the first in this group; i's the largest 
of Caina’s moons. Its companions are generally composed of 
light rock and water ice. The outer moons consist of one major 
and 23 minor satellites. Caina is also surrounded by the rem- 
nants of three ring systems. None of these rings is particularly 
intact or spectacular. 

Pirates frequently use the moons of Caina as hiding 
places and lairs. Rumors of hidden colonies, pirate shipyards, 
bootleg laboratories, and other unmarked installations abound; 
these secret bases conceal themselves in the debris and elec- 
tromagnetic noise of the Caina moon system. Like many Jovian 
worlds, Caina possesses a rapid rotation and a core of con- 


ducting metallic hydrogen—the ingredients of а very powerful 
magnetic field, Navigation, sensor performance, and communi 
cation within the inner moon system are frequently degraded by 
EM interference. The Baffin Island station on Hudson relies on 
a series of powerful navigation beacons in high Caina orbit to 
guide visiting ships to its landing field; other hidden stations 
simply disguise their beacons as naturally occurring radio 
noise. 


A frigid ice-world, Hudson (G2/A3/A2/P2/H1) orbits its ma- 
jestic parent once every 37 days—although its actual year is al- 
most four Earth-standard years in length. Because Hudson is 
fairly close to Caina and orbits in the plane of the gas giants 
equator, the moon endures days-long eclipses on a routine 
basis. When Hudson is directly between Hinstoke and Caina, the 
interaction of stellar winds with the gas giant's magnetic field 
causes the moon's auroras to flicker brightly—even in full day- 
light. 

Although its core should have frozen solid eons ago, Hudson 
remains volcanically active. Сайлав overwhelming tidal forces 
and the influence of its companion moons drives crustal flexing 
somewhat akin to that of Io in the Sol system. Unlike Io, Hud- 
son is poor in sulfur and emits steam, carbon dioxide, and 
molten rock. Hudson's volcanoes are therefore directly respon- 
sible for the creation of a working biosphere on this otherwise 
barren moon. 

Hudson's creatures have adapted to cold so intense that even 
the hardiest Terran transplants rarely survive a single night. At 
its warmest, Hudson sometimes gets within 10 or 15 degrees 
of the freezing mark. At its coldest, significant portions of the at- 
mosphere condense onto the moon's surface. Most of Hudson's 
creatures respond by endless migrations toward areas of vol- 
canic activity or seas heated by geothermal vents. A few species 
engage in extended hibernation, waking only when their terri- 
tory warms. 


THE SUNHAWK 


Drifting through the silent darkness at the cuter edge of the Rin- 
stoke syster lies the Sunhawk, an Algemronian cruiser de- 
stroyed almost 20 years ago in the Rinstoke system. The 
Sunhawk was a warship of the Federal State of Galvin that em- 
barked on a campaign of commercial raiding in the systems 
near Algemron. At first limiting its depredations to merchants 
under ће Alitarin flag, the captain of the Sunhawk decided to 
expand his target list and attack neutral shipping of any flag 
bound for Algemron. The Hegency Navy interceded and 
mounted a hunt for the Sunhawk in 2484—eventually catching 
her at Rinstoke. The cruiser's riddled hulk remains here to this 
day, but dozens of her prizes were never found. Many people 
speculate that the SunhawK's victims lie hidden in the moons of 
Caina. 


Located about halfway between Corrivale and Oberon, Endomar 
is a hinary system composed of a K2 and an Mé star orhiting 
each other at a range of about 2 AU. A handful of small, bar- 
ren ice-worlds drift dozens of AUs from the two primaries far 
outside the temperate reaches of the system. Nothing but vast 
fields of rubble and debris fill the potential habitability zone of 
Endomar, the wreckage of planets that never formed. 

Despite its lack of habitable planets, Endomar 1s not empty. 
Its asteroid fields and dust clouds are rich in heavy metals and 
CHON elements. Space miners from all over the Verge come 
here to seek their fortunes, bringing with them robotic refiner- 
ies, seedy R&R stations, shipyards, corsairs, and the odd trader 
looking for a place to make a living. Anywhere from 10,000 to 
20,000 people live in battered stations and crowded ships scat- 
tered throughout this vast and desolate wasteland; these people 
thrive in open space unclaimed by any nation or power. 


The Moébius Belt is Endornar's largest asteroid belt. Most of the 
bodies in this area orbit at an inclination of almost 20 degrees 
to the ecliptic plane of the systern. The revalution of Alpha En- 
domar and Beta Endomar causes the asteroid ring to twist 
braidlike in its orbit—hence the name. Most of Endomar's space- 
based industry and settlement can be found in this region of the 
‘system. 

The Moébius Belt is unusual in that it receives a great deal 
of insolation for an asteroid bell, placing it at the fringes of the 
habitability zone. Organic molecules in this region have actually 


evolved into space-based life adapted to microgravity and vac- 
uum. Most of these creatures are harmless diaphannus organ- 
isms of living gas. Other creatures-such as the sailors and 
jetters that leap from asteroid to asteroid across thousands of 
kilometers of open space—are much more tangible, 

At least one denizen of the Moébius Belt is dangerous to 
man. The spikespore is a voracious predator that preys on any 
carbon-based lifeform. It has the nasty habit of hitch-hiking ол 
passing ships in a dormant stage, only to awaken and attack 
days or weeks later. Many of the miners and travelers who van- 
ish in the Endomar system each year undoubtedly fall victim to 
this monster. 


The largest of Endomar’s mining towns, Casa Grande is a 
rough-and-tumble station carved from the heart of a mined- 
out asteroid. Its shipyard constantly refits and repairs miners’ 
vessels, its weigh-in office purchases ore from the space 
prospectors and pays them off, and its red-light district pro- 
vides all the entertainment a lonely asteroid miner might look 
for after a lang haul in the outer system. Casa Grande is run 
by a businesswoman who calls herself Ms. Zofia (Hi/Endo- 
mar/DFA-4). She cheerfully separates hard-working miners 
from their money in any legal or illegal manner she can, hid- 
ing a thug’s business tactics behind a show of sophisticated 
decadence. Ms. Zofia shows greenharns no mercy, but she 
rarely robs or injures an experienced miner-regular cus 
tomers get a bit of a break. 

Recently, a small group of sesheyan pirates have made Casa 
Grande their home. So far, the sesheyans and Ms. Zofia have 
managed to live amicably, despite the fact that the aliens are 
now financing and organizing their own operations. Those who 
visit Casa Grande frequently have figured out that something big 
is about to happen—whether it is an all-out turf war or a peace- 
ful business merger is anyone's guess. 


This small, loose organization of miners has Ив main offices in 
Casa Grande. EMG represents the closest thing to a union that 
an independent miner working in the Endomar system can 
hope for. The EMG constantly agitates far standard wages, in- 
creased safety, and systemwide training. Unfortunately, the EMG 
is virtually powerless, since no company or miner is bound to 
follow the Guild's suggestions. However, a growing number of 
miners and mining support staff are becoming members of the 
EMG each year. In fact, the number of miners claiming mem- 
bership in the guild outnumbers the total independent miner 
population in the system. Clearly, things are changing, However 
it is unclear just how long the EMG can continue to grow with- 
out attracting the attention of large, entrenched mining interests 
such as VoidCorp. 

The current leader of the EMG is Solaren Vri (Hf/Endo- 
таг/0Т0-7). Solaren is a no-nonsense leader whose worked 
all of her life developing mining technology. As such, she is in- 
timately familiar with the conditions and experiences of the min- 
ing industry. Short and physically unassuming, Solaren has a 
strong personality and a tenacious, bulldoglike way of dealing 
with oppositian. 


Every system was affected in one way or another by the titanic 
clashes in the Stellar Ring, but every settled world (the Vanish- 
ing of Bluefall and the recent attack at Hammer's Star aside) 
survived intact—except for Vieron. 

Vieron has the distinction of being the only major Verge 
colony to suffer defeat in a belligerent action associated with the 
war. Formerly a colony of the conglomerate known as Sothvec 
Industries, Vieron fell to the Thuldans of Alitar in the Algemron 
system within three years of the opening of the war. Occupied 
by the Thuldans for almost 100 years, Vieron was abandoned 
when the 2404 cease fire in Algemron failed. Alitar, hard- 
pressed in its home system, recalled the garrison in 2405. 
Vieron and its installations are now home to a small settlement 
of fewer than 2,000 people, visited only by a handful of pass- 
ing ships. 


History 


Vieron was first charted in 2334 by the Sathvec Industries Sur- 
vey Mission 5952. One of the smaller powers of Old Space, 
Sothvec was a latecomer to the Verge. At first, the Sothvec mis- 
sion commander didn't even bother to claim Vieron; none of its 
worlds seemed at all suitable for permanent colonization efforts. 
However, as the mission turned up star after star without useble 
planets, Vieron began to look marginally attractive. In March 
2435, Sothvec Industries formally claimed Vieron and estab- 
lished an outpost on Corazón de Fuega, Vieron's most promis- 
ing planet. 

Colonizing Corazón de Fuega was no easy task. The giant 
planet's ferocious windstorms, volcanism, and crushing gravity 
demanded the most advanced engineering. Despite Sothvec's 
late start in the Verge, the corporation poured money and re- 
sources into the taming of Corazón de Fuega, cybernetically 
modifying thousands of new colonists and rapidly building a 
basic repair and refitting station to support further explorations 
of the Verge. 

The Second Galactic War caught Vieran in an extremely vul- 
nerable position. Unlike the Thuldans, SothVer Industries didn't 
succeed in building up its Verge holding as a base of military 
operations. Pushing ahead with the best preparations it could 
make, SothVec was outnumbered and outgunned by the Thul- 
dan expeditionary force that set out from Algemran in 2349. On 
June 12, the Thuldans landed more than 5,000 troops on 
Corazón de Fuega and conducted a simultaneous assault on all 
major Sothvec installations. Sothvec patrol ships interfered with 
he invasion as best they could, but they too were outgunned, 
and the Alitarin fleet drove them off. 

On the ground, the Thuldans struggled against Corazón's 
murderous gravity and climate, sustaining more casualties from 
the environment than they did from enemy action. The Sothvec 
security forces scored a few small successes initially, stretching 
the campaign over several months through guerrilla action and 
sabotage. However, the remaining Sothvec guerrillas formally 
surrendered in May 2350. The Occupation had begun. 

For almost 100 years, the Thuldans held onto their prize, 
Fewer than 5,000 Sothvec employees inhabited Corazon before 
the war began, so it didn't take much for the Alitarins to keep 
the planet under control. In the early years, sabotage and small- 
scale insurrections were not unusual, but as the decades passed 
and по Sothvec relief force showed up to contest the Thuldans 
the spark of resistance guttered out. Vieron became a lonely 


outpost, useful only as a command post and naval base for the 
Alitarin fleet, 

In 2461, the Alitarins found themselves thrust back into the 
midst of a war by the Ajax incident, a treacherous Galvinite at- 
tack of Alitar. The great expense of maintaining facilities on 
Corazón, and the demand for the troops at home, eventually 
forced the Alitarins to abandon their conquest. Only about 1500 
native Vieronites remained behind. 


CORAZÓN DE FUEGA 


Vieron is a young F9 star, a hot yellow-white giant with ten 
planets in its retinue. Of these, Corazón de Fuega (‘Heart of 
Fire" is the only one that humans can inhabit. Corazón 
(G4/R2/A3/P4/H3) is a massive, metal-rich world over six 
times the mass of Earth. Its average surface gravity is a crush- 
ing 44 g, requiring gravity generators in human colonies and 
significant genetic or cybernetic engineering for any long-term 
residents who must venture out of the colony's protection. In 
most outposts, the gravity generators are set to about 2.8 g. Ac- 
climatized {o this level of gravity, the Vieronites are able to 
move about carefully outside their gravity-damping fields, while 
visitors fram standard-g worlds are completely immobilized. 

Like many young worlds, Carazán's rotation is very fast (its 
day is only about five hours in length). Combined with its dense 
atmosphere and volcanic outgassing, this leads to an extremely 
turbulent and dusty atmosphere. Lorazán's winds often reach 
200 to 250 kph. Despite these formidable conditions, Corazón 
de Fuega harbors the beginnings of complex Series I life; prim- 
itive plants and one-celled animals thrive in its steaming seas 
and tortured landscapes. The air is undergoing conversion; the 
current oxygen content is about 10%, not quite suitable for hu- 
mans. In a few hundred thousand years (without terraínrming), 
humans should be able to breathe Corazén's air without assis- 
tance. 


ViERON Topay 


No space-based installations survive in the Vieron system; all of 
the system's inhabitants live in one of three small equatorial 
settlements on Corazón. The Vieranites retain barely enough 
technology and industry to keep the gravity generators running, 
and a handful of battered old Thuldan launches and shuttles 
provides Vieron with minimal space capability. Rumor has sev- 
eral stellar nations seeking formal ties with Vieron, in hopes of 
establishing significant colonies here. 

In fact, the Thuldan government is currently sponsoring an 
extended relief project for the beleaguered colonists an Corazón 
de Fuega. The Thuldans hope that their support of the Vieron 
system will sway the opinion of the Alitarins in Algemron. If 
their РА campaign works, the Alitarins will lock favorably upon 
the Thuldan Empire and reunify with the empire. The Vier- 
Onites, for their part, are quite happy to receive the help from 
Thuldan Prime, but they are also interested in the promises 
made by the other stellar nations—especially the Rigunmor Star 
Consortium. 


Virtually forgotten during the Long Silence, Tychus was one of 
the last stars colonized before the onset of the Second Gelactic 
War. A class K2 orange dwarf, Tychus is located almost 20 
light-years from any other settled system on the very fringe of 
human space. The system includes thirteen planets—most of 
them frozen worlds drifting through the depths of the outer sys- 
tern—and a single sparse asteroid belt. The world of Yellow Sky, 
the second of Tychus's planets, contains the only settled site of 
the system. 

Tychus was first surveyed by the Orlamu Theocracy in the 
year 2336, Compared to the airless rocks and frigid orbs found 
in nearby systems, Yellow Sky offered a reasonable prospect 
for colonization. Its location at the very end of the Verge also 
seemed a good spot for a serious push toward the Perseus 
Атта long-term goal of the Orlamu Theacracy. In early 2346, 
a few short months before the Mutant Uprising, the Orlamus es- 
tablished the colonial base of Mount Illumination on Yellow Sky. 

The Second Galactic War quickly seized the full and undi- 
vided attention of the Theocracy, leaving few resources or 
forces available for reinforcing their new colony. Around 2350, 
an Austrin-Ontis raiding force hit the Orlamu capital world and 
inflicted serious damage on government offices and records. In 
2369, the planet of Hopewell—the original home of most of the 
"Iychus colonists-was destroyed by an orbital bombardment. 
‘The Yellow Sky colony was literally forgotten, the government 
records of its existence were gone, and very few personal rela- 
tions of the Tychus settlers remained alive in the Stellar Ring, 

Completely deprived of any support fram their parent nation, 
the Yellow Sky colonists did the best they could. They'd been left 
without a ship after their landing, and the great portion of the 
initial colony freight consisted of basic construction supplies, 
agricultural materials, and livestock; all of the advanced com- 
munications, defenses, and sensors were slated for a later ship- 
ment that was never sent. As the years of the Long Silence 
passed, more and more of the colonists’ technology broke 
down, and they were simply unable to repair it. By the time of 
the Return, Tychus was effectively a PL 3 (Renaissance) settle- 
ment; it retained only a few items of industrial and post-indus- 
trial technology. 


TvcHus Topay 


The arrival of the Monitor heralded the end of a long century of 
isolation for Tychus. The Orlamu Theocracy is busily resuming 
commerce, industrialization, and development on Tychus. Mad- 
ern communications, medical technologies, and manufacturing 
techniques are transforming this quiet backwater world into a 
viable colony. Regrettably, two of the four major shipments of 
Orlamu supplies and equipment since the Return were hijacked 
оп their way to Tychus. The installation of up-to-date tech has 
been delayed for months by these unfortunate incidents. 

While Mount Illumination and its immediate surroundings 
look like a modern colony, many of the outlying regions still 
lack anything more sophisticated than running water and 
steam-powered machinery, However, the colonists of Yellow 
Sky are not ignorant savages; they know exactly what they've 
lost, and they've heen very careful to educate each generation 
in the technology and science of the early 2300s. Lasers, mass 
transceivers, and gravity induction may be rare on Yellow Sky, 
but no one regards these devices as incomprehensible magic. 


TYCHUS 


YELLow Sky 


The only world currently settled in Tychus, Yellow Sky (62/H2/ 
A2-3/P3-4/H3) presents a very strange dichotomy of envi- 
ronments. Eons ago, a series of massive impacts raised a belt 
af vast highlands across the planet's major continent, Averaging 
6 to 8 kilometers above sea level, these highlands are gener- 
ally tolerable to humans. However, the lower altitudes rapidly 
become uninhabitable due to heavy concentrations of chlorine 
and carbon dioxide, and the atmosphere soon becomes uncom- 
fortably thick. This divides Yellow Sky into two distinct bio- 
spheres: an oxygen-breathing, Series 1 biosphere on the high 
plateaus, and a chlorine-breathing, Series III biosphere in the 
hot, swampy lowlands. 

The ald Orlamu settlement of Mount Illumination is still the 
center of the colony, and therefore the Tychus system. It's a town 
of about 5,000 people. Hundreds of contractors and local la- 
borers are busy changing the landscape, extensively improving 
the town’s spaceport, industrial base, and government buildings. 
The remainder of Yellow Sky's 20,000 colonists live all over the 
highlands—some in isolated farms dozens of kilometers from 
their nearest neighbor. Almost 1,000 of Yellow Sky's colonists 
are weren who accompanied their Orlamu patrons to this world. 
They easily adjusted to the lack of technology imposed by the 
Long Silence, and they flourished in the interregnum. 


THE STONEBURNERS 


Deep in the chlorine-choked swamps of Yellow Sky's lowlands 
lies a world full of alien ruins. Black monoliths of stone and for- 
gotten cities mired in mud rise from the green mists, hinting at 
a Precursor race long vanished. It seems that this forgotten 
species possessed an advanced technology that replaced metal- 
lurgy with complex enzyme and biochemical reactions. Since 
open flame can't burn in the chlorine-thick atmosphere of Yel- 
low Sky's lower altitudes, the locals call this ancient species the 
Stoneburners. 

The original Orlamu settlers had every intention of survey- 
ing these ruins as soon as Mount Illumination was on its feel, 
but a lack of breathing gear and e-suits prevented them from 
venturing into the lowlands during the Long Silence. Conse- 
quently, scientists and xenoarcheologists are only now begin- 
ning serious explorations cf the Stonaburner sites, 

The lowlands of Yellow Sky are a dangerous place. The en- 
vironment is potentially deadly to a human expedition, and very 
little is known of the plants and animals that inhabit these re- 
gions (again, the Orlamu settlers intended to explore the low- 
lands generations ago but simply lacked the hardware). Of the 
dozen expeditions mounted to Stoneburner sites so far, three 
have failed to return. The others report mixed success: While 
four expeditions brought back both plant and animal samples, 
only one recorded the details of а Stoneburner site. Five expe- 
ditions had to turn back due to equipment failure; the atmos 
phere and the swamp waters are both mare corrosive than was 
initially thought. 


Not far from the cosmopolitan Aegis system lies the Argos sys- 
tem, one of the more interesting places in the Verge. Argos is 
a binary star system that has attracted explorers, scientists, and 
colonists. The first billion years of the Argos system passed in 
fairly mundane fashion; twelve planets formed orbits about a 
yellow G5 ster. These planets were a mixed collection of Jov- 
jan gas giants and terrestrial worlds—the most famous of which 
is Maryhelle. Eventually, this star's course took it close to a sec- 
ond star, and the two systems became one. 


History 


In 2322, explorers from Bluefall came to the Argos system and 
discovered worlds ripe with potential. Instead of claiming the 
system for their new united stellar nation, citizens of what used 
to be New Columbia settled the Argos system independently, 
These colonists belonged to political groups that had opposed 
the Orion unification for varinus reasons, and they hoped to 
make a fresh start. Since the Argos system didn’t have a Class 
1 world, it didn't hold much interest for the stellar nations; no 
one wanted їп fight over it. Thus, these colonists made their 
claim unchallenged by any other nation or system. 

During the Long Silence, the worlds of the Argos system be- 
came a haven for refugees and independents. The first leader- 
ship councils apened Marybelle for colonization without regard 
to stellar origin, species, or nationality. As a result, the Argos 
system—a common milepost for travelers moving from the 
center of the Verge to its further edge—became home to diverse 
interests. 

In general, the inhabitants of this system ignored the return 
of stellar nations—even though their presence improved the 
local economy. Currently, the stellar nations have offered the 
use of technology to advance the terraforming of Marybelle, 
and representatives from the nations of the Stellar Ring have 
expressed a desire to bring the planet and the system into thelr 
individual folds. The local population has simply declined. 


ARGOS A AND B 


Only four worlds orbit Argos A, a K5 star that has already seen 
the passage of more than 12 billion years. Two of these worlds 
are gas giants large enough to influence the orbit of their par- 
ent star. Another is a lifeless rock without interest to anyone. 
Proteasa, the fourth planet, lies just beyond the lifebearing orbit 
of Argos A and has developed sulfur-based organisms that in- 
clude both animal and vegetable life. However, scientists 
haven't confirmed the presence of sentient life on Proteasa. 

The pleasant warmth of Argos B bathes its young planets; 
however, none of these worlds has developed life. Given time, 
either Maryhelle (G2/H1/A3/P3/H2) or Hartrest (G2/H1/A3/ 
РА/НЗ), two planets that lie within Argos B's habitable ring, 
may one day produce their own biosphere. The arrival of sen- 
tients, though, has changed the planets’ destinies, these 
colonists have their own plans for both worlds. Native life won't 
be given enough time to develop on its own. 


MARYBELLE 
For more than 100 years, scientists have struggled to alter 
Marybelles planetology. The first stage focused on releasing 
the hydrogen and oxygen locked within the planetary crust 


Stage one ended successfully in 2450 with the planet cloaked 
in a primitive atmosphere dominated by water vapor. The sec- 
ond stage focused on cooling the planet. This stage has also 
been successful-the water vapor has condensed in great rains 
for the last fifty years. Although once a landlocked world, 
Marybelle now possesses several oceans. 

As stage two draws to a close, scientists have begun the 
third and final stage of terreforming. Dozens of stations located 
all over the planet transform Marybelle's atmosphere. Some 
chemically break down molecules in the air, Others follow the 
model of Earth's own evolution, releasing millions of bacteria 
and tiny plantlike organisms into Maryhelle's virgin seas. 
Through photosynthesis, the young plants take in carbon diox- 
ide and water to produce energy; the byproduct of this process, 
oxygen, is what interests the planetologists. Already, the 
planet's oceans brim with photcsynthesizing life, Scientists 
promise that within a decade, na ane will require filter masks 
and e-suits when walking about on the planet's surface. 

Politically, Marybelle’s government is a republic; citizens 
choose members of their governing council through annual 
elections, Of course, the terraforming factions wield consider- 
able sway over planetary politics, but their very successes may 
soon render these scientific conglomerates obsolete. After all, 
why support a huge team of terraformers when the project is 
complete? 


VERGE CONFEDERATION 


Since its formation in 2468, the Verge Confederation has used 
one of Marybelle's cities as its headquarters. Originally, the 
Verge Confederation served as a unifying political body for all 
of the systems of the Verge. It’s said that the Regent of Bluefall 
once hoped that the Confederation could someday form the 
basis of a Verge League that functioned much like the Orion 
League in the Stellar Ring. In the early days of the Long Silence, 
anything seemed possible 

Circumstances of history have done away with the possibil- 
ity of a united Verge. Instead, the Confederation lives on as a 
talent and employment agency for explorers, operatives, and 
troubleshooters of all types. When someone needs special as- 
sistance, they can hire someone in the Confederation to help. 
Atilis Jil Utir (Fm/Argos/DMW-8) oversees the Confeds (see 
The Verge: History for more information on the Confederation), 

Rumors have recently surfaced among would-be explorers 
and operatives indicating that a rather large corporation (or a 
stellar nation) has asked the Verge Confederation to organize a 
small expeditionary force headed sornewhere beyond the Ham- 
теге Star system. Such an event is obviously unlikely, because 
the chance of a klick attack (or other such catastrophe) de- 
stroying any expedition foolish enough to travel through the 
Hammer's Star system is quite high. However, other rumors 
have “identified” this expedition as an attempt by the Concord 
Investigative Bureau to unearth information an the klicks—lend- 
ing credence to the possibility of such an expeditian's existence, 
So far, no concrete details have become apparent 


Hardened mercenaries, relentless law- 
men, oily free traders, charismatic spies 
—heroes іп: the balkanized Verge come 
in all varieties. The heroes you create in 


а STAR*DRIVE campaign are by far the 
most important feature of the setting. ' 


Heroes define the style, tone, and flavor 
of a campaign, and each new hero creat- 
ed for a campaign adds a little back- 
ground, a little story, to the Star*Drive 
universe. 

This chapter con- 
tains information for 
creating heroes in a 
STAR*DRIvE cam- 


` AcreRNITY Player's Handbook is fine for a 
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paign. The universe is a big place, with 
room for almost any kind of heroic char- 
acter imaginable, In general, any char- 
acter created using the rules presented 
in Chapter 2: Hero : Creation їп the 


SrAR*DnivE game.The process described 
in that. vip NEA is'a good place to start. 
When you're more familiar with the set- 
Se and th game system, you can 
Ё Pat AT = ‘always experiment 
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Is not а had idea to begin the hero creation process by think- 
ing about what kind of hera you want їп play, and then dis- 
cussing your idea with the Garnemaster. While the creation of 
heroes is purely the player's prerogative, the Gamemaster can 
fill in critical details about the hero's background and the rea- 
sons for her involvement in the story. For example, if you want 
to create a top-flight spy, it makes sense to let the Gamemaster 
help you decide whom she spies for and upon. In some cases, 
the Gamemaster might ask you to rethink your concept alto- 
gether, If the rest of the players in the group are playing heav- 
ily armored space marines who specialize in bug-hunting, a 
suave spy might not fit with the group’s concept. 

If the Gamemaster doesn’t know exactly how your new hera 
will fit into the game, don't be afraid to volunteer information. 
Any background you create for ће hero—ald enemies or a lit- 
tle bit of color about the hero's homeworld and past exploits— 
might help the Gamemaster flesh out details on а relatively 
undeveloped section of his campaign. 


Humans dominate the Stan*DaIve universe. There are literally 
forty times as many humans as there are aliens within the 
bounds of human space. Despite this disparity, the stellar 
nations are truly cosmopolitan bodies, containing citizens of all 
recognized sentient species. Naturally, some aliens are far less 
common in some regions and far more common in others, 

Regrettably, the specter of bigotry is not dead among the 
stellar nations. Many humans assume that their dominance of 
the Orion Arm is a kind of manifest destiny at work, a clear in 
dication of human superiority and a mandate to rule over ай 
other species. These attitudes prevail, especially in the Union of 
Sol, the Hatire Community, and the Thuldan Empire. Some re- 
gions of these states virtually bar aliens by law, and others pre- 
sent numerous dangers to aliens. More than one fraal or 
mechalus has met with harassment, battery, and even death 
simply by straying into the wrong part of space. 

Fortunately, there are even more nations and individuals 
who have left species-based discrimination of any kind behind. 
Aliens are fully integrated into Orion, Orlamu, and Rigunmor 
society. Even VoidCorp recognizes that any sentient has the up- 
portunity to advance to the highest levels of management- 
though most sesheyans begin in the lower ranks of the 
corporation. Even with its individual exceptions, the Galactic 
Concord is an especially good example of an organization with 
no tolerance for xenophohes. 

In the Verge, attitudes about different species tend toward 
ambivalence, as individuals of all recognized species survived 
and flourished during the long years of isolation. With the ex- 
ception of the sesheyan colony on Grith, no species has, by law 
or preference, isolated itself from its human neighbors. Thugs af 
all species haunt the bad neighborhoods of the Verge; these 
areas are dangerous for any creature—human ог otherwise. 


As humanity's oldest allies, ће гаа! live in every corner of the 
Concord. Fraal generally fall into one of two categories: the 
Wanderers and the Builders. 

The Wanderers аге fraal who dwell in starfaring city-ships 
and try to maintain the ancient ways of their people—although 
their separation from the fraal homeworld has made this diffi- 


CULTURE, LANGUAGE, 

AND KNOWLEDGE 
As noted in the Atennrry Player's Handbook, it's not neces- 
sary for a hero to purchase a specific Culture skill in order 
to understand the cultural mores of her native society. Just 
assume that an Orion can function in Orion society. In the 
most extreme cases, a simple Personality feat check can de- 
termine the degree to which a hero succeeds or fails in un- 
derstanding an obscure’ or long-forgotten element of her 
culture, 

When you choose a specific system or nation of origin for 
your new hero, you may also add a specialty skill (at rank 
3) under Knowledge entitled stellar nation or home system. 
This represents the general education of any character na- 
tive to that planet or nation. 

Characters native to the Verge tend to have a much nar- 
rower but deeper knowledge of their home. Alter all, they re- 
gard but a single system as home, They'll know of most 
major cities or outposts anywhere in their home system, as 
well as unusual districts or monuments in a number of cities. 
Arrivers, on the other hand, generally have a broader but 
shallower knowledge of their nation of origin. They'll know 
the major worlds of their nation or alliance, and a few of the 
most famous cities or monuments on each, 

For example, if you've just created a free trader from 
‘Aegis, add Knowledge—Aggis (3) ta her hera sheet. Likewise, 
a Diplomat from Pax in the Stellar Ring would add Knowl- 
edge-Orion League (3) to her list of skills. Note that these 
skills are free, as long as your hero has the Knowledge 
broad skill. If the character doesn't have the Knowledge skill, 
she loses this benefit. 

Communication is especially important in nations and 
communities that literally span the vastness of space. Thus, 
all SIMA"Daive heroes begin play with 3 ranks іп any one of 
the following Knowledge—Janguage specialty skills": 


Alserin. Fraal Galactic Standard 
Hatire Мамас Old Earth" 
Aigunmor Sheyan Thuldan 

Tsa Weren 


*Gamemasters can increase the language stratification by ruling 
that different major factions within each alien species or settlement 
speak separate languages. For example, weren clans may each 
have their awn distinct dialects. Thus, heroes must choose or pur- 
chase a specific dialect as a specialty skill in order to communicate 
with speakers of that dialect. 

“Heroes selecting this specialty skill must specily a particular 
Old Earth language—French, for exemple. 


Heroes receive these 3 ranks for free, as long as they have 
the Knowledge broad skill. Otherwise, their characters do not 
get this benefit. Remember, heroes can learn additional lan- 
guages by purchasing Knowledge-based specialty skills. 

Galactic Standard is the lingua franca of Concord space, 
trade, and diplomacy. Therefore, players are strongly en- 
couraged tn choose Galactic Standard as their primary lan- 
guage ar purchase it as a Knowledge specialty skill. 

In addition to providing a basic history, outlook, and back- 
ground far your character, choosing a stellar nation or Verge 
system also provides specific game benefits (see Chapler 3; 
Stellar Nations and Chapter 4: The Venge {or more details), 


cult. In many cases, the Wanderers have created their own tra- 
dition to replace the customs of their long-lost ancestors. Con- 
servative and (in some cases) somewhat xenophobic, they show 
the human nations and states only the barest recognition. Each 
Wanderer city-ship is its own master, loosely affiliated with a 
patron stellar nation. No Wanderers live within the bounds al 
VaidCorp, the Thuldan Empire, or the Hatire Community; these 
nations offer nothing to secure the loyalty of a fraal city-ship. On 
the other hand, more than 100 such communities exist within 
the Orion League. This is the greatest concentration of fraal 
within the galaxy, as well as the heart of their ancient culture. 

In general, the most powerful fraal Mindwalkers come from 
the Wanderers. Closer to the ancient traditions of their species, 
these fraal maintain a purity of vision and culture unknown to 
the Builders, Unfortunately, they're also a little haughty, 

The Builders, on the other hand, have integrated themselves 
completely into the society and fabric of a human state. In the 
days before human contact, the Builders favored the idea of set- 
lling down and creating terrestrial communities. Willing to set 
aside the wanderlust of their people, they chose to live side by 
side with their human counterparts. Most human cultures ab- 
sorb these Builder communities; there are few distinctly fraal 
settlements or neighborhoods among the human-dominated 
stellar nations. Furthermore, many Builders have lost touch with 
their own culture. A few individuals have even developed some 
very unusual and aggressive philosophies concerning the na- 
ture of psionics and their role in the universe at large. The Wan- 
derers view this as a great tragedy, 

At present, there are no city-ships in the Verge. Almost all 
fraal native to the Verge are Builders. The Aegis system, with 
its ties to the Orion League, possesses the highest fraal popula 
tion of any Verge system. Fraal Arrivers might come from ei- 
ther fraal faction, at the player's discretion 

гаа! heroes, both Wanderer and Builder, may choose a stel- 
lar nation or Verge system affiliation. However, they receive 
none of the special game benefits described for those origins— 
though they do receive their normal species bonuses (see Chap- 
ter 2: Hero Creation in the Arreanny Player's Handbook). The 
racial identity of the fraal is much more important than alle- 
giance to any human organization. 


JP 


Descriptions of the human-dominated Concord, the various stel- 
lar nations, and the systems of the Verge appear in great detail 
elsewhere in this book, As a player, you have a wealth of op- 
tions available if you want to create a human hero. The first 
question is a simple one: Do you wish to run a Verger or Ar- 
river hero? Of course, your Gamemaster may have a strong 
preference, depending on the type of campaign he or she wants 
їп гип. Generally, though, the decision is yours to make. 

Verger heroes should select a native system or homeworld, 
while Arriver heroes should choose a stellar nation as their 
home (Arrivers сап hail from any station, colony, or world 
within their nation’s boundaries.) Feel free to add as much de- 
tail as you wish to your character's origins. Describing the exact 
planet, city, or even neighborhood from which your hero comes 
opens up numerous roleplaying options that the Gamemaster 
can tap later in the campaign. 


Sought throughout human space for their technical proficiency 
and uncompromising dedication, most mechalus heroes retain a 


close association with their human patrons, the Figunmurs. 
Many of the Rigunmor elite count mechalus technicians and 
bodyguards among their entourage. More than any other race, 
mechalus need reasons to leave their home system behind and 
head out into the human maelstrom. Wanderlust, curiosity, or 
profit are not motives that speak to the aleerin soul; the typical 
mechalus hero is likely to view the pursuit of adventure, knowl- 
edge, or justice simply as a duty to his species. 

Mechalus heroes fall into one of three broad categories: 
leased, contracted, and independent. A leased mechalus simply 
participates in a commercial agreement between the Rigunmor 
Star Consortium and the aleerin people, Under the articles of al- 
liance, the aleerin provide millions of workers to the Rigunmors 
in exchange for Rigunmor goods, protection, and representation 
in the Concord. While no individual mechalus is forced to fulfill 
this obligation, volunteers are plentiful. In performing this duty 
to their species, mechalus can secure wealth, financial benefits, 
and a great opportunity to learn within Rigunmor society. 
Leased mechalus typically serve in the military as technical ex- 
perts for major trading blocs or firms, or more rarely as per- 
sonal assistants to Rigunmors of high station. 

Contracted mechalus are those individuals who chose to 
pursue employment outside the Higunmor Consortium. Beyond 
the legal protection guaranteed by the mechalus-Rigunmor al- 
liance, these individuals are generally on their own. The qual- 
ity, safety, and reliability of their employment varies wildly, 
depending on the situation. Mechalus who undertake a contract 
do so because they want to specify exactly what their duties are, 
not because they're after long-term financial security. It's simply 
a matter of making sure that they're engaging in a worthwhile 
endeavor. Freely contracting with any organization that can use 
their services demonstrates the relative freedom of spirit evi- 
denced by these mechalus. If you create a contracted mechalus 
hero, you should then decide whom or what he serves. 

The rarest mechalus of all are the independents—hose who 
do not undertake long-term agreements or promises of work. 
Driven by a relentless desire to master a particular technology, 
or to add to the species in some way that a lease or contract 
could not satisfy, these individuals are considered somewhat 
unbalanced by their peers. Independents embody the mechalus 
paradox: While they've abandoned the cooperative harmony 
and attention to duty that characterize their species, indepen- 
dents often achieve things that no other mechalus could. 

Most mechalus live within the Oberon system in the Verge. 
A Rigunmor colony long before the outbreak of the Second 
Galactic War, the newly independent government of Lison has 
established continuing contracts with the native rnechalus com- 
munities of the system. 

Mechalus heroes do not receive any special game benefits 
other than those described for their species in Chapter 2: Hero 
Creation in the Atreantry Player's Handbook. However, leased 
characters are temporary, but full, Rigunmor citizens for pur- 
poses of travel, protection of the law, and freedom of trade. 


Most humans know sesheyans only as the slaves and assassins 
of the monolithic entity known as VoidCorp. Acting as the 
agents, soldiers, or impressed laborers of the corporation, se- 
sheyans have spread throughout human space, mirroring the 
growth of their faceless owners. However, mythological refer- 
ences and role models define sesheyan culture; they craft per- 
sonas incorporating the characteristics of heroes, ancestors, or 
mythological figures they admire. 


In order to gain any semblance of free movement or inde- 
pendent action, a sesheyan must demonstrate unswerving 10у: 
alty to the captors of his race. Therefore, all sesheyan heroes 
exist as indigenous, employees, or outlaws. 

Indigenous sesheyans are known among their own kind 
as Free Hearts. They live as their ancestors lived in the days 
before contact, hunting the forests of Sheya. VoidCorp views 
Free Heart sesheyans as less than reliable, and it assigns 
them to hard labor. Few sesheyan heroes come from this 
primitive class, but employees and outlaws almost always 
begin here. 

Sesheyans who willingly (or unwillingly) enter VaidCorp's 
employ and leave their homeworld behind are known as Ghost- 
walkers. In the eyes of their people, these employees have died 
and passed on to another existence. If they ever return to Sheya, 
their former friends and relations will ignore them. 

Some employee sesheyans turn their backs on the old ways 
of their people and immerse themselves in the corporate cul- 
ture, rendering full and willing service to VoidCorp, Sesheyan 
heroes who choose this path gain a freedom of movement and 
level of corporate trust unknown to Free Hearts. Others battle 
constantly to maintain some shred of dignity, some glimmer of 
a conscience; they serve VoidCorp in order to work toward the 
liberation of their people 

Finally, a number of sesheyans have escaped VoidCorp's 
grasp over the years. Unwilling to sell their souls for their free- 
dom and incapable of enduring the servitude of the Free Hearts, 
these sesheyan flee rather than compromise their values. These 
outlaws are sometimes called Windspirits. Under constant threat 
of termination by any VoidCorp asset or operative they run 
across, Windspirits survive in only the most protected havens. 
Even full citizenship in another stellar nation may not sufficiently 


protect them from the vengeful arm of VoidCorp. Denied the 
legal protection of any organized states, many Windspirits con- 
sider themselves outlawed throughout the galactic arm. 

An entire colony of Windspirits lives on the jungle moon af 
Grith in the Corrivale system. VoidCorp claims that these se- 
sheyans are the descendants of rebels who fled from the heart 
of the stellar nation during the chaos of GWe. Many of the 
Windspirits of Grith have turned their backs on the aboriginal 
ways of their ancestors, seeking the technological, military, and 
economic power necessary to hold their own in galactic society. 
These modernized sesheyans feel that a return to their old cus- 
toms would render Grith vulnerable to VoidCorp's return. The 
price of their freedom is the loss of their ancient culture. How- 
ever, a few sesheyans still retain ties to their ancient beliefs, and 
they struggle constantly to restore true faith to their planet 

Sesheyan heroes have two choices: They may begin play in 
thi vice of VoidCorp, or they may begin play as Windspirits. 
As employees of VoidCorp, heroes may be Free Hearts or 
Ghostwalkers—although heroes in VoidCorp’s labor camps will 
be restricted in their movements. Windspirit heroes may come 
and go as they please, but must always watch for VoidCorp op- 
eratives. These characters may be true outlaws, or they may be 
native to Grith, free to travel about the Verge at their own risk. 

Sesheyan heroes gain the benefits noted in Chapter 2; Hera 
Creation in the Atreantty Player's Handbook, but-with the ex- 
ception of sesheyan in Corrivale-they don’t receive special 
bonuses for stellar nation or Verge system affiliations. 


Free of human patrons or supervision, the tsa truly come and 
go as they please. Тва are Concord citizens in the absence of 


any other affiliation, and they may secure travel, trade, or work 
аз to visit other stellar nations. Some t'sa have legally emi- 
grated to other stellar nations—most notably the Orion League, 
StarMech, and the Higunmor Star Consortium—and are citizens 
of those states. 

While the T'sa Cluster is a single recognized state in the eyes 
of most human stellar nations, it is not a seamless edifice. In 
fact, the organization of t'sa society looks like sheer anarchy to 
human sensibilities. Thousands of competing clans, associa- 
tions, conglomerates, and quilds exist within the Cluster. Each 
has dozens of unpredictable goals for human interaction. In ad- 
dition, every (sa aspires to win his own measure of fame and 
fortune by forging a new guild or company. Thus, millions of 
tsa glory-seekers have spread throughout human space. Some 
take employment with human governments or corporations, 
some pay for the privilege of studying at human institutions, and 
many others leap from occupation to occupation as they scent 
opportunity and the chance to see something new. 

T'sa heroes may be representatives of a Ysa power bloc, a 
corporation, or faction “back home” with interests in the Verge. 
They might serve as scouts, scientists, spies, or merchants for 
the organization they represent, acquiring knowledge, power, 
and wealth to suit the purposes of their parent organization. Just 
like a human in the service of a human organization, an em- 
ployed tsa can expect same basic compensation for his loyalty. 

Self-employed (ва can be found anywhere, doing anything. 
Driven by the insatiable {ва desire tn learn and explore, an in- 
dependent t'sa might take up any occupation that catches his in- 
terest. T'sa of this type are especially common among the great 
number of free traders, smugglers, and freight-haulers that ply 
all corners of human space, Their knack for engineering is a 
virtual guarantee of a job, and the wide-open lifestyle of a star 
merchant appeals to the (ѕа mindset. 

T'sa heroes begin play with the normal benefits of their 
species (see page 27 in the ALrERNITY Player's Handbook), but 
they don't gain any stellar nation or Verge system bonuses. 


WEREN 


Fierce warriors and staunch allies, the weren have journeyed to 
the stars on the shoulders of the Orlamu Theocracy. Millions 
now live scattered through the myriad worlds of the Theocracy, 
dozens or hundreds of light-years from their homeworld of 
Kurg. Unlike VoidCorp, the Thaocracy believes in full sentient 
rights for its clients, and all weren are free to emigrate to any 
nation ar warld that will take them. Most weren heroes are Or- 
lamu citizens loyal to the Theocracy. A significant number, how- 
ever, are expatriates who have chosen to find their own way in 
the galaxy. 

As citizens of the Theocracy, weren are free to travel within 
its borders or to seek permits and visas for travel to any nation 
that maintains relations with the Orlamus. The weren kingdoms 
of Kurg are generally concerned with homeworld affairs only; 
thus, few weren heroes still serve their native lands. Instead, 
weren who leave Kurg but remain within the Orlamu fold do so 
to seek employment with the Orlamu government or Orlamu 
corporations. Military service of some kind is the preferred out- 
world occupation far most members of this species, but weren 
artisans, craftsmen, diplomats, merchants, and scouts have also 
found a home among the stars. 

Adventurous or restless weren often leave Orlamu space al- 
together—finding little in Orlamu culture that appeals to their 
warlike natures. In fact, mercenary companies across the 
galaxy include expatriate weren. Some of these warriors are 


honorable and fair, seeking nothing more than an opportunity to 
test their skills in the ultimate contest. Others are ruthless vil- 
lains who have turned their backs on the warrior's code, em- 
bracing the cold human notions of profit and expediency. Weren 
who remain faithful to their age-old warrior traditions do not 
have any mercy on these ‘dishonorable’ weren. 

Weren heroes who remain affiliated with their Orlamu pa- 
trons can begin play with an allegiance to the Ürlamu govern- 
ment. They're soldiers or operatives representing the Theocracy 
in the Verge and are subject to the orders of their lawful supe- 
riors. Other Orlamu weren may serve a company or commer- 
cial interest native to the Theocracy. There are any number of 
Омати merchants and scholars who travel with weren body- 
guards or assistants. 

Expatriate weren heroes no longer have ties to the Thenc- 
racy and are free to make any life choices they deem neces- 
sary. Weren bodyguards, operatives for hire, or mercenaries 
exist throughout the Verge, There is only one noteworthy com- 
munity of weren (оп Arist in Hammer's Star) in any of the Verge 
systems—although there are plenty of individuals who seek to 
find their own fortune and honor in the stars beyond Tendril. 

Weren heroes begin play with the normal benefits of their 
species (see Chapter 2: Hero Creation in the Arrenntry Player's 
Handbook), but they gain no stellar nation or Verge system 
bonuses. 


PROFESSION 


Heroes of all professions are found in a STAR"DRIVE campaign. 
An extensive sample of potential career paths, grouped by pro- 
fession, follows later in this chapter (see “Careers” on page 
237). Since each profession embraces a great variety of char- 
acter types, ifs easier to discuss particular types of combat spe- 
cialists (for instance) than it is to discuss combat specialists in 
universal terms. Many SrAR'DRIVE adventures incorporate ele- 
ments of combat, intrigue, espionage, and trade, so that every 
profession has a chance to shine. 

Note that psionics are an accepted part of the SrAR'DivE 
universe, Mindwalkers exist in every stellar nation, although 
they're more common in some nations than in others, 


ABILITY Scores 


In a Stan'Daive campaign, the Ability Score generation method 
described in Chapter 2: Hero Creation in the Arrennty Player's 
Handbook is considered the standard method. Each player dis- 
tributes 60 points among the six Ability Scores—Strength, Dex- 
terity, Constitution, Intelligence, Will, and Personality—in any 
order he chooses. Cybernetics, mutations, perks, and some stel- 
lar nation affiliations may give beginning heroes a bonus of 1 
or 2 points to their Ability Scores, raising their total to more 
than 60 points. 


HOMEWORLD OR NATION 


Une of the most important decisions you'll make when creating 
a hera for the STAR"DRIVE setting is choosing a Verge system or 
stellar nation. Heroes from different nations begin play with 
very different notions about the state of the galaxy, how it came 
to be that way, and ways to fix it As part of a hero's back- 
ground, a planet or system of origin provides the батетаѕівг 
with a set of instant story handles. Developing an origin also 
gives you the ability to craft a plausible history for your hero, а 
fictional account of who she is and why she does what she does. 


Finally, the choice of origin provides special game benefits for 
human heroes, reflecting the unique training, outlook, and corn- 
mon traits of the people of that setting, 

Take a few minutes to skim through the stellar nation and 
Verge system descriptions in Chapters 3 and 4 of this book. 
Remember, these are just guidelines. For example, millions of 
Rigunmors don't make their livings as independent traders, 
there are atheists and apostates who grew up in the Orlamu 
Theocracy, there are Thuldan pacifists, and there are humani- 
tarian employees of VaidCorp. Creating heroes who transcend 
national restrictions and biases is one of the best steps toward 
making your character a memorable part of the story. 


CAREERS 


While the Avrenniry Player's Handbook and Gamemaster Guide 
present a number of general career paths, these careers lack 
the specific background that makes them part of the STAR"DRIVE 
universe. All of the career packages detailed in the Player's 
Handbook are available in a Staa*Darve campaign. 

The careers presented here are intended to jump-start the 
character creation process. Each career identifies a block of 
Core Skills that all heroes choosing that career should possess. 
You're not much of a pilot if you can't fly a starship, for instance 
(refer to Chapter B: Sample Careers in the Player's Handbook 
for specific details). Gamemasters can expand or alter the Core 
Skills suggested for each career to reflect particular nuances of 
their campaign settings. In addition, many careers have special 
considerations or roles in the STAR'DRIVE universe. 

Careers are entirely optional, and the ones presented below 
are built around a human hero. You don't have to choose a ca- 
reer for your hero. In fact, there are hundreds of great charac- 
ler concepts that aren't covered by the following list. The best 
characters stretch the definitions and expectations of the Game- 
master and other players. 


Comsat Specs 


With an unknown threat lurking on the horizon, Combat Specs 
are in high demand in the Verge. In the absence of any central 
authority, Verge corporations and governments have become 
accustomed to achieving their goals through the use of force. As 
organizations rush to meet the challenge of contact with Old 
Space and the arrival of the Galactic Concord, new rivalries and 
old feuds are sparking into a hundred brushfire conflicts across 
the Verge 


Bopycuarp 

Political leaders, prominent merchants, and crime lords of the 
independent Verge colonies are always looking for a strong 
right arm. Thus, professional bodyguards can always find work. 
While many bodyguards spend the majority of their time watch- 
ing out for their employer's personal safety, other bodyguards 
function as free-raving security consultants who ferret out dan- 
gerous plots, work in advance of their client's movements, or 
check up on known troublemakers. 

Core Skills (25 points): Modern Ranged Weapons—pistal 
2; Becurity-pratection protocols; Awareness—intuition, percep- 
tion; Interaction—intimidate. 

In the Verge: The Verge is crawling with shady merchants 
who need protection. Rigunmor traders, А-0 arms dealers, Lu- 
cullan smugglers, and Alaundrin nobles are all in the market for 
this hero's services. 


Ruffians, thugs, street fighters, and low-quality "muscle" gener- 
ally fall into this career, Some brawlers fight for hard-won 
purses in a variety of illegal street and station matches, while 
others might hone their combat skills simply by surviving in the 
‘worst ghettoes of overcrowded cities or fortress ships, Brawlers 
who don't go into the protection or prize-fighting businesses 
might end up in a military organization—every command has its 
share of barracks-room brawlers. However, hand-to-hand fight- 
ing doesn't offer much opportunity for long-term success. The 
best a brawler can hope for is to hire on as muscle or to climb 
to the top of whatever fighting circle or underworld den in 
which he happens to land. 

Core Skills (20 points): Unarmed Attack—braw/ 2; Street 
Smart-street knowledge; Interaction-intimidate, 

Ja the Verge: The pit-fighters of Penates in the Lucullus sys- 
tem are famous throughout the Verge. These hardened street 
Gladiators frequently fall in with all kinds of shady characters— 
including free traders in search of muscle, or smugglers look- 
ing for extra hands. 


CORPORATE SECURITY SPECIALIST 
In most parts of Old Space and the Verge, corporate warfare is 
a fact of Ме. Industrial espionage, sabotage, and terrorism are 
accepted as commonplace. The return of the mega-national cor- 
porations of Old Space to the independent worlds of the Verge 
signals a new era of competition and security concerns. 

like any person employed by a large organization, the car- 
porate security expert spends most of her time working. How- 
ever, the best and brightest security specialists are often 
assigned as roving troubleshooters, free ta come or gu as they 
please (within reason). Of course, these experts must produce 
results in exchange for their pay and perks. 

Core Skills (30 points): Modern Ranged Weapons-pisto/ 
2; Security—security devices, System Operation—defenses, sen- 
sors; Awareness-perception. 

Jn the Verge: Stellar corporations such as VoidCorp or 
Starmech, or smaller campanies-such as those found within 
the Rigunmor Star Consortium, the Orion League, or the Union 
of Sal-aften employ security specialists. Arriver organizations 
are building vast new installations to solidify their return to the 
Verge, and these installations will have considerable security 
requirements. Local Verge companies from Alaundril, Bluefall, 
and Leen are also increasing their security as companies such 
as VoidCorp establish a presence in their home systems. 


GUNNER 

The long years of isclation imposed by the Second Galactic War 
left the Verge in anarchy. In mast systems, anyone who wants 
to wield power must do so by fielding his or her own private 
army. This is especially true in Tendril, Grith, and Lucullus, 
where the Hule of Gross Firepower applies: The person with the 
biggest guns makes the rules. Even criminal gangs, smuggler 
rings, and privately held companies have fallen into the habit of 
arming dozens or hundreds of fighters ta watch out for their 
own interests. In this climate, Combat Specs with the skills nec- 
essary to employ heavy weapons are prized commodities. 

Gunners might serve in the military of a stellar nation or a 
Verge system, or they might work as mercenaries for a private 
organization. Accepting employment with an organization 
means that a hero must fulfill certain duties in exchange for a 
paycheck and a place to stay. 

Core Skills (35 points): Heavy Weapons—direct fire 2; 


Demolitions; System Operation-defenses, weapons; Technical 
Science-repair. 

ln the Verge: Thousands of Austrin-Ontis mercenaries and 
gunslingers, demobilized since the end of GW2, have streamed 
into the Verge seeking work—especially in the battle-torn Ham- 
mers Star system. 


Law ENFORCER 

With the exception of Lucullus, every Verge system has some 
kind of recognized police authority. Systemwide, planetary, or 
municipal police departments vary wildly in jurisdiction, profes- 
sionalism, and power. In some systems, the police are mere 
puppets of the real power groups, while in others the police 
function as respected peacekeepers who keep corporate and 
criminal elements in their place. As clouded as this picture is, 
ifs growing even more confusing as the various stellar nations 
pour their own law enforcement arms into the Verge. Legally, 
the only nations that can police sections of the Verge are ones 
who retain claims to Verge systems, and even then they're lim- 
ited to the particular systems in question. For example, Star- 
Mech’s Security Division believes that it can police ће Tendril 
system, since Tendril was formerly a StarMech colony. Conflicts 
of jurisdiction between the 550 and the Alaundrin System Pa- 
trol have broken out into open fighting more than once. 

The only law enforcement universally recognized through- 
out the Verge is that of the Galactic Concord, and in many cases 
the Concord's true authority is limited—systems such as Lucul- 
lus and Corrivale are not yet member states and don't recognize 
Concord Administrators. 

Core Skills (35 skill points): Melee Weapons-bludgeon; 
Modern Ranged Weapons-pistol; Law-court procedures, law 
enforcement; Investigate-interrogate. 

In the Verge: More than any other hero, it's important for the 
law enforcer to define which organization or nation commands 
her allegiance. Outside of her home jurisdiction, a law enforcer 
is nothing more than a bounty hunter. 


Maetiat Artist 

Like the brawler, many martial artists make a living as hired 
muscle or professional prizefighters. A few are highly trained 
close-combat specialists reserved for special tactics units in 
standard military or police forces. The typical martial artist 
doesn’t really care about his profession; the pursuit of perfec- 
tion in his chosen art is all that concerns him. True aesthetics 
might live in poverty and squalor or roam the Verge as home- 
less vagabonds—despite the fact that their skills might command 
thousands of credits in the right place. 

Core Skills (35 points): Unarmed Attack-power martial 
arts 2; Acrobatics- dodge; Stamina-endurance; Hesolve—physi- 
cal resolve. 

In the Verge: A new order of martial artists has formed in 
the wastes of the Hammer's Star system. Touting brutal physi- 
cal combat and survival skills, the Order of the Black Tiger has 
attracted a small following loyal to Jessrin "the Grand Master" 
Mirison. This old human claims to have seen a vision of the sys- 
tem’s invaders and supposedly teaches ways to stun the alien 
klicks with an unarmed attack.. 


ALIEN COMBAT Specs 
While баа! and sa Combat Specs are extremely unusual, 
weren, mechalus, and sesheyan heroes often choose this pro- 
fession. Weren often become brawlers, bodyguards, or merce- 
naries, while mechalus heroes make outstanding gunners and 
soldiers. Sesheyan Combat Specs usually serve as bodyguards, 


corporate security specialists, or mercenaries—although many 
sesheyans don't respond well to military discipline. 


MERCENARY 

Soldiers for hire have always been plentiful in the Verge, and 
the influx of new traffic from Old Space has only increased ор 
portunities for mercenaries. While many mercs are freelancers, 
hiring cn with any organization or team that can meet their 
price, other mercenaries band together into companies (entire 
combined-arms military units with support and command ech- 
elons), providing anyone with enough money the chance to pur- 
chase a private army, Service in a mercenary army isn't all that 
different from service in a standing military force. Heroes who 
choose this career must show up when their company fights. 

Core Skills (20 points): Armor Operation—combat armor; 
Modern Ranged Weapons~SM6; Interaction—intimidate, 

Jn the Verge: Many independent mercs belong to an organi. 
zation known as the Verge Confederation, a clearing house that 
provides good sources for jobs, logistics, and weapons for its 
members. This group has safe houses all over the Verge. 


SOLDIER 

Under the Integration Act of 2498 many military personnel 
were detached from their national forces to serve with local 
governments, private corporations, and allied nations. While 
most soldiers serve in standing forces under normal military 
discipline and authority, a significant number of officers and en- 
listed personnel now pursue their nation’s defense as detached 
soldiers. It's not for everybody, but many heroes prefer this ca- 
reer path for the flexibility and freedom of movement it allows. 
Such free-serving soldiers are still subject to changes of duty 
status and specific assignments; it's nat unusual for a character 
to be called up for duty with a standing force. The privilege of 
detached service is usually offered only to enlisted personnel 
and officers with a few years of regular service under their 
belts; a detached private or junior lieutenant is very unusual. 

Every stellar nation maintains a sizable army, and most have 
commands or detachments serving in the Verge. Naturally, 
many Verge systems have their own armies, too 

Core Skills (25 points): Armor Operatian—powered 
armor; Modern Ranged Weapons-rifle; Movement; Tactics. 

Jn the Verge: The Concord Marines are an elite corps of 
space-to-ground assault troops. While they're often cutnum- 
bered and sometimes outgunned, they're also the only military 
force free to operate within the borders of all Verge systems. 
The 191st Marine Expeditionary Brigade, commanded by 
Brigadier General Walther Kiell, uses the Lighthouse as its hase, 


SPACEHAND 

Every tramp freighter, every battered miner, every rough-and- 
tumble station has its share of seasoned spacehands. Jacks-af- 
all-trades who work hard and relax even harder, spacehands 
bring a little bit of everything to a group of heroes. As able-hod- 
ied spacers, spacehands typically sign on with a ship for a spec- 
ified number of voyages, working in any field with which they 
are familiar, Unlike the highly qualified pilots and engineers re- 
tained by reputable captains, spacehands are overworked and 
underpaid. At the end of their term, they'll take their meager 
savings to the nearest bar and spend their hard-won money in 
one long bings—only to drag themselves down to the docking 
ports when they sober up and do it all over again. 

Core Skills (30 points): Unarmed Attack—braw/; Modern 
Ranged Weapons-pisiol; Technical Science-juryrig; Vehicle Op- 
erations-space vehicle. 


Jn the Verge: Systems with large numbers of traders are ће 
best places to find spacehands. Lucullus, Oberon, and Tendril 
contain some of the better prospects, A significant number of 
spacehands are Arrivers, shipping in with the restoration of 
trade to the Verge 


Serving a stellar nation, corporation, ar space station is a pop- 
ular job in the Verge. This is especially true of the Galactic Con- 
cord, which has thousands of diplomats at work throughout the 
Verge in an effort to smooth over the arrival of the Concord. 
Many diplomat heroes begin play with strong allegiances to a 
government, military unit, or corporation, and spend the major- 
ity of their time and effort forwarding its agenda. 


Most beginning heroes don't actually hold ambassador rank; 
they're professional Foreign Service types who serve as assis- 
tants to а politically appointed ambassador, or consule who 
serve as unofficial representatives to another nation. While 
many corporations are large enough to maintain diplomatic re- 
lations with other powers, most ambassadors in the Verge are 
government representatives. They represent the interests of one 
of the stellar nations as they seek to reestablish their nation's 
power and influence in the Verge, or they're native Vergers cau- 
tiously negotiating their future status with the Concord and its 
member states. Independent space stations of importance, such 
as Darkhold in Tendril, also have their own ambassadors. 

A hero never simply becomes the ambassador who speaks 
for her government or corporation, Instead, she's assigned 
small tasks in which she can demonstrate her diplomatic skills. 
These can range from closing an important grain shipment deal 
(at lower levels) to negotiating the end of a bloody civil war 
(which would probably grant an immediate promotion to full 
ambassador). Social status (see Chapter 7: Attributes in the 
Gamemaster Guide) is a good way to measure how fast an am- 
bassador moves up through the ranks of her government. 

Core Skills (35 points): Law-court procedures; System 
Operation-communications; Administration—bureaucracy; Cul- 
ture-diplomacy, etiquette (specific) 2, first encounter; Decep- 
tion-bluff. 

ln the Verge: Human diplomats in ће Verge typically choose 
a stellar nation or а Verge system as their native culture of 
choice. Fraal, sesheyan, tsa, or mechalus are the most likely 
alien cultures in which a hero might specialize—although there 
are a handful of system-contained sentient species native to this 
region of space. 


15 possible to find clergymen of every faith in the Verge—in- 
cluding Hatire, Insightful, Human Heformists, Drlamu theocrats, 
and representatives of most of the Old Earth faiths. Like every- 
one else in the Verge, local priests and religious authorities 
were cut off from their parent faiths by the isolation of the Sec- 
ond Galactic War. In the absence of any higher direction, these 
dergymen carried on with their missions of evangelization and 
ministry to the poor and unfortunate, learning to rely on their 
own judgment. With the restoration of contact with the Stellar 
Hing, each of the major faiths currently finds itself engaged in 
the delicate process of bringing its long-lost Verger children 
back into the fold. In some cases, significant questions of doc- 
trine and authority have arisen, since Verge faiths grew in a dif- 
ferent direction than their Old Space counterparts. 


FAITHS OF THE VERGE 
Each of the major faiths of the SrAg'DRIVE setting has its own 
unique outlook, strengths, and weaknesses. Some ol the 
faiths heroic characters might choose to represent include: 


‘The Hatire 

Clergymen of the Hatire Community never take technological 
skills involving the use of intrusive hardware-such as 
Armor Operation-powered armor and Computer Science- 
hacking. Members of this faith do use computers, but they 
believe computers and other technology shouldn't merge 
with humanity, To provide leadership through example, 
many Hatire clergy deliberately develop physical skills of 
self-reliance and endurance. Skills such as Athletics, Un- 
armed Attack, Stamina, and Survival are popular, as are 
many psionic skills, 


‘The Insightful 

An Inseer always trains in as many technical skills as she 
feels is necessary-especially those that allow access to the 
Grid or further knowledge of computers. Obviously, Com- 
puter Science and its specialties (especially hacking) are ab- 
solutely mandatory. A few Inseers are exploring the ultimate 
in human-Grid interaction: psionic skills such as datalink that 
allow the mind to link directly to the machine with no inter- 
face at all. 


Humanity Reformation 

Reformists generally train in a variety of skills, representing 
bath personal interest and a desire to possess a balanced 
array of skills and abilities. Unarmed Attack-power martial 
arts, Modern Ranged Weapons, Stamina, Knowledge—first 
aid, Physical Science, Resolve-mental resolve, and Interac- 
tion skills are all appropriate. Administration—bureaucracy 
and Teach—Heformation doctrine are almost mandatory, 


The Ancientists 

‘Warshiping the long-vanished Precursors who inhabited this 
portion of the galaxy millions of years ago, the Ancientists 
aggressively seek out alien ruins and new alien species, 
hoping to uncover revelations for their faith. Culture first en- 
counter, Life Science-xenology, and Knowledge-xenoarche- 
ology are all good skills for the Ancientist hero. 


Shamans 

While most sesheyan religious leaders choose to remain on 
their homeworlds, a few have journeyed to the stars to pro- 
vide guidance to their spacefaring people. Shamans often 
serve as healers among their people, and might choose 
Bate аена nie fitis to go along with Deception- 


Orlamu 
Orlamisis are quite knowledgeable with all things 
related to drivespace. Skills such as Navigation- 


astrogation, 
healthy dose of other skills are core requirements. 


Hernes of the cloth aren't necessarily faith healers and mir- 
acle workers. More often, they're diplomats, missionaries, lead- 
ers, and teachers. In some systems, they serve as the voice of 
those who otherwise could not speak for themselves. Whether 
or not a clergyman speaks for a higher power is up to you. 


Core Skills (30 points): hnowledge—first aid Z theology; 
Resolve—mental resolve; Teach; Culture-etiguette (specific); 
Leadership—inspire. 

In the Verge: Three major centers of faith exist within the 
Verge. The Hatire Community's Forest Cathedral is the center- 
piece of the Brethren settlement on Grith. Bluefall, in the Aegis 
system, contains the Bastion of Light, a major center of religious 
and secular power for the Church of Human Reformation. Both 
of these organizations are native to the Verge and are struggling 
to rejoin their parent faiths under their own terms. The largest 
Old Space faith is the Orlamu Theocracy. Operating from their 
vast shrine aboard the Lighthouse, the Orlamus are working 
tirelessly to build a network of temples throughout the Verge 


An Administrator is a wandering official of the Galactic Concord, 
a judge, diplomat, and law enforcer charged with bringing order 
to the wild reaches of human space. In many places, an Ad- 
ministratar is the first representative of the Concord to visit since 
the galactic union was established. Some hate Administrators, 
others fear their quick rulings and swift justice. Many welcome 
them, for they are symbols of hope and law in a galaxy still 
reeling from civil war. Administrators carry their authority like 
shields, display their commitment like lanterns in the darkness, 
and wield their tri-staves with the strength of their convictions. 

Concord Administrators have the power to remove corrupt 
politicians, law enforcement agents, and other Concord ap- 
pointees from their positions of authority. This power is hardly 
given out to rookie Administrators, however. Only Administra- 
tors who prove their worth receive full authority. High-ranking 
Administrators can commandeer any Concord asset in the 
vicinity—including capital warships and sector bases, as long as 
they deem the situation deserving of such extreme measures. 
Naturally, prospective Administrators are subjected to the most 
rigorous examinations of physical fitness, intelligence, intuition, 
and moral fiber before they're allowed to wield their power. 

Core Skills (45 points): Melee Weapons—powered; Mod- 
em Hanged Weapons-pistal, Law-court procedures, law en- 
forcement 2; Administration—bureaucracy, management: 
Leadership-command 2. (Note: Most Administrators choose 
Combat Spec as their secondary profession.) 

Jn the Verge: Julius Baynes, Sector Administrator for the 
Verge, operates from the Lighthouse. Most Vergers are ex- 
tremely suspicious of the broad jurisdiction and sweeping 
power allotted to the Concord Executive Authority, and they re- 
sent the intrusion of Baynes's operatives into their affairs. Any 
‘Administrator in the Verge takes orders from Baynes and must 
answer to him for their decisions. 


Managers, planners, negotiators, problem-solvers, these are the 
type of people any business needs to stay ahead. The vast cor- 
porations of Old Space and the Verge are no different. As a be- 
ginning hero, the corporate executive is young, smart, and 
hungry, an up-and-comer throwing herself at the toughest prob- 
lems her company faces. She's not afraid to play hardball to put 
her company ahead, and she expects everyone around her to 
play by the same rules. Young execs receive little or no help in 
their assignments; they haven't shown that they can handle 
major assets, and they won't be trusted with manpower ar ex- 
pensive equipment until they've built a track record of success. 

Core Skills (35 points): Business~corporate 5; Knowl- 
edge-computer operation; Administration—bureaucracy 2, man 
agement 2; Deception. 


In the Verge: Heroes in the service of a native Verge corpo- 
ration work for a (comparatively) small business. They're fa- 
miliar with the people, the places, and the intangibles of life in 
the Verge. On the other hand, heroes working for a stellar cor- 
poration—especially the big ones such as StarMech and Void- 
Corp—command much more formidable resources and operate 
with a Int more freedom of movement 


NTERTAINE 
While there are many talented individuals who have the 
charisma and drive to accomplish one-man shows, most of the 
entertainers in the Verge are part of larger companies or 
troupes. Musical groups, Shakespearean stage actors, comedi- 
ans, Grid celebrities, and others come to the Verge for brief 
tours before returning to the comfort of Old Space. Hundreds of 
promoters, charities, foundations, and societies seek to bring the 
culture of Old Space to the Verge. Its possible that an enter- 
tainer hero could have been lured here by any of them, only to 
get caught up in the grander mystery of the Verge. 

Core Skills (30 points): Creativity; Deception—b/uff, En- 
tertainment-act 2, dance 2, sing 2, musical instrument, Interac- 
tian-charm, seduce 2. 

In the Verge: The Society for the Arts, a Hatire-backed char- 
ity, contracts with a variety of entertainers to bring their shows 
to the Verge. Their only requirement is that everything in the 
production must be handcrafted-they won't tolerate computer- 
generated scenery or special effects. They contract for around a 
dozen performances throughout the Verge and pay quite well. 
The Orlamu Operatic Theater is always performing its Sendir 
and the Divine Unconscious production, spreading the word af 
the Cosimir throughout the Verge. It frequently changes the lead 
actor in the opera, always utilizing a famous personality. 

First Contact CONSUL 

А rare occupation at best, most first contact consuls act as spe- 
cial agents in the diplomatic branches of major governments or 
large corporations. Trained in assessing alien biospheres, eval- 
uating signs of sentience, and establishing contact, a first con- 
tact expert only gets a few opportunities to apply her knowledge 
in the course of her entire career, since sentient aliens just aren't 
that common. In rare cases, first contact consuls have been 
hired away from their parent organizations by independent out- 
posts in areas where the possibility for alien contact exists. 

In addition to the five spacefaring species known to hu- 
mankind, there are several dozen other sentient species within 
the bounds of Old Space and the Verge. For various reasons, 
these lesser-known species have been left in peace, isolated by 
the unbridgeable gap of interstellar space. Some are developing 
races whose cultures have been protected by enlightened rul- 
ings on the part of the discovering nation, while others are so 
noxious or insidious that it was deemed necessary to bottle 
them up in their home system and quarantine them forever. 
Finding new alien species in the Verge and determining their 
status offers a great challenge for first contact consuls. 

Core Skills (30 points): Life Science-biology, xenolagy; 
Awareness-infuition, perception; Culture—etiquette (specific), 
first encounter 3; Interaction—hargain. 

In the Verge: Most first contact consuls are part of the Galac- 
tic Concord's diplomatic service, assigned to an embassy near 
the particular region of space in which they serve 


The Verge is starving for trade goods upon which to rebuild its 
citizens’ quality of life. This newfound demand attracted mer- 


chant fleets from the Stellar Ring and independent traders—each 
eager to make their fortunes on the “frontier? Of course, thou- 
sands of native Vergers have had decades to establish their own 
routes and markets, and they're no! at all happy sharing the 
wealth with a horde of green Arrivers. So far, the natives have 
maintained a slight advantage over the newcomers, as they 
know which systems are interested in specific cargoes. 

А successful free trader must be part pilot, part business- 
man, and part scoundrel. It's a dirty and ruthless business; even 
the best traders resort to the occasional smuggling or gunrun- 
ning voyage in order to stay profitable. 

Core Skills (20 points): Modern Hanged Weapons-pistal; 
Business-small business; Interaction-bargain 2. 

In the Verge: In an effort to stop Old Space conglomerates 
from seizing the Verge markel, some Verge traders have 
banded together. For example, Par-Tech, based on Darkhold in 
the Tendril system, deals exclusively in Old Space technology, 
while The Mary Hose, a mysterious free trader stronghold in the 
Lucullus system, specializes in hard-to-find military components 
for starships and large weapons. 


MILITARY OFFICER 

Most military officers don't helong tn the Combat Spec profes- 
sion; they're Diplomats who choose Combat Spec as their sec- 
ondary profession. Officers are often competent fighters, but 
their real value is in their leadership ability and tactical acumen. 
A military officer (as opposed to a naval officer, below) under- 
stands all aspects of planetary combat—including aerospace su- 
periority and “conventional” naval warfare above and below the 
surface of the sea. 

Military officers-like soldiers or corporate employees—begin 
play with allegiance to an armed force of some kind. They must 
report for duty assignments, follow orders, and generally devote 
most of their attention to their job. However, officers are con- 
sidered some of the most reliable operatives a government pos- 

—sesses, and they receive free-ranging assignments far more 
frequently than enlisted men. 

Core Skills (40 points): Armor Üperation-powered 
armor; Modern Ranged Weapons-pistol; Tactics—iniantry tac- 
tics; Admninistration- hureaucracy; Leadership-command 2. 

In the Verge: Naturally, every stellar nation maintains exten- 
sive military forces. However, no other nation maintains more 
forces in the Verge than the Concord itself. A number of officers 
on detached service from various military branches currently 
roam the Verge, assessing native system military capabilities 
and defense requirements. The only military force that’s allowed 
free movement throughout the Verge is the Concord Star Farce— 
although officers of Verge nations such as Aegis or Alaundril 
are obviously free ta move around in their home systems. 


NAVAL OFFICER 

Serving in the spacegaing navy of a stellar nation, a naval offi- 
cer possesses skills in the highly technical fields of navigation, 
drive engineering, and space combat, as well as the art of com- 
mand. In addition to leading the personnel assigned to their ship 
or station, many naval officers find themselves serving as im- 
promptu ambassadors for their nation—especially when their 
vessel is the only national asset or representative in a particu- 
lar region. Otherwise, most of the discussion about military of- 
ficers (see above) still applies to naval officers. 

Most naval officers are Diplomats with secondary training as 
Tech Ops. In addition to shipboard service, officers often work 
in embassies or joint service commands as naval attaches, or 
they serve in the merchant marine as reserve officers, 


Core Skills (55 points): Modern Hanged Weapons—pistol; 
Vehicle Üperation-space vehicle; Navigation—drivespace astro- 
gation, system astrogation; System Operation-communications, 
sensors; Tactics; Administration—bureaucracy; Leadership- 
command. 

In the Verge: At this time, almost every stellar nation has al 
least a handful of small warships scattered through the Verge, 
and some—such as the Thuldans, VoidCorp, and the Rigun- 
mars-have significant fleets. Beginning heroes might command 
a minor vessel such as a corvette or scout, but it's more likely 
that they serve as department or division officers on board 
larger vessels. 


STELLAR NOBLE 

Of all the stellar nations, only the Thuldans, the Barealins, the 
Solars, and the Hatires have anything resembling a titled aris- 
tocracy. In other nations, the “nobility” may consist of families 
commanding unusual wealth, prestige, or political power, These 
oligarchs, merchant princes, and corporate directors pass their 
fortunes and interests to their descendants, just as the land- 
holding lords of old passed their fiefs to their children, A stellar 
noble hera is а scion of one of these families, horn to wealth 
and power beyond the dreams of most people. 

Stellar nobles adventure for a variety of reasons. Some are 
philanthropists, dedicated to using their position and fortune to 
bettering the world around them. Others are merchant-lords 
charting the course of a powerful privately held company in a 
universe of monolithic corporations. Still others are simply 
bored dilettantes looking for thrills. 

Many of the noble farnilies of Old Space sent cut favored rel- 
alives lo the Verge when it was first colonized. The Verge no- 
bles spent a great deal of their wealth settling into their new 
homes, virtually eliminating their ties with Old Space altogether. 
When the war cut the Verge off fram Old Space, the new nobles 
of the Verge found themselves stranded. Many of the Verge 
noble houses dissolved; others were destroyed in riots, Those 
that survived held little love for their Old Space founders. 

Core Skills (25 points): Culture—diplamacy, etiquette (spe- 
cific) 2; Deception-bribe 2, gamble; Business-corparate. 

In the Verge: There are more than thirty noble houses in the 
Verge. Some of these are survivors of the original nobles. 
Others are houses that have emerged as the Verge has grown 
in power and prestige. The houses detailed below are some of 
the more prominent in the Verge. 

House Kaitors: Kaitors Industries is the leading producer 
of elecronic components in the Verge. With its supply of high- 
technology paris from Old Space reestablished, Marilyn Kaitors 
will most likely capture more of the technology market from her 
home planet of Leen in the Oberon system. 

House Maritec: Thomas Maritec, the patron of the House, 
is a retired admiral from the Borealis military, Upon his retire- 
ment, he received an area in the Argos star system to oversee 
for the Borealins. With the return of the stellar nations to the 
Verge, Admiral Maritec is aiding the Galactic Concord, as di- 
rected by his government. 

House Hale: Christopher Hale led his fleet of renegade 
ships to Aegis and proclaimed himself the Regent of Bluefall. 
Despite an earlier attempt by the Thuldans to remove him from 
power, Hale has remained the undisputed ruler of Bluefall 


Ei 
Many swindlers describe themselves as "independent business- 
men! In truth, many are just con men and cheats who travel 
from system to system before word of their deeds spread. They 


seldom belong to any organization save those that can further 
their latest plot ta make money. Swindlers range from two-bit 
scoundrels surviving on confidence schemes to elegant impos- 
tors who attach themselves to the wealthy and elite. All 
swindlers have two things in common: a knack for pretending 
to be someone they're nat, and a long list of enemies. 
Core Skills (30 points): Manipulation—pickpocket, Decep- 
tion—blulf 2, bribe; Entertainment—act; Interaction-charm 2. 

In the Verge: In some cases, the Verge is about the only 
place to which a swindler can run; rougher and less civilized 
than the Stellar Ring, i's a good place tu lose oneself. 


FREE AGENTS 


Independent operators can net high profits in the Verge, Of 
course, such work contains a high element of risk, as well; Free 
Agents don't normally possess military, corporate, or private re- 
sources. There aren't any salety nets out here. 


Bounty HUNTER 

It's easy to vanish in the Verge, and some people seem to do it 
with surprising regularity. Bounty hunters are then sent to find 
the poor, lost souls and return them to where they're supposed 
to be-normally a prison cell. They're then paid their fee and 
leave to find the next lost person. Bounty hunters get two kinds 
of jobs: bond work and contracts. Bond work is more common. 
A hunter checks to see who has a price on their head, and then 
goes after that person. In many cases, bond work is perfectly 
legal, and the local justice system guarantees the reward. In 
other cases, bond work is simply another word for an open 
contract; the first bounty hunter that finds the wanted person 
can claim the reward. 

Contract work shows up on a hero's doorstep after he's 
proven himself with bond work. When a bounty hunter earns a 
reputation, powerful peuple seek him out and offer him lucra- 
tive jobs. As a bounty hunter advances in level, successfully 
completing more and more missions, word of his efficiency gets 
around and more work comes his way. 

Core Skills (30 points): Modern Hanged Weapons-pistol, 
Stealth-shadow; Investigate—interrogale, search, track; Street 
Smart; Interaction interview. 

Jn the Verge: The most notorious outstanding bond is for the 
corsair lord Kalt Terenz. Last year he captured and looted a 
space yacht belonging to House Blackmore of Alaundril, own- 
ers of Solar X Industries. Two members of the family were 
killed in the attack, and Кай took a third one prisoner. Maura 
Blackmore, leader of her house, has offered a reward of 
52,500,000 for Kalt Terenz, dead ar alive 


CORSAIR 

While a few corsairs claim to operate as privateers under let- 
ters of marque, even the best of them command some illegal 
operations. Is a brutal and ruthless lifestyle lived among the 
very dregs of human and alienkind. Like the spacehand, a cor- 
sair moves around a lot, shipping with one crew for a few 
months, squandering his ill-gotten wealth ashore, then signing 
on with another crew for a new spree of blood and terror. 
Heroic corsairs limit themselves to piracy against hostile corpo- 
rations or enemy nations, and they spare lives whenever pos- 
sible. Unfortunately, most corsairs aren't very heroic. 

Core Skills (30 points): Melee Weapons-blade; Modern 
Ranged Weapons-pisto/; Vehicle Üperation-space vehicle; 
Street Smart-cniminal elements, 

Jn the Verge: Every corsair needs a place to call home, a 


safe port to dispose of her prizes. One of the most notorious 
havens in the Verge is the lawless domed city of Santiago, lo- 
cated in the barren belts of the Lucullus system. This dismal city 
is one of the best places to buy or sell “pre-owned” goods. 


EXPLORER 

Despite the high levels of traffic along the Tendril-Hammer's 
Star corridor in the Verge, there are still hundreds of star sys- 
tems that human eyes have never seen. Some of these may be 
the homes of new alien species, others might hold mineral 
wealth beyond imagining, and still others might possess the 
greatest of all prizes-an Earthlike world ready for settlement. 
But there are dangers in open space, and a few exploration ves- 
sels have disappeared in search of the unknown. 

Core Skills (40 points): Movement-swim 2, trailblazing, 
Survival-survival training 3; Modern Ranged Weapons-rifle: 
Navigation-surface navigation. 

Jn the Verge: The Concord Survey Service (part of ће Con- 
cord Star Force) employs explorers on a continuing basis 
They're looking for volunteers to investigate certain areas of the 
Verge and the Lightning Nebula 


GAMBLER 

High stakes, fast living, and a little bit of luck are all a gambler 
needs, Most Verge star systems have legalized gambling of one 
sort or another, and there are a variety of big-stakes events that 
attract huge numbers of gamblers from both the Verge and Old 
Space alike. Gamblers spend a lot of time traveling from one 
system to another, so it's not unusual for them to try their hand 
at smuggling and errand running between big games. However 
very few gamblers have a connection or allegiance to anyone, 
let alone a government or corporate entity: 

Core Skills (30 points): Manipulation-pickpocket, Street 
Smart-criminal elements; Deception—gamble 2, bluff; Interac- 
tion-chanm, seduce. 

Jn the Verge: Aegis hosts an annual Poker Pentad (five days 
and nights of blue-chip poker), drawing the best gamblers from 
around the Verge. Every gambler worth her salt tries to find a 
sponsor to put up the formidable stake of $100,000 if she can't 
swing the stake from her own funds. 


Guipe/Scour 
Computer-generated maps, charts, and diagrams of a specific 
area can only reveal so much. A knowledgeable scout or guide 
can point out ambush spots, negotiate hostile terrain, and warn 
travelers away from dangerous areas more efficiently than any 
computer. Travelers, hunters, and even military units hire 
guides (a good guide is always ready to fight if the need arises). 

Core Skills (30 points): Movement-swim, trailblazing 2, 
Stamina-endurance; Survival-survival training; Animal Han- 
dling-animal riding; Vehicle Operation—Jand vehicle; Knowl- 
edge-first aid. 

Jn the Verge: Scouts familiar with some of the lesser-known 
planets of the Verge are in great demand as Old Space scien- 
tific and survey expeditions return to chart planets, catalog new 
species, and recard geological phenomena. 


INVESTIGATOR 
Crime, vice, and sordid activity of all kinds fills the Verge. In- 
vestigators are heroes who have learned to sift through the 
worst that humankind has to offer in order to bring the darkest 
and dirtiest secrets to light. Skilled at examining crime scenes, 
tracking down people who disappear, and piecing together evi- 
dence, a professional investigator is a tremendous addition to 


any party of heroes. Investigators may serve with a dozen dif- 
ferent law enforcement agencies-such as the national police of 
a stellar nation or the system police of a Verge world—or they 
may choose private employment. 

Core Skills (40 points): Modern Ranged Weapons—pistol; 
Stealth-shadow; Knowledge-computer operation, deduce; In- 
vestigate-search; Street Smart-street knowledge 2. 

Jn the Verge: Blightworth Security Consultants of Leen, in the 
Oberon system, are the best private investigators in the Verge. 
A dignified agency with a 100-year history, its said that there's 
nothing a Blighter couldn't find out if he tried. 


Outlaw 

A marked man in every systern, an outlaw must pay for each 
moment of freedom with endless vigilance and constant aware- 
ness of his surroundings. One misstep and he's doomed to 
twenty years in a labor camp—or worse. Not all outlaws are 
predatory criminals: some are innocent, framed for the crimes 
of another; others are political exiles; a few are rebels against 
a corporation or government they find intolerable. Regardless of 
how they gained their illegal status, aullaws now exist within a 
shadowy world filled with crime lords and desperation. 

Core Skills (20 points); Modern Ranged Weapons—pistol, 
Security; Street Smart-criminal elements. 

In the Verge: On a strictly numerical basis, the sesheyans of 
Grith in the Corrivale system are the most prevalent outlaws on 
the Verge. Ignoring their contract with VoidCorp, the rebellious 
sesheyans often turn to crime to finance their stand against the 
return of the giant stellar corporation. 


REPORTER 

There are two primary media forms supporting professional re- 
porters: holovids and the Grid. Holovids represent the most pop- 
ular means of communication; they consist of holographic 
images that can project virtually anywhere. The reporter simply 
wears a holocam and projects himself into a scene to report the 
news. Holocasts rarely leave the system in which they're broad- 
cast, but popular stories are transmitted to data merchants, who 
carry the projection with them to other systems. 

‘The Grid is an easier form of communication. By jacking into 
the Grid, a reporter gains access to all of known space—even- 
tually. Grid stories are often unpolished and slanted, but they're 
also considered the most authentic news reports. 

Core Skills (20 points): Knowledge-deduce; Creativ- 
ity-journalism; Administration; Investigate-interrogate. 

Jn the Verge: There are a variety of news organizations that 
a reporter can serve. The Galactic News Agency was the only 
tie to Old Space and was in the Verge to report the trials and 
tribulations of the area during GW2. Many Vergers consider 
GNA newshounds the most bothersome of reporters, since they 
concentrate on heartache, suffering, and catastrophe to sell 
news back in Old Space. 

TransVerge Network (TVN) is the most independent and un- 
biased of the major players. TVN pretty much gives its re- 
porters free rein in reporting their stories, allowing ratings ta 
weed out the bad reporters from the good. 


SMUGGLER 
All good smugglers maintain a cover of some kind, operating 
openly as free traders, working spacers, or corporate couriers. 
Smugglers are creatures of opportunity, awaiting the chance to 
haul illegal or restricted goods for more profit than regular 
cargo can offer. While smuggling can be quite lucrative, it has 
its own risks. First, the character who places his ship on the 


wrong side of the law risks heavy fines, jail time, or even exe- 
cution if authorities catch him. Secondly, a smuggler has no one 
to whom he can complain if he's shortchanged or robbed, since 
he can't even admit he was carrying the cargo in question. 

Core Skills (30 points): Vehicle Üperation-space vehicle; 
Business-illicit business 2; Deception—bluff bribe 2; Interac- 
tion-bargain, taunt. 

Ја the Verge: The best market for smuggling is the Algem- 
ron system, a stretch of space currently quarantined against 
arms shipments by the Concord. A smart gunrunner can make 
millions supplying Alitar or Galvin with the latest ordnance 


Spy 

Many stellar nations and Old Space corporations are moving in- 
telligence assets into the Verge. Espionage specialists loyal to 
any one of a dozen major players are now operating in the 
area. Spies spend their time gathering intelligence for their em- 
ployers while denying enemy spies the same opportunity. Mili- 
tary intelligence, industrial espionage, communications security, 
counterintelligence, sabotage, sophisticated turning operations, 
electronic intelligence—the list of potential missions for a spy is 
virtually endless. In between high-profile missions, most spies 
carefully maintain several cover identities, crafting imaginary 
careers and backgrounds against the day that they'll need ta as- 
sume a different identity. 

Spying is a dangerous game. Mos! governments and corpo- 
rations object violently to espionage efforts, and every day se- 
cret operatives are compromised and eliminated by the 
organization on which theyre spying. Worse yet, parent agen- 
cies often disavow their most secret operatives if a mission goes 
bad. Spies often require extensive support teams to “handle” 
them in the field, providing up-to-the-minute intelligence and 
backup in case of failure. 

Core Skills (40 points): Unarmed Attack-power martial 
arts; Athletice-climb, jump 2, throw; Stealth-sneak. Investi- 
gate-interrogate; Interaction—seduce 2. 

In the Verge: VaidCorp and StarMech both employ legions of 
spies in an effort to protect themselves fram espionage. Spies 
even exist in religious organizations; ironically Hatire spies are 
“forgiven” for using technology to achieve their goals-though 
others of the faith may consider them spiritually tainted. 


Tur 

A good thief can mean the difference between an easy resolu- 
tion to a problem and a bloody firefight. By swiping a pass code 
from a nearby guard, sneaking past a watchful sentry, or re- 
covering a much-needed antidote under dead of night, a thief 
can offer nonviolent solutions to problems that would otherwise 
require direct confrontation. These professional cat burglars 
might not even earn their living from their heists; covert entry 
is a field in which the top experts can command lucrative 
salaries from various corporate sponsors, working as part of an 
espionage team. 

Other thieves make their living by preying aif the weak, des- 
titute, and the unaware. By turning around and fencing what 
she's siolen, a thief can earn around 30% of the item's value 
(modified by her business ability, if апу). Naturally, a hero of this 
sort is a criminal. 

Core Skills (35 points): Acrobatics-defensive martial 
arts; Stealth—hide, sneak; Security—protection protocols, security 
devices 2. 

In the Verge: Corporate espionage is the place to go for big 
money in the Verge. Valuable personal possessions or financial 
documents are too hard to dispose of; a skillful thief can make 


a gond living by stealing confidential business plans or docu- 
ments and selling them to the highest bidder. 


Tech Ops run the entire gamut of hero archetypes. Doctors, sci- 
entists, pilots, computer techs, engineers-they're all valued 
commodities in the Verge. Employed by local governments, stel- 
lar corporations, or as freelancers, Tech Ops have a great num 
ber of choices open to them. 


The military vessels, freighters, space stations, and defense 
posts of the Verge demand thousands of highly trained crew- 
men to maintain and operate cutting-edge equipment. In naval 
forces, crewmen are typically enlisted personnel with ratings for 
particular ship systems or operations, Spacemen, petty officers, 
or chief petty officers are usually part of a military chain of 
command and assigned to a particular ship or base. However 
the Integration Act allows military personnel to serve on active 


Civilian crewmen often serve as contract workers with free 
traders heyre a cut above the typical 
spacehand (вее page 2% 7B serving as mates or deck officers on 
board any ship that can meet their price. Illegal vessels, such as 
those used hy corsairs and smugglers, also need crewmen, and 
a fair number of these characters serve on ships of this sort. 
Core Skills (35 paints): Vehicle Operation-space vehicle 
System Operation—communications, sensors, weapons 2, Navi- 
gation-drivespace astrogation, system astrogation; Technical 
Science-repain 
(Crewrnen who don't specialize in helm systems might have 


a different array of System Operation skills and therefore don't 
need to take the Navigation skill. This reduces the Core Skills 
cost by 10 points.) 

In the Verge: A crewman can find work in any major space- 
port; some of the best places to look include Bluefall, Leen, 
Alaundril, and Penates. 


Specialists in hardware design, installation, and repair, 
comptechs are vital personnel for sensor, communication, 
weapon, power, and engineering installations. Most comptechs 
possess hacking skills in addition to their technical ones. After 
all, they're the techs who set up system defenses against un- 
wanted Grid intrusions; they have to know their opponents’ tac- 
tics and capabilities. While comptechs do not suffer for a lack of 
employment opportunities with any technical facility or drive- 
ship, the elite techs often support covert operations and provide 
computer security for corporate or national espionage divisions. 

Core Skills (25 points): Computer Science-hacking 
hardware 2; Knowledge; Technical Science—repair. 

In the Verge: To keep up to date on the latest technical 
breakthroughs, many comptechs belong to the Brotherhood of 
Computer Technicians, an organization that provides technical 
updates and job opportunities. For a mere $2,000 a year, an 
independent comptech can stay on top of his profession. 


Accessing information on the Grid can be a dangerous and 
tricky job. Corporate security teams and rival 
send out their own shadows to attack those who try to аш 
proprietary information. In some instances, a sloppy attempt at 
information gathering can allow a trace to the gridpilot's physi- 
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cal location—a mistake that often proves fatal. Despite the risks, 
gridpilots rarely hesitate to take on the most dangerous mis- 
sions; they are often caught up in the exhilaration of the Grid 
and the challenge of proving oneself. 

Gridpilots are known by their shadows, electronic creations 
that allow them to seek aut information in a system's Grid. For 
example, other hackers don’t know Maya Tsulevic of Landfall 
City; they know Nightblade, a ruthless Grid assassin end Maya's 
alter ego in the Grid's electronic world. Most gridpilots are 
strongly independent; they vigorously defend their right to work 
for whomever they please or tn tackle any job that intrigues 
them. In fact, some pilots are so fanatically independent that 
they've become electronic anarchists, lashing out against any 
kind of authority or government simply because it exists. Grid 
sabotage is considered the greatest security challenge facing 
any big company or government agency in this day and age. 

Core Skills (30 points): Computer Science—hacking 2, 
hardware; Knowledge; Security-secunity devices; Street Smart. 

Jn the Verge: Gridpilots in the Verge have formed several 
loose organizations for mutual defense and company, Prospec- 
tive members must eam their place through shadow combat or 
some epic feat of Gridwork. 

Gridlock: This secretive organization doesn't exist as far as 
law enforcement is concerned. The group is sworn to make life 
as difficult as possible for the Arrivers by locking their pilots out 
of the Grid with constant attacks against their shadows and the 
encryption of common information needed for routine activi- 
ties—such as docking with a space station or standard orbital 
maneuvers. 

Shade: This is a combination group for gridpilots and hack- 
ers, serving as a storehouse of information for breaking into 
systems. The organization stores information from previous 
raids at Shade's citadel on the Grid. However, the group only 
grants access to those who have won their trust and shown 
their dedication to freeing information. Many people ^in the 
know” strongly believe thet Shade is a front for Insight. 


Doctor 

The miraculous medical technology of the 26th century can re- 
place human physicians to some extent, but the advanced train- 
ing required to use modem medcomps and surgical theaters is 
just as demanding as medical school. In frontier regions such as 
the Verge, humans live with environmental hazards such as de- 
compression, toxic atmospheres, and intolerable temperatures— 
not to mention the proliferation of dangerous weapons, new 
alien diseases, and genetic tampering. Doctors are still some of 
the most highly trained and overworked professionals in a typ- 
ical settlement or colony. 

Most doctors begin play with a firm allegiance or contract of 
employment to some government ог corporation. Medical 
school isn't cheap, and most people with this level of training 
have to pay for their schooling with years of service to their 
sponsor. Of course, there are plenty of unscrupulous profes- 
sionals who renege on their obligation and disappear, seeking 
employment in places where no one asks questions about med- 
ical degrees or credit history. 

Core Skills (40 points): Lite Science—hiology, xenology; 
Medical Science-medical knowledge 2, surgery 2, treatment 2, 
xenomedicine, 

In the Verge; While doctors may serve a variety of organi- 
zations, governments, or hospitals, all members of this profes 
sion share one thing in common: They belong to the Galactic 
Medical Authority. The GMA was one of the few Terran Empire 
structures to survive the upheaval of BW1 and the long, bitter 


isolation of GW2. The Authority's Verge sector office, located at 
Sunfall on Leen, provides testing and certification for doctors 
throughout Verge systems. However, several systems—Lucullus, 
for example—ignore GMA certification. 


ENGINEER 

Every good starship on the Verge has an equally accomplished 
engineer who makes certain that the vessel remains opera- 
tional. Engineers aboard starships aren't the only engineers in 
the Verge, however. Every space station, industrial facility, de- 
fense installation, or power plant requires engineers to maintain 
and monitor the equipment and machinery involved. By using 
the Technical Science-fechnical knowledge skill and designating 
a particular specialty, a hero can specialize in structural engi- 
neering, mechanical engineering, power system engineering, or 
any other technological field within reason. 

Core Skills (25 points): Anowledge—computer operation, 
System Operation-engingering; Technical Science-juryrig 2, re- 
pair 2, technical knowledge. 

In the Verge: While many engineers are military specialists 
or corporate employees, thousands of these professionals make 
a marginal living serving in the battered free-trader fleets of the 
region. Is a dirty, low-paying job, but outstanding credentials 
and character references aren't part of the application process. 


INDEPENDENT PiLOT 

Legendary for their exploits of romance, gambling, and (natu- 
rally) flying, independent pilots are throwbacks to an earlier 
day. Independent pilots are tough and alert. Often, they are 
skilled barterers, always looking for their next paycheck. Inde- 
pendent pilots charter their vessels to any merchant, smuggler, 
or fugitive who can meet their price. They often operate on the 
fringe of the Jaw, maintaining contacts with clients both legal 
and illegal. 

Core Skills (35 points): Modern Hanged Weapons-pistal; 
Vehicle Operation-air vehicle, space vehicle 2, Navigation 
drivespace astragation, system astragation; Interaction—bargain. 

Jn the Verge: The Verge might be one of the best spots in the 
galaxy for an independent pilot to make a living. With the near- 
total absence of central authority, ship owners can pick the reg- 
istration and operating base of their choice. 


MEDTECH 

Doctors aren't generally found on the battlefield. They're пог- 
mally hidden away on some hospital ship or medical base, 
waiting for wounded upon which to operate. Medtechs, on the 
other hand, are ground-based medical personnel whose job it is. 
to patch up the wounded so that they can reach the doctors, A 
good medtech has to know a variety of combat and survival 
skills in order to help those people who are under her care; 
combat rescues and covert operations are her forle. Medtechs 
are a common component of most military units sent into hos- 
tile territory, but not all medtechs belong to the military. Many 
medtechs serve on survey expeditions, corporate security 
teams, science posts, and other high-risk jabs. 

Core Skills (35 points): Movement-swim; Modern 
Ranged Weapons-pistol, Knawledge- first aid 2, language (spe- 
cific); Medical Science-treatment 2, xenomedicine. 

In the Verge: Medtechs in the Concord Survey Service are 
currently posted throughout the Verge, working for aid stations 
and liaison missions with local governments. Their mission is to 
bring medical care and up-to-date technology to colonists with- 
out access to first-world care facilities. 


Planetary universities and government think tanks are the best 
places to find scholars. Their extensive knowledge and ability to 
offer expert insight on a broad range of esoteric topics make 
them valuable resources for any adventuring band—though 
most scholars avoid conflict, looking for opportunities to use sci- 
ence and learning to salve problems. While some heroes place 
their lives on the line for money or for the opportunity to test 
their skills, scholars don’t usually think that way; when a 
scholar places herself in harm's way, i's because she's after а 
discovery or revelation in one of her chosen fields. 

Core Skills (30 points): Life Science—biology, Physical 
Science-planetology; Technical Science-invention; Aware- 
ness—perception, intuition. 

Jn the Verge: The Aegis Academy on Bluefall boasts some 
of the most esteemed scholars in the Verge. Dr. William Withshy 
grew up inthe Verge and has spent his life studying the strange 
relics and artifacts found within its confines. Dr, Sharla Merideth 
is well known for her knowledge of гаа] customs, history, and 
language. 


Scientists fall into much the same mold as scholars, but they're 
often engaged in cutting-edge research, experimentation, and 
development. Governments, corporations, and universities all 
compete to attract the best and brightest scientists to their em- 
ployment, offering research grants, the opportunity for publica- 
tion, and lucrative salaries. Some scientists are laboratory 
experts, working in theoretical research, but many heroes take 
to the field, collecting data through observation and experimen- 
tation in a variety of real-world settings. 

Core Skills (35 points): Knowledge—deduce, Physical Sci- 
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ence-astronomy 2, chemistry 2, physics 3; System Opera- 
tion-communications, sensors. 

Nate: This skill selection reflects a field physicist. Other sci- 
ence packages could include a biologist (substitute Life Sci- 
ence-biology and zoology for Physical Science-physics and 
chemistry), a roboticist (take Technical Science-repair and tech- 
nical knowledge (robotics) for the science skills), or any other 
combination of Science and Knowledge skills that seems ap- 
propriate. Secondary skills often include Computer Science, 
Navigation, Administration, and Culture. 

Jn the Verge: The Concord Navy and the Concord Survey 
Service both include large communities of science officers 
These staff officers aren't eligible for command, but their skills 
and knowledge make them indispensable to any ship or station, 


Psionics are an accepted part of the STAR'DRIVE universe. Every 
stellar nation fields Mindwalker operatives and agents in its po- 
lice force and intelligence organizations; Mindwalkers are sim- 
ply too valuable to ignore. A number of Mindwalkers conceal 
the extent of their talents by adopting another career as a coven 
For example, a biokineticist might portray himself as a doctor, 
while a biawarrior might work as a soldier. 

Some stellar nations, such as VoidCorp, go to great lengths 
to control Mindwalkers. They set up Mindwalker academies 
where students are instructed in matters of corporate responsi- 
bility as it relates to their special abilities. Mindwalkers within 
VoidCorp flush out traitors, expose lackluster employees, and 
interrogate captured spies. At the other extreme is the Hatire 
Community, which encourages the development of psionics. 
There, Mindwalkers are free of government interference, they 
can follow any path of learning that they desire. 


Known far and wide as psionic healers, biokineticists are often 
sought cut by those who distrust modern medical technology, 
More than any other Mindwalker, a biokineticist feels a calling 
to ameliorate suffering and pain wherever he finds it. Quite nat- 
urally, biokineticists are often loners who feel constrained by the 
narrow, scientific views of the medical community. The same 
impulse to help others in pain often drives biokineticists to be- 
come champions of the poor and the weak, using faith and per- 
severance to cure the illnesses of society just as they cure the 
illnesses of the body. 

Core Skills (35 points): Biokinesis—heal 3, morph, trans- 
fer damage 2, rejuvenate; Fnowledge-first aid 

In the Verge: A sect of the Hatire faith known as the Chorus 
believes that only faith in oneself heals injuries. The Chorus 
views biokineticists as masters of the Hatire faith, adepts who 
have perfected the ability to heal thernselves and others without 
using technology. The largest Chorus settlement in the Verge ex- 
ists in Greenvale on the planet Grith. 


The biowarrior believes that the ultimate test of a warrior's 
heart is the battle she must fight armed with nothing but the 
weapons given her by Nature, Thus, technology is a crutch, a 
distraction from the true martial path. Trained to fight with what- 
ever weapons are at hand, the biowarrior often works as a 
bodyguard, mercenary, or corporate security agent; her ability 
to manipulate psionic energy allows her to escape the notice of 
weapon scanners and mundane security devices. 

Core Skills (35 points): Melee Weapans—bludgeon 2; 


Biokinesis—hioweapon 2, control metabolism, rejuvenate; Lead- 
ership. 

In the Verge: The Regent Guard, an elite unit of the Aegis De- 
fense Force, includes dozens of skilled biowarriors among its 
ranks. Skilled in all forms of unarmed, melee, and mental com- 
bat, the Regent Guard is one of the toughest and mast loyal units 
found in the Verge. The leader of the Guard is the renowned 
mechalus martial artist, Talok Mirkwen. 


ESPion 

Perhaps the most prized of Mindwalkers, ESPions are seers 
who turn their talents to the investigation of crime or the steal- 
ing of secrets. Many powerful movers and shakers in the Verge 
retain the services of at least one ESPinn to advise them in per- 
sonnel matters and screen potential employees or operatives. 
Unscrupulous ESPions sell their services to various criminal or- 
ganizations, earning staggering salaries in exchange for their 
unique talents. 

Core Skills (35 points): ESP-battle mind, mind reading 5, 
psychametry 2, clairvoyance 2; knawledge-deduce. 

In the Verge: During the long years in which Lucullus was a 
prison system, the Solars relied on a cadre of ESPion guards to 
keep the population under control. When the inmates of Penates 
revolted, Solar Mindwalkers were killed in a number of horri- 
ble ways. To this day, Mindwalkers must conceal their abilities 
in the Lucullus system or risk a public lynching, 


Mystic 

Feared and revered by the general populace, mystics use their 
mindwalking abilities to delve into the distant past and the un- 
certain future. Their specialty is clairsentience, the science of 
divination and prediction through psionic talents. Most mystics 
prefer a contemplative lifestyle, adopting the quiet resolve and 
nonmaterialism of a religious community in order to attune 
themselves to their inner voice. Some political leaders and cor- 
porate executives seek out the best mystics in order to gain their 
powers of precognition, but many others view mystics as unre- 
liable and unstable seers whose visions may be nothing more 
than a sophisticated charade. After all, only the mystic herself 
knows whether or not she speaks the truth, 

Core Skills (25 points): ESP-clairvoyance, clairaudience, 
precognition 2, pastcognition 2. 

In the Verge: Mystics who follow the Cosimir (the deity of the 
Hatire faith) have gathered a small following, known as the 
Seers of Torai, at a lonely temple complex in the desert of 
Alaundril. Polfoal Liquurl, a fraal, serves as the Seers’ religious 
leader. The Seers af Тога! have documented a number of star- 
tling predictions over the last 10 years, but they refuse to aid 
those bearing technological implants and other poisans. 


TELEKINETICIST 

Like ће biowarrior, the telekineticist's destructive powers often 
leads her to a career as a bodyguard, mercenary, or operative 
of some kind. Equipped with potent abilities rivaling the fire- 
power of a well-armed Marine, a telekineücist's weapons elude 
detection by mundane examination. Other Mindwalkers tend to 
regard telekineticists (TKs for short) as crude bruisers, but 
they'll still move aside when one comes by on the street. 

Core Skills (35 points): Modern Ranged Weapons—pistal; 
‘Telekinesis—kinetic shield 2, levitation, photokinetics, psychoki- 
netics, pyrakinetics 2. 

Jn the Verge: Serving in the ultra-secure Division В of the 
Concord Executive Authority, several extremely powerful Ths 
have appeered at the Lighthouse with an unknown agenda 


‘These Concord Mindwalkers are quietly seeking out information 
regarding the mysterious ancient ruins on Atlas. 


PSIGUARD 

Like the other militant Mindwalkers, psiguards normally find 
employment in the personal security forces of political leaders, 
corporate executives, and ambassadors—or they hire out as 
special operatives. Their special talents augment the abilities of 
existing security, allowing a force to react both offensively and 
defensively to a wide variety of threats. Unlike the biowarrior, 
psiguards tend toward materialism and pragmatism; they use 
their talent as a tool to get ahead in the world, not as an end in 
and of itself. 

Core Skills (40 points): Modern Ranged Weapons-pistol; 
Security-protection protocols 2; Telekinesis-electrokinetics 2, 
levitation, photokinetics 2; Interaction charm; Knowledge-com- 
puter operation. 

In the Verge: The most noted psiquards are the Guards Tem- 
plar cf the Orlamu Theocracy. While not all of the Guards are 
actually psi-capable, a great number of ther are skilled Mind- 
walkers. A small detachment of Orlamu Guards Templar can be 
found at the shrine aboard the Lighthouse. 


TELEPATH 

А small group of telepaths can function as an entire battery of 
security cameras and listening devices. The information they 
relay is instantaneous, secure from electronic espionage, and 
difficult to jam. Telepaths are especially useful in covert opera- 
tions with special forces, acting as a living command link that 
provides a strike commander with an amazing level of intelli- 
gence and flexibility. Most telepaths find it useful to pick up a 
number of Free Agent skills to round out their covert surveil- 
lance and coordination capabilities. 

Core Skills (30 points): ESP—mind reading; Telep- 
athy-contact 2, illusion, suggest 2. 

In the Verge: Telepaths of all training levels are currently in 
demand by several major Verge powers that seek to level the 
playing field against the stellar nations. In particular, the Re- 
gency of Bluefall is hiring telepaths in order to facilitate com- 
munication with the mysterious Deepfallen of their own world, 
while guarding against interference from enemy powers. 


MiND KNIGHT 

Considered by some as the most dangerous and insidious of 
Mindwalkers, mind knights specialize in the mysterious art of 
telepathic combat. Other Mindwalkers stand above the general 
masses of humanity through their talent, discipline, and force of 
will; mind knights hone these skills and stand above all other 
Mindwalkers. Those who fear psionic attack or espionage con- 
stantly search out mind knights to counter the efforts of enemy 
psionirists, making sure that they are the only ones who can 
successfully exploit psionics in business, intelligence, or war- 
fare. As mental warriors, mind knights offen serve as body- 
guards, advisors, and agents to anyone who can meet their 
price and standards. 

Core Skills (35 points): Telekinesis—psychokinetics; 
Telepathy-contact 2, mind blast 2, mind shield 2. 

In the Verge: The Mindanaoth Academy, a school of the 
Hatire settlement on Grith, is the finest facility for training mind 
knights in the Verge. Academy graduates have three concentric 
circles tattooed on their left palm as a symbol of their profes- 
sion and loyalties. Some people who have witnessed Min- 
danaoth knights using their powers report a strange nimbus of 
light radiating from the palm tattoos. 


Une of the biggest decisions you'll make for your new 
Sran'InivE hero is whether or not she's employed, enlisted, or 
commissioned in a larger organization. There are virtually thou- 
sands of potential employers. Stellar nation governments, sys- 
tem governments, planetary governments, even municipal 
governments (in some cases) maintain administrative agencies, 
intelligence organizations, police forces, investigative agencies, 
and military forces. In addition, there are millions of corpora- 
tions, companies, and other private enterprises for which a hero 
might choose to work. 

Why tie yourself down? Well, working or serving in some 
organization provides your hero with a steady salary (usually), 
a pool of resources to draw from, and an occupation that could 
explain her mission in the adventure. Government investigators, 
military personnel, and corporate troubleshooters often find 
themselves in the middle of adventures and mysteries, working 
to resolve a particular situation to the satisfaction of the organi- 
zation or company they serve. 

Of course, there's a downside to accepting employment with 
a government or major corporation: An employed hero can not 
come ог go as she pleases, In exchange for her salary, she’s ex- 
pected to work as directed by har superiors. Military and civil- 
ian employers don't view unexplained absences and ignored 
orders in a good light. Sometimes, they dock a recalcitrant 
hero's pay, file official reprimands, or even fire the hera in ques- 
tion. In some organizations (most military forces, for instance) 
dereliction of duty or desertion are court-martial offenses, car- 
rying lengthy prison terms or death penalties! 

In general, groups to which heroes owe allegiance fall into 
one of four categories: corporate, government service, govern- 
ment agency, ar military. Heroes don't begin play as corporate 
presidents or military commanders. They're more likely to start 
in the middle ranks, reflecting the fact that these heroes are a 
cut above normal but still tao young to have climbed very high 
on the organizational chart. 

Not all organizations use the same terminology or same 
rank structure. In fact, just about every company or government 
has its own distinct progression and nomenclature. Table 514, 
below, is provided simply as a rough guideline. 


Typically, there are three entry levels into a corporate or 
government body. Heroes without any skills except a desire or 
compulsion to work begin at the bottom end of the untrained 
ranks. Heroes who bring skilled technical knowledge to a job, 
or who've acquired such knowledge after coming on board as 
а green recruit, begin at the bottom end of the skilled ranks (a 
fair number of heroes might meet this qualification). Finally, 
highly educated go-getters whose primary skills revolve around 
organizing and managing other people occasionally join orga- 
nizations as executive trainees. ls more common for skilled 
technicians and proven agents to reach this level through years 
of service and a little bit of internal politicking. 


Hising through the corporate ranks reflects quite an accom- 
plishment in certain circles. Not only does climbing the corpo- 
rate ladder increase a hero's authority іп the corporation, it also 
increases the amount of money he earns. For some, material 
wealth is the manner by which to judge an individual. 

Heroes of any profession or career—even soldiers—can 
serve a corporation. The advantages for serving a corporation 
are primarily financial. While salaries are low at the bottom 
Tungs, corporations tend to recognize outstanding performers, 
raising them to an appropriate level in the organization. In ad- 
dition, corporate employees sometimes have access to corpo- 
rate assets for special missions and can earn bonuses for 
outstanding work accomplishments. 

‘The qualifications for advancement through corporate ranks 
vary widely. VoidCorp allows its employees to advance through 
removal of their superiors, while StarMech promotes its em- 
ployees based on service. Each corporation has its own incen- 
tive program to award employees for achieving set goals. 


Large corporations consist of a variety of different divisions, 
each of which has its own pecking order. Thus, a corporation 
might have more than a dozen presidents, each of whom an- 
swers to the CEO about matters concerning his division De- 
partments found in almost every corporation include: 
Diplomatic Corps; Employees of this department concern 
themselves with large-scale business deals, discussions with 


ТАВІЕ S15: CORPORATE AND GOVERNMENT STATUS 
UNTRAINED Ranks 


Corporate Government Service Government Agency Status* 
Trainee Intern. Recruit 0-3 
Employee Employee ‘Agent Trainee 2-4 

SkiLLED RANKS 

Corporate Government Service Government Agency Status* 
Assistant Technician Specialist Agent 3-5 
Technician Senior Specialist Field Agent 4-7 
Assistant Manager Supervisor Special Agent 6-8 
Regional Supervisor Department Head 8-11 

Executive RANKS 

Corporate Government Service Government Agency Status" 
Assistant Director Deputy Undersecretary Division Chief 8-13 
Director. cretary Deputy Director 11-15 

Vice President Assistant Secretary Assistant Director 13-17 
President Secretary Director 15-20 
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foreign governments and colonies, acquisitions of smaller com- 
panies, and other matters that require lengthy negotiations. 
Many of the careers from the Diplomat profession are applica- 
ble to this department. 

Finance: The most powerful force in the universe is still the 
Concord dollar. Finance employees account for every dollar and 
regulate the budgets for every department. Bureaucrats, inves- 
tigators, comptechs, and hackers all work in this department. 

Manufacturing: The bottom line for any corporation is prod- 
uct. By far the largest department in most corporate entities, the 
Manufacturing department operates the industrial facilities 
needed to create the corporation's commodity of choice. 

Medical: A good corporation is only as strong as its weak- 
est member, so many corporations provide medical benefits to 
their employees through this division. Doctors, medtechs, psy- 
chologists, and other health professionals work in this division. 

Personnel: This department always handles the hiring and 
firing of employees. Mindwalkers, investigators, and other in- 
formation-gatherers verify the integrity of new employees. 

Public Relations: Finding the right hook for a holocast, ad- 
vertising the latest product or service, or performing damage 
control from the latest internal security leak are all jobs of the 
PR department. Reporters, entertainers, stellar nobles, and other 
people with gond interaction skills can work in Public Helations, 

Research & Development: Creating new products, research- 
ing new production techniques, and other creative endeavors 
are left to the hands of R&D. The specific tasks vary by corpo- 
ration, of course, but scientists, scholars, engineers, and people 
with similar careers usually work in this department. 

Security: Protecting factories from sabotage, terrorist attack, 
espionage, or other infiltration is the job of the Security division. 
Most Combat Specs are assigned to this division. However, 
comptechs, investigators, and other people who can hamper 
transmission of valuable corporate data offen find themselves 
working for the Security division 

Systems: Computers and other electronic devices weave 
their way through a corporate structure like an intricate web, al- 
lowing access where it is most needed but providing only what 
is required for an employee's assigned duties. Engineers, 
comptechs, and similar workers can be assigned to this division. 

Trade: Transportation of goods, contract fulfillment, ware- 
housing, and similar concerns are handled here. Corporate 
merchants and free traders are the most common employees of 
‘Trade departments. 


Just like a corporate career, working for a stellar nation or 
world government provides resources that many heroes would 
not have access to on their own. Ease in dealing with other gov- 
ernment agencies, military transport, and access to government 
information are just a few of the benefits available to a hero 
who chooses to work for a government. Of course, such bene- 
fits are not available all at once (and certainly not whenever the 
hero thinks he needs them). 

Government employment is divided into two classes: gov- 
ernment (or civil) service and agency service. In general, gov- 
ernment service is employment in a major department of the 
government, while agency service reflects a more specialized 
career in an enforcement division of a governmental branch. In- 
telligence, police, and surveillance organizations аге typical 
agencies, while foreign service, civilian support far defense, and 
internal administration represent government service. 

Most government employees advance up the ranks of their 


bureau or agency based on their personal accomplishments, of- 
ficial patrons, and the amount of time they ve spent in their cur- 
rent grade. The highest-ranking positions are elected offices or 
appointed positions; they are generally beyond the scope of the 
typical SrAR"DatVE campaign (although election to an office 
might be а nice—or cruel-way to retire a hero) 


Virtually any hero profession or career can describe a charac- 
ter who serves in a military organization. A military enlistment 
or commission carries with it a much more serious service 
obligation than simply signing on with a corporation or taking a 
government job. Enlisted men (or conscripts) are typically re- 
quired to serve two to four years after signing on. Military au- 
thorities frown upon anyone who leaves (deserts) before his 
tour of duty expires. Officers sometimes receive lifelong com- 
missions, but most officers serve only a few years on active 
duty before retiring or resigning to follow other vocations. 
Most nations divide their military establishment into two or 
more departments. Naval forces consist of spacefaring fleets 
manned by naval personnel. Military forces include aerospace 


TABLE $16: ENLISTED RANKS 
Junior Емиѕтер PERSONNEL 


Military Status* 
Recruit Spaceman Recruit 0-2 
Private Spaceman Apprentice 1-3 
Private 1st Class Spaceman 2-3 
SERGEANTS AND PETTY OFFICERS 

Naval Status* 
Corporal Petty Officer 3rd Class 8-4 
Sergeant. Petty Officer 2nd Class 4-6 


Staff Sergeant Petty Officer 1st Class 5-7 
SENIOR ENLISTED PERSONNEL 


Military Naval Status’ 
First Sergeant Chie! Petty Officer 6-8 
Master Sergeant Senior Chief Petty Officer 7-9 


Sergeant-Major — Master Chief Petty Officer 8-10 


ТАВІЕ S17: Оғғісеп RANKS 
JUNIOR OFFICERS 
Naval 


14-16 
15-17 
16-18 
17-19 

*See “Social Status’ in Chapter 7: Attributes in the Game- 
master Guide. 


and ground forces used for planetary attack and defense. Note 
that the distinction between military and naval organizations 
Tests upon whether a force is primarily space-oriented or 
planet-ariented. 

Heroes in military organizations begin at the bottom of their 
respective ladders; in other words, most enlisted heroes start 
out as recruits, and officers begin as second lieutenants or en- 
signs. Depending on the force in question, advanced enlistment 
options for technical experts (for example, assigning a medtech 
corporal rank to reflect his training and experience) may or 
may not be available. The equivalent in officer ranks is the staff 
officer—a chaplain, doctor, engineer, science officer, military 
lawyer, or similar specialist who's assigned a beginning rank of 
Captain or lieutenant due to his extensive premilitary education. 
Note that the naval rank of "captain" does not always denote 
ship command; many smaller vessels are commanded by lieu- 
tenants and lieutenant commanders, 

Your Gamemaster may allow you to begin your military hero 
as a veteran with a promotion or two under her belt. This is pri- 
marily a roleplaying decision—although the Gamemaster might 
also choose to assign your hero a starting level higher than 1 
to reflect your character's experience. Command of driveships 
of any size is rarely given to an officer of lower than lieutenant 
commander rank (a level 3 to level 5 in game terms), although 
this isn't always true. 

The advantages of working for the military include access to 
advanced (and sometimes experimental) weapons, free food 
and shelter while in an area containing a base, the respect of 
athers, and access to military spacecraft. In return, the hero is 
subject to the orders of her superiors, recognized as an enemy 
of any state that currently disagrees with her government, and 
required to report for duty as the organization demands. 

Numerically, junior enlisted personnel make up the bulk of 
a ship or hase's manning. Generally, one NCO (noncommis- 
sioned officer) exists for every two to five privates or spacemen, 
and one senior NCO exists for every two to five NCOs. Roughly 
one in ten personnel are officers, with one field-grade officer far 
every three to five junior officers, Most military units or bases 
have only one commanding officer—although political officers or 
staff officers may wield unusual power in certain national or- 
ganizations and situations. 


GETTING Оот 


Heroes don't have to live forever with their initial choices of al- 
legiance or employment. People change jobs all the time. In 
most corporate or government sarvice jobs, the hero can quit in 
any fashion he chooses; telling off the boss, submitting a letter 
of resignation, or not showing up for work for several months 
are just a few choices. The company or government then takes 
a "separated" employee off the payroll. Naturally, a hero may 
lose other benefits or perks associated with the position—such 
as a retirement plan, a company car, access to special equip- 
ment or resources, and so on. 

Some corporate entities are much harder to leave than 
others. For example, VoidCorp’s employment contract is for life; 
Employees do not have the option to terminate the agreement 
(although VoidCorp retains the right to cancel an Employee's 
contract at any time). In other cases, characters with highly de- 
sirable skills or access to sensitive information may find that 
their employers are very reluctant to let them go. 

Most government agencies won't hold on to a person who 
wants out, but there are exceptions—especially in intelligence 
organizations, A hero who's worked on the inside for years sim- 
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ply knows too much to walk out and vanish. Even if the person 
in question is perfectly reliable and doesn't have any sinister in- 
tentions, an agency can't risk the possibility that their enemies 
or rivals will pick up the individual in order to wring secrets 
from him. Such an agency might let a hero retire, only to place 
him under surveillance for the rest of his life, Alternatively, they 
may have ways ta “sanitize’ a retiring hero before letting him 
out into the open. 

Military enlistments normally run for several years at a time. 
When a military character's time is up, she can chose to re-up 
for another tour, or she can walk away free and clear. If a hero 
can't wait until her enlistment expires, she can always seek a 
discharge. However, dishonorable discharges or bad conduct 
discharges tend to follow a person around for the rest of her life. 
Hardship or medical discharges are less common, but don't 
carry any stigma with them. 


SKILLS 


After a player chooses his hero's species, profession, career 
and nation or system of origin, he should pick the hero's skills 
‘The careers described in the previous section of this appendix 
list a Core Skills package describing the basic skills required for 
that package and the cost to purchase that package. However, 
these Core Skills are completely optional. Feel free to alter, ex- 
change, or disregard the skills as you wish (subject, of course, 
to your Gamemaster’s approval) when you create your hero. 
Even if you choose the Core Skills package, you'll probably 
have a number of unallocated skill points with which ta cus- 
tomize your hero's skills to your taste—especially if your hero 
has an unusually high Intelligence score. 

Don't overlook the bonus Knowledge skills that belong to all 
heroes in the STAE'DRIVE universe-see the ‘Culture, Language, 
and Knowledge” sidebar on page 233. 


GAME OPrioNs 


All kinds of heroes exist within the SrAn'DnivE universe. The op- 
tional chapters of the Aureeniry Player's Handbook—detailing 
mutants, psionics, and cybertech—are all valid for a Stan"Dalve 
hero. Since each of these systems presents the potential for un- 
usually powerful or specialized heroes, make sure you check 
with your Gamemaster before you create a hero featuring one 
of these game options. Heroes who actually combine two or 
more of the optional systems (mutant cyberneticists, cybernetic 
Mindwalkers, or mindwalking mutants) should be quite unusual, 
and the Gamemaster is free to approve or disapprove such 
characters on a case-by-case basis. 


MUTANTS 


Minor genetic drift and engineering is quite common among 
some stellar nations—such as the Thuldan Empire. By the end 
of the Fusion Age, scientists had completely mapped the human 
genome. Since then, some scientists have undertaken extremely 
selective genetic engineering, and genetic technology has al- 
lowed for the creation of hundreds of distinct varieties of mu- 
tants over the last 150 years. In addition to the ongoing efforts 
to perfect the human form, the exploration of the galactic arm 
has increased human exposure to strange new environments 
and phenomena—markedly increasing the rate of unusual nat- 
ural mutations. The definition of what we call "human" expands 
every day. 

Engineered communities: These communities, also known 


as mutant breeds, are subspecies designed for a particular en- 
vironment or task. (Ine of the most notable is the Thuldan war- 
lion, an altered human designed for strength, speed, and 
durability in battle, Other nations have engineered humans for 
survival in aquatic environments, high gravity, or (опе of the 
more distasteful examples) lifelong service as mindless drudges. 

Engineered individuals: These mutants are much rarer than 
their counterparts who belong to a specific breed. They're cre- 
ated for specific purposes, such as a career in espionage or 
covert action. In some cases, however, engineered individuals 
serve as test cases for a new breed that never fully develops 
due to a combination of unfavorable traits, lack of additional 
funding or resources, or some other reason. Thrown aside after 
extensive evaluation and research, these flawed examples are 
left to make their way in life as best they can. 

Natural communities: These breeds slowly rise throughout 
human space as the people of various planets and settlements 
change to fit their home environments. Only the most unusual 
planetary environments exert a mutagenic effect on human 
populations, however. 

Natural individuals: These mutants represent isolated in- 
stances of the same effects that naturally create new mutant 
strains. Altered before birth by the environment in some unique 
manner, the randomly occurring mutant individual is the rarest 
of all mutants. 

The rights, privileges, and social acceptance of mutants vary 
widely from culture to culture, The Thuldans experiment exten- 
sively with genetics, seeking to accelerate human evolution. The 
Hatires, on the other hand, view any mutation as a blasphemy 
in the eyes of the Cosimir. In most systems, mutants are greeted 
with a fair amount of fear and persecution, since many normals 
still recall the gene-altered killers and genetic refuse spawned 
by careless research in the darkest days of the Second Galactic 
War. At best, these war-bred mutants were born assassins and 
agents with frightening powers above and beyond those of hu- 
mankind; at worst, they became violent criminals and brigands 
who preyed on the urban populations of their parent worlds. 


Every stellar nation fields Mindwalker agents and operatives, 
relying extensively on psionic surveillance, security, and espi- 
onage assets. Mindwalkers are just too useful and dangerous to 
ignore, Corporate psionicists fill many of the same roles, pro- 
viding executives with industrial intelligence and performance 
predictions that no mundane computer or evaluation process 
could possibly rival. A psionic gift is a punched ticket to wealth, 
prestige, and authority in the right hands. 

On the downside, psionics are so valuable that some orga- 
nizations view them as material assets, prized possessions that 
need constant watching. By Orlamu law, for instance, any 
psionic talent must serve the Theocracy. They're barred from 
emigrating to other states, working in the private sector, or even 
from ignoring their gift and making a life in another field. As a 
child, an Orlamu psionic must enroll in a temple academy to de- 
velop his talents for the improvement of Orlamus everywhere. 
Of course, more than a few Mindwalkers of Ürlamu descent 
have managed to conceal their abilities and avoid the Theoc- 
racy’s attention, but they live in fear of the day when the Theoc- 
тасү'ѕ agents shows up on their doorstep, VoidCorp has a 
similar but mare draconian policy: All employees must undergo 
screening for psionic talent. Those talents detected by the 
screening must then undergo a rigorous training program; they 
can never leave of their own will. 


THE THULDAN WARLION 


Bred as the perfect soldier, Warlions were an elite corps of 
d mutants who served as assault troops and com- 


The strain isn't perfect (few mutants аге), and a Warlion is 
marked by his muzzlelike leonine features (Minor Physical 
Change drawback) and his lack of cunning (Slight reduced 
Ability Score, Intelligence). 


Even in societies that don't compel psionic talents to serve 
the government, many Mindwalkers require very expensive ed- 
ucation to bring out their latent talents. In order to pay off their 
debts or patrons, they must serve in private industry, military 
organizations, ar civil service. Eventually they'll complete their 
obligation and gain the freedom to seek employment where 
they desire, but this might take years. 

Most legal systems have incorporated psionic crimes and 
procedures since the dawn of the Gravity Age. Reading some- 
one’s mind is considered an invasion of privacy by most soci- 
eties, and is reserved as a police power in many states. In 
addition, the Concord considers the use of psionic powers to 
compel another person to act against his will as a felony. Like 
any law, these dictates are conveniently overlooked by particu- 
larly powerful or ruthless people. 


While mutants and Mindwalkers are characters who clearly 
surpass the human norm in some manner, cybernetic heroes 
are simply people who avail themselves of a particular tech- 
nology: They're not viewed as ireaks. A cybernetic limb might 
operate at a stronger level than a human limb, but it's quantifi- 
able and understandable to the average person. Medical pros- 
theses and artificial organs prolong too many lives for most 
people to entertain a real hatred or suspicion of cybertech. The 
exception, of course, is the Hatire Community. In their eyes, cy- 
bertech is the instrument of damnation, a twisted mockery of 
humanity's natural state. 

While cybertechnology generally suffers from little of the 
discrimination that surrounds mutations or psionic powers, 
most people have a healthy respect for its potential. Everyone 
knows that heavily cybered characters are dangerous and that 
too much cybertech is a weapon that cuts both ways. Cybertech 
is also expensive enough to be out of reach of the average per- 
son, which means that it often ends up in the hands of crimi- 
nals, corporate security types, secret government agencies, and 
other unscrupulous sorts. If someone's carrying a lot of cyber- 
ware, it's a good sign that they might entertain violent intentions, 
50 average people tend to give them a wide berth. 

In some organizations or settings, cybernetic characters 
need to register with local police and possibly deactivate dan- 
gerous systems such as battle claws or subdermal weapons. 
Various stellar nations and Verge systems have banned specific 
cybernetic systems or implants. For example, exoskeletons and 
body plating are illegal in the Solar Union, as they're considered 
military hardware. Heroes with this kind of cyberware must ob- 
tain special permits to enter the Solar Union legally. The Hatires, 
naturally, ban almost all forms of cybertech. 


EQUIPMENT 


Your Gamemaster has three basic options for equipping a new 
hero in the Verge. First, she can just assign your hera the equip- 
ment that she deems appropriate to the character concept. 
Clearly, an expert gridpilot probably owns a top-notch grid- 
caster and a wide array of computer programs. Secondly, the 
Gamemaster might allow you ta choose any equipment you 
deem reasonable for your character and then review your de- 
cisions. Finally, the Gamemaster may assign your hero the nar- 
mal starting funds for a character of his profession and career, 
allowing you to purchase equipment within the restrictions of 
cost and availability. Ask your Gamemaster which option she'd 
like you to use when you create a new hero for the Stan"Datve 
setting 


PROGRESS LEVEL 


In general, any item ar device appearing at Progress Level 6 is 
available anywhere in the Verge. Isolated for almost a century, 
many Verge worlds and heroes native to the area must make 
do with dated technologies. Weapons and devices of the Gravity 
Age (PL 7) are available in the more cosmopolitan Verge sys- 
tems (Tendril and Aegis). Arriver heroes often have access to 
Gravity Age equipment, since they're assumed to have equipped 
themselves before they left their home nations to travel to the 
Verge. 

In addition, devices or weapons of Progress Level 8 are not 
available. Make sure you check with your Gamemaster before 
you choose PL 8 equipment for your new hero; such items 
should be the exception, not the rule, in the lawless regions of 
the Verge! 


AVAILABILITY 


Heroes who begin play without any kind of employment or al- 
legiance to a corporation, government, or military service are 
limited in their access to top-of-the-line hardware. In general, 
independent heroes and heroes serving in nonmilitary corpo- 
rate divisions, government branches, or agencies can only 
choose items of Common or Controlled availability (see Chapter 
9: Goods & Services in the ArrERNITY Player's Handbook for 
more details). Heroes with military backgrounds, paramilitary 
government backgrounds, serious organized crime ties, and 
corporate security links may acquire equipment of Military 
availability. Finally, items or weapons of Restricted availability 
are only open to active-duty military personnel during deploy- 
ment to hazardous areas. 

There are a couple of notable exceptions to this guideline. 
Austrin-Ontis and Rigunmor heroes tend to have access to 
weapon markets that just aren’t legal in other nations. Vergers 
who call the Algeruran or Lucullus system home have access to 
flourishing black markets and criminal gunrunners bent on 
arming every sentient in the system. If your hero comes from 
this kind of background, your Gamemaster may allow him to 
begin play with hardware that most new heroes couldn't dream 
of possessing, 


Depending on the kind of campaign your Gamemaster wants to 
run, it may be absolutely essential for your heroes to own and 
operate their own ship, This is a significant decision for the 
Gamemaster; it influences the types of adventures she can cre- 


ate, the options available to the heroes in the course of an ad- 
venture, and the amount of detail necessary to create a living, 
breathing game universe. While several of the careers listed in 
the Players Handbook list a ship as signature equipment, you 
should check with the Gamemaster before you assume that 
your hera has a ship of his own. 


DRIVESHIPS AND SYSTEMSHIPS 

Ships in the Gravity Age corne in two basic varieties: driveships 
and systemships. Driveships possess stardrives; they're capable 
of independent interstellar travel. A hero with a driveship at his 
command can go anywhere he wants, voyaging from star to 
star at a whim. Is an enormously powerful plot device that of- 
fers a Gamemaster hundreds of potential stories; but it also cre- 
ates a number of administrative headaches and design 
challenges for the campaign. 

Systemships are spacecraft that lack а stardrive, and are 
thus confined to operations within a single star system. How. 
ever, systemships routinely travel to neighboring systems by 
hitching a ride on larger driveships. The mighty fortress ships 
that occasionally visit the Verge provide this service for a nom- 
inal fee; smaller driveships—such as the Lighthouse, commer- 
cial drivefreighters, or drivehaulers—also carry systemships 
from star to star. A systemship doesn’t offer the same degree of 
freedom provided by a driveship, but a star system is a vast 
place, and heroes shouldn't underestimate the ability to travel 
from planet to planet in a matter of hours or days. 


Your First Sup 

There are many ways that your hero might obtain а systemship 
or driveship. If most of the heroes in the group are military per- 
sonnel, they might be assigned as officers and crew to a mili- 
tary vessel (major warships are probably a little out of reach for 
beginning heroes). Free traders, corsairs, explorers, indepen- 
dent pilots, and corporate merchants often begin play with a 
ship of their own and a debt to go along with it. Major corpo- 
rations or governments might assign beginning heroes to spe- 
cific vessels, or they might place vessels at the heroes’ disposal 
for various missions. Heroes working for an underworld orga- 
nization might likewise gain the use of a stolen ship for brief pe- 
rinds of time. 

There are only three ways to own a ship legally. The first is 
to purchase a new ship, an expensive proposition that most he- 
roes can't do on their own. The second method is to buy а used 
ship. This is cheaper than buying a new vessel, but heroes don't 
have any control over the legality or quality of the transaction, 
they might be buying a stolen vessel ar a ship on the verge of 
breaking down. Finally, heroes might have an opportunity to 
salvage a derelict vessel. Salvage is ree, but often requires ex- 
tensive work to recondition and refit the derelict. 


Purchasing a New Ship: Hy and large, the best way to own 
a new ship is to buy it outright. You don't have to worry about 
dealing with banking officials and signing your rights away. 
Having that much cash available likewise gives you a good bar- 
gaining position when it comes down to purchasing the various 
components of the ship. Unfortunately, few heroes are ever 
going to accumulate the millions of Concord dollars necessary 
to purchase their ship. Most ship owners must deal with 
monthly or quarterly payments of thousands of dollars in order 
to keep the bank from repossessing their ship. 

If a hero is unable or unwilling to obtain a loan from a fi- 
nancial institution, criminal organizations such as the Ghadaw 
Syndicate can make loans to their members, This is by far the 


more dangerous manner of owning a starship, since under- 
world organizations don't operate within the boundaries of the 
law. The interest rates charged by such financiers is typically 
twice that of a bank Inan-though they do make exceptions from 
time to time for those captains willing to do favors for them. 

While the terms of purchase might vary greatly, its rea- 
sonable to assume that a hero trying to pay off a brand-new 
vessel begins play with a monthly payment equal to 1% of the 
ship's purchase price. И she's lying а brand-new trader worth 
$750,000, assume that she has a loan payment of $7,500 per 
month. Most new ships are financed for 15 years, but higher 
ar lower interest rates can either raise or lower the monthly 
payment (ar lengthen or shorten the term of the loan, for that 
matter), 

A leased vessel cuts this payment in half, but the hero will 
be required to turn the vessel in at the end of a prespecified pe- 
riod (3 to 5 years is fair). She's also liable for any unusual dam- 
age while the ship is in her possession. 

A new ship requires upkeep and maintenance equal to 1% 
of its value every 12 months, In the example above, it costs 
about 87,500 (or $825 per month) to keep the trader flying all 
year long. Flying a ship that hasn't been properly maintained 
results in the accumulation of performance penalties (+1 step 
їп all attacks due to bugs in the fire control system, +2 steps to 
maneuvers of а certain type, and so on) as the Gamemaster 
sees fit The maintenance and upkeep fee doesn’t account for 
crew salaries, supplies, or the expense of repairing battle dam- 
age, Maintenance and upkeep takes time, too—about 2 days per 
month for a brand-new ship. 

Only the smallest and most common ships are available for 
immediate delivery. It takes a shipyard weeks or months to con- 
struct a vessel, and even the best yards are often backlogged 
with work. A hero who needs a ship right away might not have 
too many choices available when he decides to buy, If, however, 
he can wait а few months to place an order and let the ship- 
yard build to his specifications, he can buy exactly what he 
wants. 


Buying a Used Ship: Through a variety of reasons, used ships 
are always coming up for resale. Ships of the Fusion Age re- 
tain only 20-50% (d4+1, times 10%) of their listed purchase 
price. Used ships of the Gravity Age retain 50-80% (04-4, 
times 10%) of their listed purchase price. Thus, the hero's 1% 
monthly payment on his ship will be lower than it would if he'd 
bought the ship new. For example, if the hero bought his trader 
used, he'd only pay between $375,000 and 800,000 for the 
ship. Therefore, he'd pay only $3,750 to #6,000 per month in 
loan payments. In addition, a used ship is typically financed 
aver 10 years instead of the usual 15. 

The downside af used ships is their maintenance and up- 
keep costs. These amount to 196 of a ship's purchase price (paid 
every 12 months) for each 10% break the hero received for 
buying used. Thus, if a hero bought a used trader at 60% of its 
listed price ($450,000 instead of #750,000), he would pay 4% 
af the ship's used purchase price every twelve months— 
$18,000 in this example (about $1,500 per month). Used ships 
also take d4+-1 days of maintenance per month in order to stay 
in top working order. Its still cheaper than a new ship, but not 
without its own set of headaches. 

‘The new owner might pick up the payments of the previous 
awner for a small fee, or he might buy a paid-off ship outright, 
Financing is normally a bit easier on used ships, but banks are 
still careful about giving aut large loans. A used ship usually re- 
quires more extensive maintenance than a brand-new ship, and 


the prospective buyer should check it aut thoroughly before 
parting with his money. 

Anew ship “degrades” into a used ship after 204 years if ig- 
nored, 2dB years with average maintenance, or 2d8 years if 
lovingly looked after with craftsmanship and care. 


Salvage: Discovering a floating hulk adrift in the wastes of 
space is a rare occurrence, but more than one spacernan has 
discovered an intact space ship that he claimed as his own 
under ће Concord's salvage laws. 

The rules of salvage are pretty simple, The salvager must 
bring the derelict to the nearest shipyard for inspection and 
identification. The prospective owner must tow (or pay another 
person to tow) the derelict. In-system towing costs about 
51,000 per durability point of the ship. Towing prices double if 
the wreck journey through one starfall, and quadruple if the 
destination is more than one starfall distant from the wreck's lo- 
cation. 

Once the shipyard identifies the ship's original owner (if pos- 
sible), it turns the ship over to the bank (if it had an outstanding 
loan) or transfers it to the salvager. This salvager must pay a 
modest transfer fee-normally around $5,000—for the filing of 
paperwork. Government and military vessels always warrant a 
salvage fee (see below) instead of a transfer. 

If a loan remains on the vessel, banks allow the salvager to 
take over payments on the vessel (as long as they believe him 
capable of paying). If the bank doesn't want to transfer the loan 
to the salvager, or if the salvager isn't interested, the bank pays 
a 5% salvage fee (based on the fair market value of the ship), 
Sometimes, however, previous owners of a wreck might step in 
to the picture. They're allowed to reclaim their property, but only 
if theyre willing to pay the salvager 50% of the ship's current 
value (or whatever percentage the salvager agrees to take). 

Assuming that no one steps in to interfere with the transfer 
of title, the salvager can гей the ship at her own expense. Typ 
ically, a ship wrecked in combat or collision requires repairs 
equal to 5-30% percent (dB X 5%) af its current value. Some 
shipyards or banks may loan the hero the money necessary to 
repair the ship, but these institutions expecting the salvager to 
repay them at 2% of the loan per month, over a period of 5 
years. For example, a free trader fights off a pirate attack and 
captures the pirate's vessel. The ship was a used cutter worth 
$700,000; a random roll indicates that it will cost 15% of its 
value (ог $105,000) to repair it. И the hera wants a loan for 
this sum, hell have to pay $2,100 per month for five years. 

As a final note, it's very rare to find an abandoned ship in 
total working order; generally, there's a reason why someone 
abandoned it in the first place. Life support failures are a rare 
cause for ship abandonment; sudden decompression and heavy 
damage are much more common. Many hulks are commonly 
cannibalized for spare parts by pirates, leaving little more than 
a shell behind. Purchasing new equipment and retrofitting 
everything together can become an expensive proposition—but 
it's still generally cheaper than purchasing a new vessel. 


Mlegal Vessels: Sometimes, traders might acquire contral of a 
ship without paying anyone for it. Either they steal the vessel 
from someone else, they salvage it and never report it, or they 
default on a loan they were supposed pay. The advantage of an 
illegal ship is that the owner doesn't have to give anyone money 
for it; the downside is that he's wanted by any law agency that 
takes offense al piracy, thelt, or criminal fraud 
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StarMech Collective 13, 14, 16, 34, 36, 53, 
57, 60, 62-63, 87, 72, 73, 81-87, 90, 
94-102, 105-108, 110, 111, 118, 
120, 138, 151, 162, 194, 200, 236, 
238, 240, 243, 248 

Stellar Ring 14, 20, 21, 24, 25, 2B, 29, 31. 
33, 34, 39, 70, 73, 75, 80, B4, 85, 89, 
97, 98, 106, 119 

Stingray 118, 119 

Stoneburners (lifeform) 230 

Sunhawk 227 

Sunlord 67, B4 

Supervisors 126, 127, 135, 137, 138-140, 
141, 142, 145 

Systemship 24, 23, 118, 252 


Tau Сен (see Mutant Uprising) 

Taurean Star Republic 13, 31, 64, 74, 78, 
B7, 221 

"Tech Dps 108, 211, 241, 244 

‘Technospiders 126, 136, 139, 141, 144, 
145 

Telekinesis 32, 105, 187, 247 

‘Telemachus (Lucullus) 125, 127, 140, 
142-143 

Telepathy 32, 105, 130, 142, 167, 186, 
187, 247 

Teln (lifeform) 177, 186-187 

Tendril system 17, 20, 23, 47, 49, 53, 63, 
ВБ, 87, 89-92, 84-109, 110, 119, 
120, 127, 123, 141, 146, 166, 172, 
188, 200, 202-204, 206, 207, 221, 
225, 237-238, 241, 252 

Terei, Pe 114, 115 

Terivine system 23, 155, 157 223 


‘Terralorming 19, 41, 65, B1, 84, 8B, 99, 
104, 111, 118, 130, 143, 184, 184, 
185, 202, 214, 217, 222, 223, 225, 
227, 231 

Terran Empire 11-12, 13, 16, 44, 52, 54, 
57, 80, 64, БВ-БВ, 71, 245 

Thayne, Michael 71, 72, 92, 172, 217 

Thuldan Empire 12-14, 16, 19, 24, 30-32, 

35, 39, 45, 48, 49, 52, 54, 56, 60, B2, 
63, 64-85, 68, 67, 81-85, 87, 98, 
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238, 234, 241, 251 
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184 

Thuldan Warlion 251 

Timeline 18 

Tr, Idan М 101, 105 

Тике, Andrew ЭВ, 99 
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"IransVerge Network 21, 243 
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Tsa 12, 13, 16, 19, 30, 37, 39, 42, 71, 73, 
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Vergers 14, 28, 79, 87, 89-91, 97, 234, 
240, 241, 243 

Vicek Belt (Hammer's Star) 202, 203, 
205-207, 210, 213, 218, 220 

Vieron system 23, 45, 79, 170, 223 

Viton 89, 206, 208, 210, 216, 217 
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Weren 11, 16, 30, 37, 42, 57, 58, 76, 137, 
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AMPAIGN SETTING 


by David Eckelberry and Richard Baker 


t's the dawn of the 26th century. Humankind stands on the threshold of 
greatness and the brink of destruction. Which way will the scales tip? 


The STAR'"DRIVE" campaign setting, designed for use with the ALTERNITY" science fiction roleplaying 
game, brings to life the world of the future. Humanity has colonized thousands of planets— 
but ambitious nations contend for prime sectors of real estate. At the edge of space is the Verge, 
where opportunities’ await those smart enough and ruthless enough to take advantage of them. 


This book presents a game universe for heroes to conquer, investigate, and explore. Scheme with operatives 
of VoidCorp, fight against Thuldan Legions, and uncover the mysteries of the frontier. Visit a dozen fully 
described worlds, and lgarn/of poweful interstellar empires. Pilot a starship into uncharted territory, make a 
smuggling run to an occupied star system, contact a new alien species, and bring galactic criminals to justice. 


This book contains everything a Gamemaster needs to design and play 
adventures in the STAR'DRIVE universe 
> An overview of the “future history’ of humanity, beginning with 
our first tentative steps toward the stars and culminating in the 
cataclysmic Second Galactic War. 


> The world of 2501: The state of the galaxy in all aspects of human 
society—medicine, religion,cybertechnology, robotics, the Grid, 
and more. 


> Descriptions of the 13 stellar nations of Old Space-the civilizations 
that survived the last war and threaten to touch off the next one. 


> A detailed look at the Verge, the mixture of settled worlds and 
unclaimed space where the pioneers of the 26th century will 
prove themselves to be true heroes . . . or die trying. 


> А Hero Creation chapter filled with tips how make heroic adventurers 
in the STAR'DRUVE setting. 


Dark . . . gritty ... wondrous and wild: 
Science fiction with attitude. 


p. Box 707 пи Turnhout. 
Renton, WA 90057-0707 
1-206-524-0533 « 
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